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Introduction
In theharsh andunforgivingworld of Helkara, there
is no respite from thebrutal sunor the endless
darkness.On this desolate planet, each turn is 176
Earth days long,with 88days of scalding sunlight
followedby 88days of frozen, neverending
darkness. Theonly refuge from this eternal cycle is
the twilight regionnear the northpole,where life can
still flourish.
In thisworld of constant danger, the gods are

not the benevolent protectors of old tales but rather
dangerous and alien entities not to be trifledwith.
They are feared andworshipedby themasses,who
live in terror of their power.
Rulingover thesemasses are sorcerers,

necromancers, andpriests—tyrantswith a grip of
iron.They use theirmastery of magic and
propaganda to keep themasses in line, and their rule
is absolute. Theyhavedivided thehabitable portion
of Helkara into five distinct regions and constantly

war for dominanceoverHelkara and its people.
Magic is a force that is bothhighly sought after

and greatly feared inHelkara. Thosewhopossess
the ability towieldmagic are often seen as powerful
anddangerous,withmany viewing their abilities as a
threat to the stability of theworld. This is because
magic tends tohave unintended consequences and
often leads to disasters,whether through the
negligenceof thepractitioner or through the sheer
power of themagic itself.As such, thosewhouse
magic are often viewedwith suspicion andmistrust,
andmanynations have strict laws regulating its use
andpractitioners.
Technologyhas not advancedmuchbeyond that

of the bronze age,withmany relyingonhandmade
weapons, armor, and tools. This simplicity of
technology leads to amoreprimitive, dangerousway
of life,where survival is always a toppriority and
battles are fought up close andpersonal.Despite this,
a few scatteredpockets of knowledge and skill have

Helkara Campaign Sourcebook
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emerged, leading to the creationof powerfulmagical
weapons andotherwondrous technologies.
Alchemy is especially popular, despite its prohibitive
costs.
Monsters inHelkara are not just creatures to be

slain for enjoyment or personal gain: they are
dangerous andunpredictable forces of destruction.
They are rarely seen, andwhen they do appear, they
wreakhavocon the land and its inhabitants. These
beasts shouldbe approachedwith caution, as they
are nearly impossible to defeatwithout awell-
coordinated effort bymultiple, powerful hunters.
The few survivors of monster attacks are often left
traumatized, forever changedby the encounter.
Twomajor humanoid races dominate the land:

An outlander of the Shadowland Nightstalkers in

Deadlands, Keth’keth.

the humans and the goblins.Humansdwell upon
the earth above.Theyhavebuilt their cities and
societies in theharshest of environments, seeking
refuge from the relentless elements.Meanwhile, the
goblins reside beneath the earth, in the twisting and
labyrinthine tunnels and caverns that honeycomb
theworld. They are amysterious people, steeped in
ancient knowledge and arcane arts but feared and
distrustedby thehumans above.
For centuries, these two species havebeen locked

in a struggle for control of theworld. TheSorcerer-
Kings believe that the goblins hold secrets that
threaten their power. They fear that the goblins'
knowledgeof theoldworld, of magic and
technology long lost to thehumans, could beused
tooverthrow them.And so, they keep the goblins in
checkwith their armies, their alchemicalweapons,
and their owndarkmagic.
For their part, the goblins believe that the

humans are dangerous and reckless, carelessly
tamperingwith forces that they cannot control. They
see the Sorcerer-Kings as tyrants,whouse their
power tooppress themasses, and theybelieve that
the humans' use of magic only leads to catastrophe
anddestruction.They seek to keep their knowledge
of theoldworld hidden from thehumans, lest they
unleash chaos upon theworld once again.
Despite the bleak conditions, pockets of

resilience andhope canbe found among the
survivors of the various communities and cultures in
theworld of Helkara. Theybelieve in a better future
andwork towards it, despite the constant challenges
andobstacles that threaten their existence.
For those brave enough to venture into this

world, the path to successwill be a perilous one,
filledwith danger at every turn.Butwith strength,
cunning, and the aid of their companions, anything
is possible.Heroesmustwork together to succeed in
this harsh andbrutalworld and tobringhope to the
people of Helkara.
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This diagram shows the Helkaran turn. 0 notes the first cycle in the Helkaran Turn, Vrogathar’s Noon. Cycle 88

is Vrogathar’s Midnight. Although it only takes Helkara 59 days to rotate on its axis, Helkara completes its solar

rotation after 176 cyles because of its 3:2 resonance.
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KeyFeaturesand
Characteristics
For those venturing into theworld of Helkara, they
are in for a truly unique and challenging experience.
Helkara is a smallworldwith a circumferenceof just
9,524miles, but it is a place of great contrasts and
dangers.
Thisworld is relatively close to its sun, called

Gorgondar by thehumans,with a perihelion
distanceof 28.5millionmiles and an aphelion
distanceof 43.5millionmiles. This solar proximity
means that aHelkaran year is relatively fast, lasting 88
Earth days.And the sun’s gravitational pull on
Helkaramakes it elliptically tidally lockedwith a
resonance ratio of 3:2,making theHelkaranday 59
Earth days long.Because of the unusual resonance,
however, it takes a total of 176days forHelkara to
make a full solar rotation, noon tonoon.This creates
88Earth days of intense, scorching sunlight

followedby 88days of dark, frozennights.
Despite this,Helkaranhumans still function like

their counterparts onotherworlds, requiring six to
eight hours of sleep eachday lest they begin to suffer
fromexhaustion.Theyhave adapted to their unique
environment bydeveloping a systemof telling time
by tracking theprogress of a comet called the
Wanderer that orbits the planet once every eight
hours. This progress is referred to as a "passing," and
there are three passings in each cycle, or 24hours,
making it the same length as a dayonEarth.There
are 176 cycles in a turn,which iswhatHelkarans call
a year. Theybreak the turn into four 44-cycle length
parts that they refer to asmovements,which are
similar tomonths. The fourmovements areFirst
Descent, FirstAscension, SecondDescent, and
SecondAscension.AllHelkaranhumans, regardless
of their nationality, celebrate the endsof theFirst
andSecond ascensions,which are calledMidnight
andNoon, respectively.
Because of Helkara’s extremenature,most of

the planet is uninhabitable for humans.As a result,
they are limited to livingnear the northpole. The
pole itself is a regionbathed inpermanent darkness
calledEvernight. Themajority of humans
congregate 300 to 700miles away from thepole in a
region called theGloaming.Thanks toHelkara’s
relatively small axial tilt, theGloamingdoes not
experience thewild swings in temperatures that
other parts of theworld do.Although it’s often cold
there, daytime temperatures rarely get above 100
degreesFahrenheit.However, its cold periods,
especially close toMidnight, candrop as lowas -30
degreesFahrenheit.
Although there is always a glow just over the

horizon in theGloaming, nights are extremely dark.
There are always billowy clouds in the sky above.
Furthermore,Helkara has nomoon.Although
humanshave adjusted somewhat to the dark
environment, they are still at themercy of the
elements and the fearsome creatures that roam the
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world.
Helkara's gravity is relativelyweak,with objects

weighing less thanhalf of what theywouldon
Earth.Thismeans creatures can jumpmuch further
than theynormallywould. It alsomeans that
creatures native to theplanet tend to grow larger,
includinghumans,who average 6 to 7 feet in height
andweighbetween220 lbs to 300 lbs,whichwould
be approximately 85 lbs to 115 lbs onHelkara.

Geography
Four regions divideHelkara, each as unique as they
are dangerous.
At thenorthernmost point of Helkara lies the

realmof Evernight, a place of darkness and ice,
where the sunnever shines and the cold is sobitter
that nothing can live there save for themost hardy
of beasts and theblack-hearted Sorcerer-Kingof
Nazgar,whodwellswithin theblack tower of
Tryvvgawith his throngs of Evernight goblins.
Southof Evernight lies theGloaming, a place of

perpetual twilightwhere the sun is only seen in
fleeting glimpses and the chill is but a pale reflection
of the icy grip of theEvernight.Here,most of

Helkara's life calls home, for though it is cold, it is not
as deadly as the lands aboveor below.
Beyond theGloaming lies the graywastes of the

Nothing, a vast and lifelesswastelandwhere the sun
shines for 88 cycles andnight reigns for another 88.
Here, nothing can survive save for thosewhomake
their homesdeepbeneath the earth and fearsome
creatures specially adapted to the extreme swings in
temperature.
Finally, at the southernmost point of Helkara lies

themystery of the unknown southpole,where the
learnedmenof theGloaming theorize that lifemay
yet be found.Thenomadsof theGloaminghave
attempted to cross this desolation in searchof
Helkara's enigmatic southpole, but fewhave
returned to tell their tale; the secrets of the south
pole remain shrouded in themists of time.
Below the surface of Helkara lies a labyrinthof

tunnels andunderground cities createdby the
mysteriousThoseBefore, the ancestors of the
humanswhonowcall theGloaminghome.
Helkarans refer to thismaze as theLattice. These
darkplaces hold untold secrets of theworld before
theCataclysmand are nowhome to the goblinoids
andother denizens of the dark.Thedepthof the
tunnels is amystery even to themost learnedof
Helkara's scholars, and the dangers that lurkwithin
are known to very few.

WeatherandClimate
The climate of Helkara is a treacherous and
unpredictable force shapedby theworld's slow
rotation andwild swings in temperature.
In the frozen reaches of the north and south

poles, blizzards ragewith fury,whipping snowand
ice into a tempest of destruction.When thewarm
times come, violent thunderstorms erupt, lashing the
frozen landscapeswith bolts of lightning.
Yet even these terrors pale in comparison to the

storms that brew in theNothing, the vast gray
wasteland that consumes themajority of Helkara's
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This map of Helkara shows only the northern hemisphere of Helkara—with its north pole, Evernight, in the

center—as it appears in Turn 888 H. The top center of the map represents Helkara’s geographical north,

sometimes referred to Keth’kethian north (Keth’keth is derived from the Old Hermian and literally means

“beyond north.”

The terrain at the edges of the maps are estimates only, as only scavenger cartographers are willing to travel that

far beyond Nothing’s Edge to document locations.
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surface.Here, dust storms tear across the landscape,
towering clouds of grit anddebris blotting out the
sky.Tornadoes twist anddance across the barren
landscape, spinning in a deadly dance.Andwhen the
twilight band creeps across theworld, switching the
planet fromsunlight to darkness, allmanner of other
hazards appear, from flash floods tohail the size of
boulders.
But even these dangers are notwithout their

limits. For despite the ferocity of these storms, the
hurricanes that arise onHelkara are often contained
by the toweringpeaks that ring theworld. These
mountains, ancient andunyielding, rise like sentinels,
defending against the deadliest of the planet's
storms.

Landscapeand
Topography
The surface of Helkara is as harsh andunforgiving
as itsweather. Theplanet is tectonically active,with a
molten core, but unlike otherworlds, it doesn't have
plates. Instead, it is a single tectonic plate that
uniformly contracts.As such, shield volcanoes are
abundant inHelkara, regularly belching smoke and
fire into the air, but earthquakes are less frequent.
Most of the titanicmountains that dominate the

landscapeof Helkarawere createdbymeteor
impacts long ago in its history. The lackof an
atmosphere or liquid for a significant periodof
Helkara’s prehistorymeant that these craterswere
not eroded, as theywouldhavebeenonother
planets. Thepresenceof wind andwater has since
worked itsway into the craters, creating channels and
small valleys, but the crater oceans are still extremely
deep compared tootherworlds.
Deepvalleys and steep cliffs are a common sight

onHelkara, as are toweringmesas andplateaus. The
planet's unique geologyhas created a landscape
unlike anyother,with towering formations of rock
and stone stretching toward the sky.Theworld's

tallestmountain nearHelkara’s equator rises over
15,000 feet into the air. TheDustrunner scavenger
clannamed thismountain Skystair. For thepurpose
of maps,Helkarans use thismountain as the
geographic north.
Rivers and streams snake through the valleys and

craters, eventually joining together to formgreat
oceans.While the seas of Helkara are treacherous,
with dangerous creatures andunpredictableweather,
they are also teemingwith life. Leviathan-hunting
ships from theAruthazbrave the stormywaters in
searchof aquaticmegafauna,while fishing colonies
in theEvernight ply the icywaters in searchof what
lives in the darkwaters below their feet.
In theNothing, the landscape is just as

inhospitable as theweather. Sanddunes, towering
rock formations, and jaggedoutcroppings are all that
canbe seen in this desolate land.Despite its barren
appearance, theNothingholds secrets untold.

NotableFeatures
Manyof the features beloware foundnearHelkara’s
northpole and theGloaming and are known to
most learnedpeoples of Helkara.

ArkalaanGulf, a vast salty bodyof waterwest of
theEvernight, is home to a thriving fishing industry,
with ports dotted along its coastline.Despite its
commercial significance, the gulf is also known for
its treacherous storms,whichhave claimed the lives
of many a sailor.

AshenPeaksofKalethia, a violent collectionof
volcanoes andperilousmountainswest of the
Fester, are home to an array of dangerous creatures
andunpredictable natural disasters. The volcanic
vents and geysers that dot the landscapemake it a
place of bothbeauty and terror.

TheBoilingSea, a large sea of acid northeast of
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theEvernight, is a place of constant danger,with
steam rising from its scorchingwaters. The acidic
watersmake it a deadly place for anywhowould
venture there, and thosewhodo are foolish indeed.

Evernight, the frozen region coveringHelkara's
northpole is a desolate andunforgivingwasteland.
Here, the frigidwinds howl endlessly, scouring the
ice-covered tundra and encasing all in a frozen
embrace.

TheFester, a vast saltwater gulf southof the
Evernight, is known for its tumultuouswaters and
frequent storms.During thewarmer cycles, it dries
up into amuddymarshland that stretches for
hundreds of miles in every direction, hence its name.

TheLungs, amassive coniferous forest in the
nationof Vrogathar, covers hundreds of thousands
of acres and is known for its towering trees and
diversewildlife. Its vast size anduntamednature

make it a dangerous place to venture,withmany
dark secrets still waiting tobediscovered.

MaelströmSolitude, a large bodyof water to the
east of theEvernight, is known for its hellacious
storms that have earned it its name.Many a vessel
has been lost in its tempests, and those brave enough
tobrave itswaters do so at great risk.

Nalunis Straight, where theArkalaanGulf and the
Festermeet, is a treacherous stretchof waterwhere
the currents are notoriously strong and
unpredictable.Many sailors havemet their doom in
thesewaters,making it a place tobe avoided if
possible.

Nothing'sEdge, where theNothingmeets the
Gloaming, is a place of scorchingheat andbitter
cold.The land is barren andhostile, and fewdare
venture there, for it is a placewhere life cannot long
survive.
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The Black Tower Tryvvga, home to the Sorcerer-King of Nazgar, in the Evernight.
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Skyteeth, amassivemountain range east of
Vrogathar, is known for its rich silvermines and
toweringpeaks. Theperilous peaks anddangerous
tunnelsmake it a place only the bravest ormost
foolish venture, but the rewards canbe great for
thosewho succeed.

Thaal’maarAbyss, a deepwater rift in the heart of
theGloaming, is filledwith deadly creatures and
unpredictable currents.

TheTwilightRifts, a jaggedmountain range, rise
up from theheart of theGloaming.Thepeaks are
shrouded inmists, and their craggy summits are
home to fierce beasts anddeadly traps.

NaturalResources
Theworld of Helkara is bountiful in its offerings of
natural resources.
Iron is oneof themost abundant resources

found inHelkara,widely used for craftingweapons,

tools, andmachinery. Themountains that ring the
Gloaming are rich in ironore, andmany a fortune
has beenmadeby thosewhohavedared to venture
into the dangerous ranges in searchof this valuable
resource.
Within theprimeval forests of theGloaming,

one can find the resource that the folk of Helkara
holdmost dear—timber. The towering trees of the
Gloamingprovide a source of not only fuel for
warmth and cooking, but also buildingmaterial for
the dwellings of men. It is herewhere the
lumberjacks of Helkara hone their craft, hacking
away at the forest to bring forth thebounty of its
trees. The largest forest in theGloaming is the
Lungs,which is a part of theVrogatharian empire.
In addition to iron and timber,Helkara is home

to awealth of other natural resources, such as gold
and silver, found in itsmany streams and rivers. The
underground labyrinths, home to goblinoids and
other creatures, are rich in gems andother precious
minerals.Even the vast, graywastelandknownas the
Nothingholds valuable gems and resources, some
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of which are believed tohold arcaneproperties.
Non-humanoid creatures, great and small, are

abundant in number, thriving amidst the rugged
terrain andharsh climates. The sturdyhorses of
Helkara are raised as food andbeasts of burden,
carrying theweight of theirmasters across the land.
Their strength and endurance is unmatched,
allowing them to traverse even theharshest terrain
with ease. The shaggy gaurs, too, are raised as a
source of food, theirmeat providing sustenance to
thepeople of the land.Other unusual creatures
pervadeHelkara’s forests, swamps,mountains, and
even the arctic, providingplenty of hunting
opportunities for the humanpopulation.

FloraandFauna
Between its scorchingdeserts, frozen tundras,
bustling cities, anddark underworlds,Helkara is
teemingwith life bothwondrous anddeadly.

Deserts
Helkara’s deserts are usually arid, inhospitable
wastelands. Still, certain formsof life thrive here.

Cacti: Spiky plants that storewater in their thick
stems to survive in arid environments.

Coyote: A versatile and adaptable caninepredator,
often surviving in harshdesert conditions at
Nothing’sEdge and theDeadlands.

Crystal Spider: Arachnidsmadeof living crystal
that trap their prey inwebsof razor-sharp glass.

DesertRose: A succulentwith colorful, trumpet-
shaped flowers that bloomafter rains.

DesertTortoise: A slow-moving turtle adapted to
the intense heat of theHelkaran sun. It buries itself
in the sand andhibernates during the long, cold
nights.

DuneBroom: A shrubwith small, yellow flowers
that grow in clusters and are adapted to sanddune
environments.

DuneStalker: Swift predators that canblend into
the sanddunes and launch surprise attacks.
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EnchantedSandLily: Aplant that only blooms at
night and exudes a soft, blue light.

FireLizard: Small reptiles that breathe fire to scorch
their enemies.

GilaMonster: A venomous lizardbuilt towithstand
theheat of the desert.

Roadrunner: A fast-runningbird that is able to find
food andwater in the arid desert environment.

SandSerpent:Massive snakes that swallow their
preywhole and slither across the dunes.

SandScorp:Giant arachnids that burrowbeneath
the sand and ambush their prey.

ShadowBeast: Elusive predators thatmovequickly
through the shadows, strikingwith deadly speed.

Stormbringer: A creature that canmanipulate the
weather to its advantage, summoning storms and
lightning to attack its enemies.

WanderingSandvine: A creeper plant that uses its
roots to anchor itself in sanddunes and capture
passing creatures for sustenance.

Forests
Helkara’s forests are verdant, dense ecosystems
teemingwithwildlife andhiddendangers. Beloware
some common life forms foundhere.

BrownBear: A commonandopportunistic
predator found in dense forests.

EnchantedMoss: Aplant that glowswith a soft
green light; usedby foresters tomark trails.

Elk: Large,majestic deerwith antlers that are a
symbol of strength andpower.

Fern: A leafy plantwith fronds that reproduce
through spores that grow intonewplants.

Giantwood: A tall, needle-covered conifer tree that
can growup to 379 feet tall.

GlowSnake:Giant serpentswith a bioluminescent
body that canbe seen frommiles away, luringprey in
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The deaded gritclaws of Helkara are known for attacking settlements. They are especially problematic in

Aruthaz. Their green furs are worn by Aruthazi warriors as a sign of prestige.
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with their light.

GraySquirrel: A commonand energetic tree-
dwelling rodent found inmany forests of the
Gloaming.

GreatHornedOwl: A formidable and skilled
predator that hunts at night in the forest.

Gritclaw: A large, burly creaturewith razor-sharp
claws and a thick hide.Known for attacking
settlements and scavenging for food.

LeafWeaver: Spiders that can spinwebs strong
enough to trap even the largest creatures, using them
to catchprey andprotect them frompredators.

MossHound: Four-legged creatureswith a keen
sense of smell that can track their prey formiles.

NightWarrior: Stealthy, nocturnal hunters that use
their speed and agility to get the dropon smaller prey.

Oak: A tall, deciduous treewith lobed leaves;
produces acorns andprovides a habitat formany
species.

Raccoon: A clever andopportunistic omnivore that
is at home in the forest.

ShadowCat: Large, black catswith piercing yellow
eyes that hunt in packs, taking downeven the
strongest preywith ease.

Shadowthorn: A leafless treewith bark as black as
night andbranches that are said tomoveon their
own.

ThornBeetle:Giant beetleswithmassive, sharp
pincers that are perfect for cutting down trees and
buildingnests.

White-TailedDeer: A commonandgraceful
herbivore that roams the forests of theGloaming.

MountainsandHills
Helkara’smountais are rugged, high-altitude
environments featuring steep inclines and
breathtaking vistas.

AlpineForget-Me-Not: A small, blue flowering
plant that grows in rockymountainmeadows.

Bloodberry: A low-growing shrubwith small, red
berries that is common inmountain and tundra
environments, particularly those nearUthul-Zargoth.
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BighornSheep: A species of wild sheep that are
well-suited to the rocky andmountainous landscape.

Blightwing: A giant bat-like creature that spreads
disease andpestilencewherever it goes.

BluePoppy: A tall floweringplant that grows in
mountainmeadows and is used formedicinal
purposes.

Edelweiss: A small, white flowerwith dense,wooly
leaves that grows in the rocky alpine regions of
Helkara.

Frostbite: A creature that dwells in the snowy
mountains andhas the ability to freeze its victims
with a single breath.

Griffon: A lion-eagle hybrid that is knownasmuch
for its speed and agility as for its intelligence.

GoldenEagle: Apowerful andmajestic bird of

prey that is commonly found in themountains.

Harpy: Abird-like creaturewith the ability to
enchant travelerswith its singing voice.

HillGiant: A giant humanoidwith immense
strength that is known for its loveof stealing from
travelers.

Lynx: Stealthy predatorswith distinctive tufted ears,
known for their agility andhunting skills.

Marmot: A ground-dwelling rodent that lives in the
high alpine regions of themountains.

MountainBellflower: A flowerwith a bell-shaped
bloomand a sweet fragrance.

MountainLion: A large andpowerful predator
found in rugged andmountainous terrain.

MountainMinotaur: Apowerful humanoidwith
theheadof a bull that lives in themountains. It is
known for its loveof precious gems.

Pika: A small and active herbivore that lives in the
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rockyoutcrops of themountains.

RockGiant: Amassive humanoidmadeof stone
that lives in small conclaves scattered throughout the
mountains of Helkara.

SnowBlossom: Aplant that only blooms in the
harshestwinter conditions and is said tobring good
luck.

SnowLeopard: Awhite felinewith sharp teeth and
claws that is known for its agility and speed.

Thunderbird: A large bird of prey that canproduce
thunder and lightningwith itswings.

PlainsandScrublands
Helkara’s plains are oftenopen, grassy expanses
dottedwith hardy scrubbrush and roamingherds
of grazers.Here are someof the creatures and

The gargantuan bonecrusher, a popular mount for Vrogatharian warlords.
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plants that live here.

Black-TailedPrairieDog: Aburrowingmammal
that inhabits the grasslands andplains of Keth’keth.

Bluebell: A small floweringplant that grows in
clusters and is a common sight inmeadows and
fields.

The shadowfangs of the Lungs, often captured and

trained to serve as hunting dogs for Vrogatharian

inquisitors.

Bonecrusher: A giant creature that uses itsmassive
jaws and teeth to crush thebones of its prey.

Dreambloom: Aplantwith soft, pinkpetals that
release a sweet fragrance that puts anyonewho
smells it to sleep.

Gaur: A large, shaggyherbivore that roams the
grassy fields and snowy tundras of theGloaming.
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GoldenEagle: A large bird of prey that is found in
a variety of habitats, including the grasslands and
prairies of theGloaming.

Goldenrod: A tall, yellow floweringplant that is
commonly seen inmeadows and fields.

GrassySerpent: A large, slow-moving snake that
blends inwith the grass,waiting for prey towander
nearby.

Horse:Graceful and athleticmammals known for
their speed and endurance.

Nightshade: Anocturnal predatorwith venomous
fangs and aparalyzingbite.

PlagueRat: A large, aggressive rodent that carries
diseases and is known tooverrun settlements.

PricklyPangolin: An armoredmammalwith sharp
spines on its back that can roll up into a ball for
protection.

PronghornAntelope: A species of antelope that is
foundon theopenplains and grasslands of
Vrogathar.

Red-TailedHawk: A commonbirdof prey that is
widely distributed across theGloaming, including
grasslands, prairies, and scrublands.

Shadowfang: Apack-huntingpredator that is able
to blend seamlessly into the shadows,making it
nearly impossible to spot.

StampedeRunner: A fleet-footed creature that
moves in large herds, causingmassive damage to
crops and structures.
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StardustDaisy:Aplantwith bright, yellowpetals
and awhite center that sparkles like the stars.

StingingScorpion: A venomous arachnidwith a
potent sting that canparalyze bothpredator and
prey.

Sunflower: A tall, yellow floweringplant that follows
the sun and is grown for its seeds andoil.

SunPhoenix: Abrightly-coloredbird that follows
the sun, soaking up itswarmth and energy.

Thunderbeast: Amassive herbivorous creature
known for its powerful roar and lightning-fast
charges.

WildGrass: Adiverse groupof grasses that provide
food andhabitat formany species on theplains.

Worg: An intelligentwolf-like creature that hunts in
packs, surrounding their prey and taking it downas a
group.

Wyvern: A serpentine creature that glides through
the air using its powerfulwings, hunting smaller prey
fromabove.

SeasandCoasts
Vast bodies of saltwater dottedwith small islands
consume themajority of theGloaming and
Evernight’s center.

ArcticCod: A small fish found in the icywaters of
theEvernight.

Crystal Shrimp: A crustaceanwith a shellmadeof
crystal, found in the frigidwaters of the deep crater

seas.

FrostLobster: A large crustaceanwith a frosty
exoskeleton found in the icywaters of theEvernight.

GreatWhite Shark: Apowerful and fearsome
predator that inhabits thewarmer coastalwaters.

HarborSeal: A commonand agilemammal that
lives in the coastalwaters of Aruthaz andKeth’keth.

HumpbackWhale: A large and charismatic
mammal thatmigrates along the coast.

Icefin: A fishwith finsmadeof ice, found in the
frozen lakes and rivers of theEvernight.

Kelp: A large, brown seaweed that provides food
andhabitat formany sea creatures.

Kraken: A legendary seamonsterwithmultiple
tentacles and amassive body that candrag ships to
thebottomof theocean.

Mankiller Jelly: Amassive creature resembling a
jellyfish, butwith tentacles long enough towrap
around entire ships.

Pelican: A large and graceful bird that feeds in the
richwaters off the coast.

SeaLion: A social and acrobaticmammal that is
often seen loungingon the shoreline.

Seagrass: A typeof underwater grass that provides
important nursery habitats for young fish and sea
turtles.
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The deadly and elusive sea serpent of Arkalaan Gulf is responsible for destroying hundreds of Aruthazi sailing

ships. Speaker Koll has offered s reward of 700 acres of arable land for proof of its destruction.
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SeaSerpent: Amassive serpent-like creature that
swims through theopenwaters, hunting down ships
and sailorswhodare to venture out too far.

SeaSerpent'sTongue: Amagical seaweed that is
said tobe able to control themovements of sea
serpents.

Siren: Bird-like creatures that lure sailors to their
doomwith their haunting and alluring calls.

SnowCrab: Ahard-shelled crab found in the cold
waters of theEvernight andArkaalanGulf.

StarfishBloom: Amagical flower that is said to
shine like stars at night and attract sea creatures to it.

Winecup: Amagical flower that blooms in the sea
and is said to grant immortality to thosewhodrink
from its cup.

SwampsandMires
Helkara’s swamps aremuddy, low-lying areas filled
with festeringbogs anddisease-carryingpests. Below
are some examples of animals andplants found
withinHelkara’s swamps.

Alligator: A large andpowerful predator that lives in
the swamps andwaterways of thewarmer parts of
theFester.

BlackFly: Small venomous insects that gather in
choking, blinding clouds.

Bloodfiend: A creature that feeds on thebloodof
its victims, able to drain themdry in amatter of
minutes.

BogBeast: Amassive, shaggy creaturewith a trunk-

like nose and tusks that resembles a cross between
an elephant and aboar.

BogGorgon: A serpentinemonster that can
paralyze its preywith a stare.

BogHorror: Ahulkingmonstrosity covered in
muck and filthwith razor-sharp claws.

Cypress: A large, conical tree that is commonly
found in swamps and is known for its "knees" that
growup from the roots.

Goose: Social birds thatmigrate longdistances and
are known for their distinctive honking calls.

GreenMireTurtle: A large and ancient reptile that
is often seen in thewaters of themires.

Mangrove: A groupof trees that are able to survive
in saltwater andprovide important habitats for
many species of animals.

MireDrake: Awyvern-like creaturewithwings



FLORAAND FAUNA 25

madeof moss and swamp-weed.

Nutria: A large and semi-aquatic rodent that is
common in the swamps andmires.

ShamblingMound: Adeadly creaturemadeof
rotting vegetation andmuckbrought to life by
lightning strikes.

Sludgegouger: Amassive,worm-like creature that
tunnels through the earth, leaving destruction in its
wake.

SphagnumMoss: A typeof moss that helps to
formpeat bogs andprovides important habitats for
many swampcreatures.

Swampstalker: A stealthy, amphibious creature that
lurks in swamps andmarshes, preyingon
unsuspecting travelers.

Witch'sBroom: Amagical shrub that is said to
have the ability to curse thosewho enter its territory.

WoodStork: A large,wadingbird that feeds in the
shallowwaters of the swamps.

TundraandTaigas
Helkara’s frozenwastelands are characterizedby
permafrost andbitter cold.

ArcticFox: A small andwell-adapted carnivore that
is found in theArctic tundra and taiga regions of the
Gloaming andEvernight.

ArcticPoppy: A small, yellow flower that is oneof
the fewplants capable of blooming in theArctic.

ArcticWillow: A small, shrubbywillow tree that is
able to survive in theharsh tundra environment.
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Caribou: A species of deer that inhabits the tundra
and taiga regions of theGloaming and the
Evernight,where theymigrate longdistances in
searchof food.

Dreadhaunt: An incorporealmonster that feeds on
the fear anddespair of its victims.

IceLotus: A fantastical,magical flower that is said
tohave thepower to freeze anything it touches.

IceSpiders:Giant, eight-legged creatures that spin
websof frozenmist.

FrostGiant:Massive humanoidswith skin as cold
as ice and the ability to create blizzardswith awave
of their hand.

FrostGiants'Bloom: A fantastical,magical flower

that is said tobe able to communicatewith frost
giants.

PolarBear: A large andpowerful predator that
inhabits the northern forests and tundra of the
Gloaming andEvernight.

ReindeerMoss: A typeof lichen that is an
important food source for reindeer andotherArctic
animals.

SnowyOwl: A large bird of prey that is found in
theEvernight tundra and taiga regions,where it
feeds on lemmings andother small rodents.

Wolf: A large carnivore that iswidely distributed
throughout the tundra and taiga regions near the
Evernight,where it hunts in packs.
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Agriculture
The scarcity of arable landhas forcedHelkara’s
inhabitants to be cunning and resourceful in their
cultivationof crops. In order to survive in this brutal
world, they’ve had to learn to grow food in even the
harshest of conditions.
The easternportions of Vrogathar near the

Fester are known for their fields of rice,which are
the lifebloodof their society. This staple food is the
most commoncrop inUthul-Zargoth andAruthaz,
providing sustenance to thepeople of these regions.
The rice is grown in terraced fields and irrigatedwith
the life-givingwaters of Helkara’s swamps. It's a
hardy crop, able towithstand the scorching sun and
bitter cold of the longHelkaranday.
Barley, on theother hand, is the primary cropof

choice inmost of Vrogathar andKeth'keth.This
hearty grain is grown in fields dotted across the
landscape, providing a staple food for thepeople of
these regions. Thebarley is oftenbrewed intobeer,
which is a staple of Helkaran society, providingboth
sustenance and solace to thepeople in these harsh
lands.And since it is usually safer to drink thanwater,
Helkarans drink it out of necessity.
TheGloaming,with itsmilder climate, is known

for its diverse agriculture.Here, beets, carrots, kale,
collards, onions, andpotatoes are grownwith great
success. These hearty vegetables are not only a staple
of theHelkarandiet but also providemuch-needed
nutrients andvitamins to thepeople of the
Gloaming.The fertile soil of theGloamingprovides
theperfect conditions for these crops to thrive, and
they are an essential part of theGloaming's
economy.
Thewarmsouthern regions nearVrogathar's

Nothing'sEdge andKeth'keth'sDeadlands are
home to someof themost delicious and flavorful
crops in all of Helkara.Here, farmers growpeppers,
melons, okra, and corn.These crops thrive in the
warm, sunny climate andprovide amuch-needed
respite from themonotonyof rice andbarley. The

peppers are particularly prized,with their heat and
flavor being sought after by all of Helkara's people.
The juicy, sweetmelons provide awelcome relief
from theheat,while the okra is a staple inmanyof
the southerndishes.And the corn,with its sweet,
nutty flavor, is a staple of many aHelkaran feast.

Technology
The landof Helkara is a realmof might andmagic,
where sorcery and strengthhold swayover the
masses. But amidst themagical prowess of its
inhabitants, it is often forgotten that someof the
technological achievements of its peoples rival the
marvels of magic.Helkara is a landwhere the
knowledgeof the ancients still thrives,where the
gleamof iron and the sheenof bronze are
commonplace.
Here are tenof themost commonandnotable

technological advancements of Helkara:

Chariots: The chariot,with its swift speed and its
iron-tippedwheels, is a common sight across the
land.Warriors ride these intobattle, striking fear into
thehearts of their enemies and inspiring awe in their
followers.
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IronWeapons: Thepeople of Helkara are skilled at
forging iron into deadlyweapons. From the
sharpened tips of their spears to the cutting edges of
their swords, theirweapons are renowned for their
ability to cut through armor andbonewith ease.

BronzeArmor: Thewarriors of Helkara don
bronze armor crafted from the ancient art of
smithing.This armor is tough and resilient, able to
turn aside sword strokes and arrow shots alike,
making thewarriorswhowear it nearly invulnerable
in battle.

AlchemyStoves: InHelkara, alchemists use
alchemy stoves tomix and create powerful elixirs
andpotions. These stoves, fueledby themagical
Essenceof Helkara, are carefully crafted to allow the
alchemist to achieve theperfect balanceof heat and

energy required for their alchemical creations.

BronzeTools: Bronze tools, fromplows to
hammers, are commonplace inHelkara,with
farmers using them to cultivate their crops and
artisans using them to craft everything from jewelry
to pottery.

IrrigationSystems: Thepeople of Helkara are
masters of irrigation, using complex systemsof
canals anddams tobringwater to their crops and
cities. These systems, coupledwith the fertile soil of
the land, allow thepeople of Helkara to thrive even
in theharshest of climates.

TheWaterClock: Thewater clock, amarvel of
ancient engineering, is used acrossHelkara to keep
trackof time.This simple yet effective device uses
the flowof water tomeasure thepassings, divided

1
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3

1. Vrogatharian kopis

2. Uthul-Zargothian war dagger

3. Keth’kethian hook-sword
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into eight increments each, or hours, allowing the
people of Helkara to keep trackof timewith great
accuracy.

Windmills:Windmills,with theirmassive blades, are
a common sight in theopen grasslands of Helkara.
Thesemachines, drivenby thewind, are used to
grind grain into flour, providing food for thepeople
of the land.

SiegeEngines:Helkara's armies use powerful siege
engines, like battering rams and trebuchets, to lay
waste to their enemies' fortifications. These
machines, drivenby the strengthof horses andmen,
are capable of bringingdowneven the strongest of
walls.

AlchemicalLamps: In the dark depths of the
Gloaming, alchemical lampsprovide the light that
guides theway.These lamps, fueledby themagical
Essenceof the land, burnwith a bright and steady

flame, illuminating thepath for travelers and
providing awarmglow for thosewho seek refuge
from thedarkness.

ThoseBefore
ThoseBefore is the termgiven to thehumanswho
lived long ago inHelkara’s past. The very existence
of ThoseBefore is shrouded inmystery andmyth.
Even themost learned sages of Helkara canonly
speculate onwho theywere andwhat they
accomplishedbefore theCataclysm.TheSorcerer-
Kings,whonow rule over the remnants of their
civilization, keep a tight grip on any informationor
artifacts thatmight shed light on thepast. Those
who seek knowledgeof ThoseBefore risk thewrath
of the Sorcerer-Kings,whoview themasdangerous
relics of a long-forgotten age.Despite these
obstacles, rumors persist of hidden archives, buried
ruins, andother sources of information about
ThoseBefore. Some say that there are vast
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storehouses of knowledgewithin the underground
realms ruledby the goblinoids, far from theprying
eyes of the Sorcerer-Kings.Others believe that
within theNothing, the vast graywasteland that
coversmuchof Helkara, theremight be forgotten
cities andother signs of ThoseBefore's civilization.
The true origins andnature of ThoseBefore

remain amystery, but their legacy lives on through
themany stories and legends that havebeenpassed
down through the generations.According to the
mostwidely acceptedmyths, ThoseBeforewere
once the dominant power onHelkara,wielding
magic and technology thatwouldbebeyond the
graspof even the greatest Sorcerer-Kings.However,
their uncheckedpower and ambition led to the
Cataclysm, an event that left theworld in ruin.
TheSorcerer-Kings viewThoseBefore as a

cautionary tale. Theybelieve that their forebearswere
too carelesswith theirmagical power and that this is
what led to theCataclysm.As such, they believe that
magic and theEssence, the arcane force that
suffuses all things onHelkara, shouldbe kept out of
the handsof all but themost trusted and capable
individuals. To them, the idea of widespreadmagic
use or technological advancement threatens the
stability andorder of the newworld.
Despite the fear andmistrust that surrounds the

memoryof ThoseBefore, there are thosewho
continue to seekout the truth about this ancient
civilization.Adventurers, archaeologists, and rebels all
hope to unlock the secrets of the past and reclaim
someof the lost power andknowledgeof Those
Before. Somebelieve that the truth aboutThose
Beforemight hold the key to a brighter future for
Helkara, one inwhichmagic and technology canbe
harnessed for the betterment of all.Others believe
that thosewhopursue suchknowledge risk
unleashing anotherCataclysmand that the secrets of
ThoseBefore are best left buried.

KeyHistoricalEvents
Below is an abridgedhistory of Helkara.Dates are
given in turns (Helkaran year, or 176Earth days)
after theCataclysm.ThewordHelkara literally
means “post-Cataclysm,” hence its use as a date
modifier.

Turn0H.TheCataclysm
TheCataclysmwas a catastrophic event that
changed the face of Helkara forever. Thosewho
recall it through stories and songs tell of amassive
explosion that shook the very foundations of the
world and caused it to spin slower on its axis. The
sun scorched the land andmadevast swathes of the
planet uninhabitable. TheCataclysmalso created the
lifelessNothing, a vast and inhospitable gray
wasteland that coversmuchof theworld. The
survivors of this disasterwere forced to cling to the
poles,where temperaturesweremild enough to
allow for life to survive.And so, the humansof
Helkara have livednear the poles for generations,
ekingout a precarious existence in the shadowof a
world-shattering event that changed their planet
forever.

Turn1-99H.TheRiseofthe
Sorcerer-Kings
In the first few turns after theCataclysm, powerful
sorcerers rose toprominence and claimedvast
territories for themselves. Theybecameknownas
the Sorcerer-Kings, and each ruled their own lands
with an iron fist, using theirmagic tomaintain
control over and shape theworld to theirwill.

Turn51H.FallofZorath
Thekingdomof Zorath launched amassivewar of
conquest, seeking to expand its borders and gain
control over neighboring lands.Despite their
powerful army and advanced technology, they
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ultimately succumbed to their owndarkmagic and
were defeatedby a coalitionof nations ledby
Thrakum.

Turn87–98H.RiseandFallof
Thrakum
Thrakumbecame thedominantmaritimepower in
theArkaalanGulf, using its vast navy and skilled
sailors to control the seas and establish amonopoly
on trade routes.However, their thirst for conquest
eventually led to their downfall as they became
overextended in theirwarswith emergingpowers
Keth’keth andNorgoth.They are ultimately
destroyedby a rebellion formed in the city-state of
Aruthaz.

Turn100–150H.TheTwilight
Wars
In the absenceof Thrakum, thenations of
Vrogathar andAruthazwent towar over the fertile
lands near theTwilightRifts and theFester. This
conflict lasted for nearly 50 turns until the two
nations signed a treaty that still exists today.

Turn198H.TheGreatDrought
Aprolongedperiodof hot, dryweather hit the
Gloaming, causing crop failures, famine, and
widespreadmigration.Many small settlements and
farmswere abandoned, and larger cities struggled to
feed their populations.
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Turn202H.TheBlackTowerof
Evernight
In the 202nd turn, the Sorcerer-Kingof Nazgar
built his black towerTryvvga at the frozennorth
pole of Helkara. From there, he ruledover the land
andbecameknownas themost powerful and feared
of all the Sorcerer-Kings.

Turn308H.Firestormof308
Amassive fire brokeout in theheart of the
Gloaming, likely causedby a combinationof dry
weather and a spark froma forge.The fire quickly
spread, destroying entire villages anddevastating vast
swaths of land.

Turn333–339H.TheRebellionof
theBloodCult
In the 333rd turn, theBloodCult of Azathoth rose

up against the other Sorcerer-Kings, claiming that
they alone knew the truth about the nature of the
universe. Their rebellionwasput down, but the
BloodPriestessNendukugawas not captured and
continued to leadher cult in secret, eventually
forming thenationof Uthul-Zagoth.

Turn345H.TheUthul-Zargothian
Revolt
In the early years of Uthul-Zargoth, the nation's
people rose up against theBloodCult in a violent
revolt. The rebellionwas eventually quashed, but it
left the nation forever changed andwith a deep-
seateddistrust of authority.

Turn402H.DestructionofAkkad
Theonce-great civilizationof Akkadwas
mysteriously destroyedby anunknown force, leaving
behindonly ruins and legendsof its former glory.
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Turn415H.TheOrderofthe
CrimsonBladeEmerges
In the 415th turn, a bandof nomads ledby the
loversMarduk andAstra formed theOrder of the
CrimsonBlade.They roamed the lands, offering
their services asmercenaries andprotectors to those
in need.Over time, they became apowerful force in
their own right, respectedbymany and fearedby
their enemies.

Turn539H.TheIvoryPlague
Amysterious illness called the IvoryPlague swept
across theGloaming, killing countless people and
livestock.Thedisease spreadquickly andwashighly
contagious, causingwidespreadpanic and leading to
border closures andquarantinemeasures.

Turn540H.NumeriaCollapses
Thepowerful kingdomof Numeria started to
experience economic turmoil, as their arrogance and
greed, coupledwith the IvoryPlague, caused them to
become toopowerful for their owngood.The
kingdomeventually collapsed from the inside out,
causingwidespreadpoverty andunrest. They are
absorbedbyVrogathar.

Turn550H.TheBrotherhoodof
theBlackenedChainEmerges
In the 550th turn, a shadowy figure knownonly as
Vaanqar formed theBrotherhoodof theBlackened
Chain.This organizationof assassins becameknown
for their deadly efficiency and soonbecame a
powerful force in the shadowsof Helkaranpolitics.
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Turn595–605H.DarvishCivil
War
Apower strugglewithin themystical nationof
Darvish lead to a civilwar between rival factions of
sorcerers and alchemists. Thenationwas eventually
torn apart by the conflict, leavingbehindonly
scattered communities of magic-users.Keth’keth
andNorgoth fought over the remains,whichwere
eventually absorbedbyKeth’keth.

Turn650H.TheQuakeof650
During the firstmovement of 650, amassive
earthquake struck theGloaming, causingwidespread
damage andpanic.Citieswere destroyed, and
countless liveswere lost in the aftermath.Thequake
also causedmassive cracks in the earth that remain to
this day, someof which still release dangerous gasses.

Turn650H.ZorathianUprising
During the seconddescent of 650, a groupof rogue
Zorathians,whowere descendants of the former
kingdom's powerful sorcerers, launched anuprising
in an attempt to reclaim their former power.
However, theywere put downquickly byDark
Council of Aruthaz’s inquisitors.

Turn666HTheExpansionof
Keth'keth
In the 666th turn, the necromancers of Keth'keth
began to expand their territories, completing their
absorptionof Darvish.Their use of undeathmade
themnearly invincible, and soon theybecame a
force tobe reckonedwith in theGloaming.

Turn680–690H.TheUnification
War
After years of small-scale conflicts and skirmishes

between thenations of Aruthaz andKeth'keth, the
twonations eventuallywent towar in a full-scale
conflict that lasted for several turns.Eventually,
Aruthaz emerged as the victor, unifying the two
nations intoone.This put considerable pressure on
Norgoth, trappedbetween the twonations.

Turn697H.TheKeth’kethian
Uprising
In the aftermathof theUnificationWar,
Keth'kethiannationalist groups ledby aKeth’kethian
warrior namedZalto rose up against theAruthazian-
dominated government.Keth’kethonce again

Zalto the Undying King, High Necromancer of

Keth’keth.
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became its ownnation andnamedZalto as the
High-Necromancer of Keth’keth.

Turn699H.TheLongNight
Anight that lastedmuch longer than any in recent
memoryhit theGloaming, causingwidespread crop
failure and famine.Manypeople perished from the
cold andhunger, and theharsh conditionsmade it
difficult for survivors to rebuild.

Turn700H.TheFallofZalto
In the 700th turn,Zalto, theHigh-Necromancer of
Keth'keth,was assassinated.The circumstances
surroundinghis death are still shrouded inmystery,
but it is said that a powerful sorceresswas involved.
Zalto’s necromancers used a dark ritual to revive the
fallen king, transforminghim into theUndyingKing
that he is today.

Turn770–780H.Vrogatharian
Expansion
Vrogathar, a nation known for itsmilitary prowess,
began aperiodof expansion, conquering several
neighboring territories and increasing its power and
influence in theGloaming.

Turn778H.TheVrogatharian-
Uthul-ZargothianWar
AsVrogathar continued its expansion, it came into
conflictwith thepowerful nationof Uthul-Zargoth.
The twonations engaged in a brutal battle that lasted
for severalmovements,with neither side gaining a
significant advantage.

Turn798–886H.TheSiegeof
Tryvvga
Acoalitionof nations ledbyVrogathar launched an
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attackon theblack tower of Tryvvga.The siege
lasted for 88 turns, but in the end, the Sorcerer-King
of Nazgarwas not defeated, and the attackerswere
forced to retreat.

Turn810H.TheGreatFlood
Amassive stormcausedwidespread flooding
throughout theGloaming, particularly inAruthaz,
easternVrogathar, and southernKeth’keth,
destroying settlements and farmland.Manypeople
lost their homes, and the aftermathof the flood led
to the spreadof disease and thedisplacement of
thousandsof people.

Turn825H.Kisurra,theFreeCity
Emerges
After centuries of struggle andhardships, a new
power rose from thedepths of theFester.Kisurra,
theFreeCity, a haven for all those seeking refuge
from the cruel andoppressive rule of the Sorcerer-
Kings, emerged as a beaconof hope in the gray
wastes.Under the leadership of its charismatic and
visionary leader,Nefertum,Kisurra became a

melting pot of cultureswhere allwerewelcome,
regardless of race or nationality.Over time, it grew
into a thriving city-state renowned for its thriving
trade and its culture of freedomand equality.

Turn836H.TheLongNoon
ASecondAscent that lasted longer andwasmuch
hotter than any in recentmemoryhit theGloaming.
Theheat causedwidespread crop failures, leading to
famine andunrest.Manypeople fled the southern
regions, seeking refuge in cooler climes.

Turn855–859H.TheRiseofthe
Goblinoids
Thegoblinoids of Helkara, long living in the
shadowsof the labyrinthine tunnels beneath the
earth, rose up in a violent uprising against the
abovegroundhumans. Ledby their charismatic and
cunning chieftain,Kurgoth theTerrible, the
goblinoids launched a series of surprise attacks on
human settlements and cities, causingwidespread
chaos anddestruction.Thehumannationswere
caught off guard and struggled to repel the
goblinoid horde.Despite the valiant efforts of the
humanwarriors, the goblinoids continued to gain
ground, and it seemed as though all of Helkara
would soon fall under their rule.However,
Vrogathar and theDarkCouncil of Aruthaz
temporarily turned away from their conflict at
Tryvvga to stampout the goblin resistance, killing
Kurgoth in theprocess.

Turn858H.TheNightmareBlight
Astrange, dark plant called theNightmareBlight
began to grow throughout theGloaming, causing
widespreadpanic. Theplantwas said tobe
poisonous, and anyonewho touched itwould fall
into a deep, nightmare-filled sleep fromwhich they
couldnever awaken. Four of the eight Sorcerer-
Kings of Helkara joined forces to destroy theblight.
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Turn875H.TheSecondGreat
Drought
Another severe drought swept across theGloaming,
causingwidespread food shortages and famine.The
disaster had far-reaching consequences as nations
struggled toprovide for their people andmaintain
stability.

Turn888H(Present).TheWarof
theShadowCouncil
In the final turns, the ShadowCouncil of Norgoth
found themselves at oddswith theother Sorcerer-
Kings. The conflict is brutal and still ongoing.The
ShadowCouncil’s position in the darkmountains of
theTwilightRifts is all that keeps themsafe from the
other factions, particularly the throngs of undead
sent fromneighboringKeth’keth.

Humanoids
Helkara is home to a diverse rangeof humanoids,
with an estimated 20millionhumans and three times
asmany goblinoids. The relationships between these
two species are complex andoften fraught,with
tensions runninghighbetween the twogroups.The
other intelligent species inHelkara, such as
glimmerings, limnoids, narghals, shriekers, and
zephyrans, also play a role in the social fabric of the
world.

HumansandGoblins
Humans and goblins are the twomajor humanoid
species onHelkara, eachwith their ownunique
characteristics andways of life.While humans live
on the surface, primarily around theGloaming,
goblins call the labyrinthine networkof tunnels left
behindbyThoseBefore their home.
Despite living in different environments, these

two species are often at oddswith eachother. This is

largely due to the influenceof the Sorcerer-Kings,
whohave spread themyth that goblins are soulless
creatures not part of theEternalCycle. In reality, the
Sorcerer-Kings fear the knowledge that goblins
possess aboutThoseBefore, as it couldmake them
lose their power if the informationwere to reach
their thralls.
Goblins, on theother hand, hold a grudge

against humans for being reckless andhaving access
tomagic and theEssence. Padrek theReliable, a
hobgoblin, assumed the role of leader among the
goblins afterThegnHolfjar of Aruthaz defeated
Padrek’s predecessor,Kurgoth theTerrible, in battle.
Since thewar of turn 855H, the goblins have

been relatively quiet, but there are rumors that they
may soon rise again, as goblinoids havebeen spotted
in the forests of Vrogathar and in theTwilightRifts.

OtherHumanoidSpecies
There aremany races beyondhumans and goblins
that call this realm their home.

Glimmerings are tiny insect-like beings that emit

Ceremonial goblin skull mask used in Uthul-

Zargothian Midnight Rituals.
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Padrek the Reliable, Hobgoblin Chieftain and leader of the Goblins of Grommash.
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light and live in large colonies. They are found
primarily in the caves and caverns of the underworld
and are known for their ability to create stunning
displays of light and color. The glimmerings are also
valuable allies, as their glowing light canprovide
illumination in the darkest of places.

Limnoids are amphibianhumanoids thatmake
their homes in the swamps andmarshes of Helkara.
They are an elusive people and are known for their
ability tomove through thewaterwith ease.Despite
their somewhat sluggish appearance, the limnoids
are formidable hunters, using their camouflage and
stealth to take down their prey.

Narghals are a burrowing race of pale, blind,
goblin-like creatureswith a highly developed sense
of smell. They are a reclusive people, preferring the
quiet and safety of the underground to the dangers
of the surface.Despite their small stature, the
narghals are known for their cunning and
resourcefulness,making them formidable foes in the
tunnels and caves that they call home.

Shriekers are creatures both alluring anddangerous.
These bird-like humanoids possess feathers of rust
red andbrilliant blue for themales andbrowns and
grays for the females.Despite this beauty, the
shriekers are feared and shunnedby allwho cross
their path, for they possess the ability to emit a loud,
ear-piercing screech that candisorient and
incapacitate even the strongest of warriors. They are
known to tradewith the scavengers and
Vrogatharianswho call the outskirts of Nothing's
Edge their home, andmost are able to speak
multiple languages

Zephyrans are a nomadic race of humanoids
adapted to life in desert regions. They are fleet of

foot and are known for their ability to run long
distanceswithout tiring.Despite their nomadic
lifestyle, the zephyrans are also known for their
hospitality and their loveof dance andmusic.

HumanSocialClasses
TheSorcerer-Kings reign supreme, towering above
all other social classes. Below them, thehumansof
Helkara canbedivided into five categories: outsider,
thrall, freeman, noble, andpriesthood.
Theoutsiders are thosewho live apart from the

controlled settlements of the Sorcerer-Kings. They
maybe scavengers, hermits, or thosewho simply
choose tobe independent. These folk often reject
attempts to join their numbers, clinging to their tribal
ways. Theonly exception to this rule are the people
of Kisurra,theFreeCity.However, reaching the city
is a challenge in itself.

A shrieker of southern Vrogathar.
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The thralls, however, have little freedom in the
domains of the Sorcerer-Kings. Though they are
not owned like slaves, they have few rights andmust
toil in the cities until they earn the status of freeman.
This theymaydo throughhardwork and
perseverance, but theywill always be lookeddown
uponby those above them.
The freemen,while havingmore rights than

thralls, still struggle in comparison tonobles and
priests. They ekeout a living as traders,merchants,
and skilled artisans, but their position remains
precarious.Only a lucky fewmay rise to the ranks of
thenoble, if they amass sufficientwealth and are
welcomed into their exclusive society.
Thenobles, thewealthiest humans inHelkara

aside from the Sorcerer-Kings andpriests, comprise
but amere onepercent of the population. In some
places, likeUthul-Zargoth, the line betweennoble
andpriest is blurred,with these two classes
becomingone and the same.Thenobles hold the
highest positions in the cities andoften lead the
armies of the Sorcerer-Kings.
And then there is the priesthood, possibly the

only class that rivals the Sorcerer-Kings themselves in
power and authority.All Sorcerer-Kings, regardless
of their beliefs, have a priesthood to serve them, and
theorders of the priests are considered to come
directly from the Sorcerer-Kings. This, combined
with thepriests' role in leading the inquisitors—the
specialistwarriorswhohunt downheretics and
traitors—has instilled fear into thehearts of most
Helkaranhumans.

HumanPolitics
In thisworld of magic andmystery, the Sorcerer-
Kings are not united, but are insteadboundby fear
anddistrust.Eachnationholds their own interests
close, and thepolitical landscapeof Helkara is ever-
changing,with alliances forming andbreaking as the
winds of war shift.
Norgoth, led by the ShadowCouncil of three

sorceresses, is constantly atwarwith its neighbors
Aruthaz andKeth’keth.The latter hasmademany
attempts to kill the sorceresses, yetNorgoth still
stands strong.
TheBloodCult of Azathoth uses assassins from
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theBrotherhoodof theBlackenedChain to attack
their rivals, though theyhave yet to go towar directly.
Theyhave attempted to sway thepowerfulOrder of
theCrimsonBlade to their side, but to no avail.
TheNecromancers of Keth’keth, under the

commandof Zalto theUndyingKing, keep their
distance from thepolitical arena, only joining the fray
whenvictory is certain.
Vrogathar, the largest andwealthiest nation, leads

the charge in testing the strengthof their
neighboringnations, although their lastmajor
conflict, the siege of Tryvvga,was cut short by
goblinoid attacks.
Aruthaz,Vrogathar,Keth’keth, andUthul-

Zargoth engage in open trade, yet there are
embargoes against the Sorcerer-Kingof Nazgar and
the ShadowCouncil of Norgoth.TheFreeCity of
Kisurra, defying thewill of the Sorcerer-Kings, is
forbidden to tradewith anyone, evenother outsiders.

HumanTraditionsandSocial
Norms
The landof Helkara is a realmof mystery and
magic, ruledby the tyrannical Sorcerer-Kings.
Despite their oppressive rule,mostHelkarans have
come to accept theirwayof life, swayedby the
propaganda that the alternative to living under the
control of the Sorcerer-Kings is a dangerous and
uncertain existence, one thatwould find them
rejectedbyother nations and tribes.
For theHelkarans, devotion to their rulers or

their gods is awayof life. InUthul-Zargoth, the
peopleworshipAzathoth as theone true deity,while
in other nations, devotion is given to the Sorcerer-
Kings themselves,who they view as representative
of theBleakGods in the SkyAbove the Sky.
Thepeople of Helkara are hardworking folk,

toiling away at their duties for twopassings (16
hours) before resting for the cycle’s final passing.
Holidays are fewand far between, usually only taken

on themost important days of the year, such as
Noon andMidnight. The rise of the Sorcerer-Kings
is also celebrated, though thedates vary fromnation
tonation.
The clothingof theHelkarans is a reflectionof

their nation and their lifestyle. Thepious people of
Uthul-Zargothwear gray andwhite robes, adorned
with veils to protect them from thebiting insects of
their swampyhomeland.TheAzurthuzians are
known for their loveof greens, teals, andblues, and
their hardywarriors and sailors decorate their
banners and shieldswith images of leviathans and
warships. TheKeth’kethianswear black anddark
gray,with blackpaint covering their faces and jewelry
made frombones adorning their bodies. The
Norgothians, beingmountain folk, are accustomed
to the cold, and they enjoywearing jewelry that
catches the light, anddecorating their cliffside homes
with similar trinkets.
TheVrogatharians are conquerors, incorporating

themotifs of manydifferent cultures into their own.
Thosewho live near theEvernight and the sea take
on thedress andmannerismsof theAruthazians,
while southernVrogatharians aremore similar to the
nomadic tribes that have fallen under their rule.

HumanNations
In the desolate landof Helkara, five nations vie for
power and control. Eachwith its ownunique culture
and traditions, the nations are as diverse as the
landscapes that shape them.

Aruthaz
Nestled along thebanks of theArkalaanGulf,
Aruthaz is a nationof seafarers ruledby the
enigmaticDarkCouncil of Aruthaz.These proud
warriors are known for their bravery andhunting
prowess. They are amysterious people,withmany
tales told of their adventures across thewaves and
their encounterswith creatures frombeyond the
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horizon.Their rule is absolute, and their fleet is
unmatched.
Notable settlements inAruthaz include:

Blackvale: A remote village located in themidst of
theTwilightRifts, Blackvale is home to a community
of miners andblacksmiths. The town is known for
its sturdybuildings and its unbreakable spirit, which
hasmade it a symbol of Aruthazi resilience.

Chillglen: A fortressed city built atop a rocky crag,
Chillglen is the heart of theAruthazi navy and is
home to the fiercestwarriors in all of Aruthaz.
Chillglen’swalls are thick and its gates strong,making
it a formidable stronghold against anywould-be
invaders.

Doghorn: A small fishing village locatedon the
craggy cliffs overlooking the sea,Doghorn is a haven
for those seeking solitude andpeace.The town is
known for its quiet beauty,with its crisp sea air and
breathtaking viewsof the gulf.

Vattendräkten, the crest of Aruthaz.

Hrognheim: A sprawling city located at themouth
of a great river,Hrognheim is the largest city in
Aruthaz and is home to theDarkCouncil of
Aruthaz.The city is full of life and energy,with
bustlingmarkets and grandhalls echoingwith the
soundsof revelry and song.

Jarnvang: A remote settlement locatedon a
windswept peninsula, Jarnvang is home to a small
community of farmers andherders.Despite its
isolation, Jarnvang is known for itswarmhospitality
and its hearty food,whichhasmade it a favorite
among travelers.

Oakenheim: A small settlement located in the
midst of theAruthazi forest,Oakenheim is home to
someof the finest hunters and trappers in all of
Aruthaz.The town is known for its towering
woodenbuildings and its abundantwildlife.

Sandwharf: Abustling port town, Sandwharf is the
center of Aruthazi trade and commerce.The town
is constantly busywith traders and sailors coming
and going, and its streets are always filledwith the
soundsof haggling andmerriment.

Skaalhof: A small hamlet located in the rolling hills
of Aruthaz, Skaalhof is known for its rolling
meadows and its abundant livestock.The town is
home to a tight-knit community of farmers and
herderswho takepride in their simplewayof life.

Valgrind: A remote village located along the rugged
coast,Valgrind is home to a close-knit community
of fishermen and sailors. The town is renowned for
its hearty cuisine and its strong-willed inhabitants,
who are as tough as the sea itself.

Windgulch: A small fishing village located at the
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Hrognheim, capital of Aruthaz, as it appears in Turn 888 H.
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mouthof a fjord,Windgulch is a peaceful haven in
themidst of the turbulent sea. The town is
renowned for its picturesquebeauty,with its narrow
streets and its traditionalwoodenhouses perched
atop the cliffs overlooking thewater.

Keth’keth
Thehilly nationof Keth’keth is ruledby the reviled
Necromancers of Keth’keth and their grim
monarch,Zalto theUndyingKing.Here, death
holds nopower, and theNecromancerswield their
dark artswith ease. Thehills are dottedwith tombs,
and the air is thickwith the smell of decay.Keth’keth
is home tomanypowerfulmagic-users,whohave
pledged their loyalty toZalto in exchange for the
promise of eternal life.
Notable locations inKeth’keth include:

TheBlackCrypt: Amassive underground tomb
that holds the remains of countless dead.The
Necromancers use thepower of the spirits trapped
within tobolster their own abilities and to raise
armies of the undead todo their bidding.

TheBlackMonastery: This imposing fortress is
home to themost powerful of theNecromancers
and is said tobe thebirthplace of the first undead
horde.TheBlackMonastery is a place of darkmagic
andunspeakable horrors, and thosewho enter are
oftennever seen again.

TheCairnof theDamned: Amassive pile of
stones andbones thatmarks the resting place of the
most powerfulNecromancerswhohave lived and
died inKeth'keth.TheCairn is said tobe guardedby
powerful spirits, and thosewhodare to disturb the
dead are doomed to join them.

TheDeadlands: A vast, desolatewasteland that
stretches beyond theborders of Keth'keth.The

Necromancers have claimed theDeadlands as their
own andhave raised leions of undead todefend
their territory.

TheHall of Night: A grand temple dedicated to
theworship of theNecromancers and the spirits of
the dead.TheHall is filledwith strange, arcane
symbols and is said tobe the site of manydark
rituals.

TheNecropolis ofZalto: This sprawling city is the
seat of power for theNecromancers of Keth'keth
and theUndyingKingZalto himself. Itswalls are
madeof bone, and its towers reach towards the sky
like skeletal fingers,making it a truly intimidating
sight. The city is home to a dark universitywhere
aspiring necromancers learn the arts of death and
undeath.

Ravenswood: A twisted, dark forestwhere the trees
are said towhisper secrets to those brave enough to
venturewithin.TheNecromancers often send their
apprentices toRavenswood tohone their abilities,
and the forest is home tomany sinister creatures that

Gaur Sinistro, the crest of Keth’keth.
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The Necropolis of Zalto, Keth’keth, as it appears in Turn 888 H.

are loyal to theNecromancers.

TheShadowedGlen: This narrowvalley is home
to a covenof witches and their thrallswhoworship
theBleakGods.Thewitches are known for their
powerful spells andpotent curses.Zalto andhis
most trusted advisors frequently consult thewitches.

TheVillageof theForgotten: This small hamlet is
home to a groupof outcasts andmisfitswhohave

fled thewrathof theNecromancers.Despite their
dark reputation, the villagers are surprisinglywarm
andhospitable to travelerswho seek refugewithin
theirwalls.

Norgoth
Tucked away in theTwilightRifts,Norgoth is ruled
by a trio of sorceresses namedElsbeth,Mardella,
andSirena, the infamous ShadowCouncil of
Norgoth.They are renowned for their skill in
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defensivemagic and their ability to repel any attacker.
Despite its small size,Norgoth is a formidable
nation, and its sorceresses are respected and feared
throughoutHelkara.
Notable locations inNorgoth include:

Ravenhold: A small town locatednear the heart of
Norgoth, it is known for its seers, diviners, and
soothsayers. People from far andwide come to
Ravenhold seeking knowledgeof the future and
answers to their deepest questions.

Shadowfort: Aheavily fortified town that serves as
themainmilitary strongholdof Norgoth. It is a
place of quiet determination,where thewarriors of
Norgoth stand guard against anypotential threats to
thenation.This is alsowhere the ShadowCouncil
of Norgoth resides.

TheShadowVale: Adesolate and seemingly
abandoned area that is rumored tobe cursedbydark
magic.While fewdare to venture there, thosewho
do speakof twisted trees and eldritch creatures
lurking in the shadows.

The Eye of Loikiel, crest of Norgoth.

Twilight'sThreshold: Abustling port town that
serves as themain entry point intoNorgoth.Despite
its ominousname, it is a hubof trade and
commerce,with ships coming and going fromall
corners of theGloaming to trade in the unique
goodsof the small nation.

WillowCreek: A sleepy, rural village located in the
lush and fertile hills of Norgoth.Despite its
seemingly peaceful exterior,WillowCreek is known
for its skilled archers andhunters,whooften roam
the surroundingwilderness in searchof game.

Uthul-Zargoth
Uthul-Zargoth is the swampyhomelandof the
BloodCult of Azathoth and itsBloodPriestess,
Nendukuga.These devout people believe that there
is only one true god,Azathoth, and theyworship
himwith fervor. The swamps are filledwith strange
anddangerous creatures, but theBloodCultists are
undaunted.They are a pious people, and their
devotion to their god is unmatchedby anyother
nation.

The Bloodied Wheel, crest of Uthul-Zargoth.
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The Blood Temple of Azathoth, Uthul-Zargoth, as it appears in Turn 888 H.
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Notable locations inUthul-Zargoth include:

Abzu’Zar: This small fishing village is locatedon the
coast of theBloodMarsh and is known for its catch
of exotic fish. The villagers believe that their fishing
grounds are blessedbyAzathoth, and theyoffer
regular sacrifices to their deity.Abzu’Zar is a peaceful
community, and the villagers are always happy to
tradewith travelerswho come to their shores.

Azathoth'sReach: This sprawling city is home to
themajority of theBloodCult's faithful, and is
renowned for its impressive architecture and intricate
mosaics that depict scenes fromAzathoth'smythos.

TheBloodMarshes: This vast, swampy region is
home tomanydangerous creatures, but also
provides fertile ground for the growthof crops and
herbs used in theBloodCult's rituals andmedicines.

TheBloodTemple: A towering ziggurat dedicated
toAzathoth, theBloodTemple is the heart of
religiousworship inUthul-Zargoth. It is also the seat
of theBloodPriestess andher court.

CleanWell: A small oasis surroundedby arid sands,
CleanWell is the site of manypilgrimage journeys
for the devout followers of Azathoth. It is said that
thewell never dries up, and is blessedby the deity
himself.

Dhureus’Rest: This isolated settlement is located in
theheart of the swamps, surroundedby towering
reeds anddense vegetation.The villagers are a
mysterious lot, and they keep to themselves.

Enki’Zar: This small tradingpost is located at the
crossroads of several trade routes that run through
the swamps.The villagers of Enki’Zar are known
for their cunning and theirwillingness to trade goods

with anyonewhopasses through their settlement.
Theyhave a reputation for being fair dealers, and
they are respectedby travelers and traders alike.

Nergal’Zar: This small fortification is locatedon the
border of the swamps, and it serves as a checkpoint
for travelerswhowish to enterUthul-Zargoth.The
villagers of Nergal’Zar are skilledwarriors, and they
are sworn toprotect their nation fromany threats
thatmay arise from thewilderness. They are also the
enforcers of the lawsof Azathoth, and they take
their duties seriously.

Ymhul’Zar: This small farming village is locatedon
theoutskirts of the swampsof Uthul-Zargoth. Its
people are devout followers of Azathoth, and their
worship is reflected in the simple yet intricate shrines
they havebuilt in the center of the village. The
villagers are known for their hospitality, and they
offer food and shelter to travelerswho seek refuge
from theharshwilderness.

Vrogathar
Finally, there isVrogathar, the largest of the nations,
ruledbyVrogathar of the IronKeep.This vast land
is known for its large army, access to natural
resources, and cultural diversity. From the icy peaks
of the north to the scorchingdeserts of the south,
Vrogathar is amelting pot of different cultures and
traditions. Its people are as varied as the landscapes
that shape them, and its ruler,Vrogathar, is respected
and fearedby allwho residewithin its borders.
Notable locations inVrogathar include:

AshenKeep: An imposing castle located in the
heart of Vrogathar's northern territories. It serves as
the homeof Vrogathar's ruling class and is
renowned for its opulence, luxury, andwealth.

Battlespire: A fortified town that serves as themain
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hub for theproductionof weapons and armor for
theVrogatharian army. It is guardedby awell-trained
force of warriors, and its steel forges glowbright
with theheat of industry.

Blade'sEnd: A remote settlement that is home to a
bandof hardyhunterswhobrave the dangerous
beasts of the surroundingwilderness. They are
renowned for their skill with thebowand their
courage in the face of danger.

Bloodbane: A remote and foreboding swamp
located in the southeastern reaches of Vrogathar. It
is home to a chapter of theBloodCult of Azathoth
whohave rejected theBloodPriestess.

Draconum: Amassive, sprawling city. It is known
for its vibrant culture, diverse communities, and rich
history.

Eldhaven: A small forest village that serves as a
watchtower for theVrogatharian army. Its residents
are proudwarriorswhokeep a constant vigil,
watching for any threats to thenation.

The Sand Scorpion, crest of Vrogathar.

Gornak'sHold: Amassive fortress that overlooks
thewestern reaches of Vrogathar,Gornak'sHold
serves as a symbol of themight of the IronKeep.
Itswalls are hewn fromsolid stone and guardedby
hundreds of warriors,making it impregnable to even
themost determined attackers.

TheIronKeep: Amassive fortress that serves as
the center of power for theVrogathariannation, the
IronKeep is home to the ruling lord,Vrogathar, and
his court of advisors. It is a symbol of the kingdom’s
might and the source of its power.

Mountain'sReach: A small town that is nestled in
themountains at the edgeof theVrogatharian
realm. Its residents areminers and craftsmenwho
extract the richminerals from themountains.

Redgranite: A grand city that is home to the
powerful fire cults of theVrogatharianpeople. Its
toweringpyramids and temples aremadeof red
stone and its streets are lit by the flickering light of
the flames.

TheRedWastes: Abarren, desolatewasteland that
surrounds the IronKeep, theRedWastes are home
to someof themost dangerous creatures in all of
Helkara.Only thebravestwarriors dare to venture
into its depths.

Stonefort: A large town that serves as a tradinghub
for theVrogatharianpeople. Its bustling
marketplaces are filledwith exotic goods from far-
off lands.

Stormhold: A grand city that is home to the
Vrogathariannavy. Its harbors are filledwith
powerfulwarships and its residents are proud sailors
whobrave the stormsof the seas.
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The Iron Keep of Vrogathar.

Thrakarn: Abustling town located at the heart of
Vrogathar's rich farmland. It is a thriving center of
agriculture and foodproduction, known for its fertile
soil and abundant crops.

Thunderfall: A small village that is home to a
powerful clanof Vrogatharianwarriors. They are
known for their fearless courage and their fierce
loyalty to the IronKeep.

Zul'Nazgar: Amysterious, ancient ruin that lies
deep in theheart of Vrogathar. It is rumored tobe
thebirthplace of theVrogatharianpeople (including
the eponymous Sorcerer-Kingof Nazgar), and is
said tobehome topowerful and ancientmagic.

IndependentCity-States
In addition to the fivemajor nations of Helkara,
there exist several independent city-states. Someof
these city-states are recognizedby the five nations

and left to their owndeviceswhile others are
expressly ignored.

Arastia: Abustling tradinghubownedby the
scavengers locatedon theborder of Nothing’sEdge
inVrogathar, known for its vibrantmarkets and
diverse cultures. TheOrder of theCrimsonBlade
frequently gathers their forces here.

Bel-Harim: A city of excess and indulgence,where
thewealthy andpowerful fromall over come to
enjoy the finest luxuries that theworld has tooffer. It
is located inMaelströmSolitude.

TheBlackMarket of Galen: A seedy,
undergroundbazaar that operates in secret beneath
the streets of a ruined city beyondNothing’sEdge,
where the criminal underworld converges to trade in
illegal goods and services. TheBrotherhoodof the
BlackenedChain frequently operates fromhere.
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TheCitadel of Elders: A fortified city that sits atop
a towering cliff in theCraggyHeights of Xulthar
betweenKeth’keth andUthul-Zargoth. It is home to
a council of wise andpowerfulmagic-userswho
offer their services to thehighest bidder.

Kisurra, theFreeCity: Located in theFester,
Kisurra is a bastionof endurance amidst the
everyday struggle of life. Cut off from the tradeof
the greater nations, her people have learned to
persevere despite the hardships that beset them;
despite their fraught position, they endure, for
Kisurra is a city of proud and stubborn soulswho
will not bebrokenby the trials of their isolation.

Tryvvga: A single towering fortress nestled in the

Kisurra, the Free City, as it appears in Turn 888 H.

frozenwastelandof theEvernight. Itswalls rise high
into the sky, offeringprotection from the relentless
cold that grips the region.Within itswalls, the
Sorcerer-Kingof Nazgar holds court over the
majority of theEvernight's goblin inhabitants. These
mischievous creatures roam thehalls and chambers
of the tower, attending to theirmaster's everywhim.
Despite the dangers of theEvernight and the
isolationof their home, the goblins of Tryvvga
remain fiercely loyal to their Sorcerer-King andwill
stop at nothing toprotect their home and their
master.

ImportantPeople
While over 20millionhumans andnearly three times
asmany goblinoids callHelkara home, the following
people are considered themost infamous.Know



HUMAN NATIONS 53

their names.

TheSorcerer-Kingof Nazgar is a fearsome figure
who reigns over the dark tower of Tryvvga in the
Evernight.He is known topossess immensemagical
power and is fearedbymany throughoutHelkara.
The Sorcerer-King is rumored tobe in leaguewith
the dark forces of theworld, and it is said that the
shadows themselves tremble at his command.

Zalto theUndyingKing is the ruler of Keth’keth,
a dark and foreboding city known for its
necromancers.Under his rule, theNecromancers of
Keth’kethhave gained immensepower, using the
undead to enforce theirwill anddo their bidding.
Some say thatZalto has not onlymastered the art of
resurrection, but has actually achieved immortality,
andnowwalks theworld as anundying king.

Nendukuga is the leader of theBloodCult of
Azathoth, a sect of fanaticalworshiperswho seek to
summon theBleakGodAzathoth from the Sky
Above the Sky.As theBloodPriestess,Nendukuga
presides over grisly rituals andhuman sacrifices, and
is said tohave thepower to call forthAzathoth’s
wrath upon thosewhodefy her.Her followers are
feared and reviled throughoutHelkara, andher
name iswhispered in hushed tones among thewise.

MardukandAstra are the leaders of theOrder of
theCrimsonBlade, a powerful organizationof
nomadicmercenarieswho linger nearNothing’s
Edge.The two are known for their fierce fighting
skills andunwavering devotion toone another. It is
said that their love is as unbreakable as their blades
and that together they are anunstoppable force on
thebattlefield.

ElderBrotherVaanqar is the leader of the
Brotherhoodof theBlackenedChain, a secretive

order of assassins and criminals found innearly
every corner of theGloaming.Notmuch is known
aboutVaanqar, althoughmanybelieve that he is no
longer human, transformedby the arcanemight he
wields. Regardless,Vaanqar is rumored tohave
connectionswith powerful figures throughout
Helkara, andmanybelieve that hehas his fingers in
manyof the dark dealings of theworld.

SpeakerKoll is amysterious figurewho is said to
represent the interests of theDarkCouncil of
Aruthaz.Many see himas the leader of Aruthaz and
suspect that theDarkCouncil isn’t even real.Despite
this,Koll iswidely respected and feared, andhis
word carriesweight among thosewhoknowof
him. Some say thatKoll has access to powerful
magic and that he is not to be trifledwith.

Elsbeth,Mardella, andSirena are the Shadow
Council of Norgoth, a trio of powerful sorcerers
who rule over the darkmountains of Norgoth.The

Elder Brother Vaanqar, leader of the Brotherhood of

the Blackend Chain.
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three are known for their cunning and theirmastery
of the arcane arts, and are feared throughout
Helkara.Despite their fearsome reputation, they are
also rumored tobewise and just rulers and tohave
thebest interests of Norgoth at heart.However,
thosewho cross themsoon find themselves locked
within the labyrinthof dungeons that riddle their
mountainous domain.

Vrogathar of the IronKeep, thewarlordof
Vrogathar, holds swayover the landwith an iron
grip.His rule is absolute, andhe is fearedby allwho
callVrogathar home.The verymentionof his name
is enough to strike terror into thehearts of his
enemies andkeephis subjects in line.

Nefertum, the governor of Kisurra, is a visionary
whohas crafted a city that values freedomabove all
else.His people are fiercely independent andhold
their leader in high regard for hiswisdomand
unwavering commitment to their liberties.Nefertum
is a charismatic leaderwho inspires his followers to

defend their citywith their lives.

Padrek theReliable, the chieftain of the goblinoid
hordes, is a formidable presence in the underground
world.Withhis horde at his back, Padrekwageswar
on allwhowould stand inhisway.He is cunning,
brutal, and fearedbyhis enemies, includinghumans,
who tremble at the soundof his name. Padrek is a
ruthless leaderwhowill dowhatever it takes to
secure his place in theworld andmaintain thepower
of his horde.

MagicandtheEssence
The landof Helkara is bathed in the glowof the
Essence,where the sorcerers hold court andmagic
reigns supreme.The soundof incantations echo
through the towering cities of stone, and the air is
heavywith the scent of arcanepower. From the
frozennorth to the scorching sands of the south,
the people of Helkara live in aweof themagic that
shapes theirworld, both revered and fearedby all
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whodwell there.

TheEssence
Theworkings of magic are shrouded inmystery,
knownonly to a select fewwhohavededicated their
lives to its study.Themasses believe thatmagic is a
force that pervades all of Helkara, an invisible
substance called theEssence that canbeharnessed
by thosewith the knowledge and skill to do so.
The sorcerers of Helkara practice their craft

through the use of scrolls, arcane texts that hold the
secrets of spellcasting.These scrolls range from
ancient tomes filledwithmystical symbols to simple
parchment rolls inscribedwithpowerful incantations.
For some spells, the sorcerersmust use specific

items to aid in their casting, knownasmaterial
components. These components are believed to
hold concentratedEssence and are carefully chosen
andutilized to increase thepotencyof the spell.

TheErraticArt
Butwith great power comes great risk. Thewise
ones say thatmagicwas irreparably damagedby

ThoseBefore, humankind’s progenitors. They
reached too far, delving into forbiddenknowledge,
andbrought about theCataclysm—the great chaos
that birthed theworld as it is today.
And so,magic remains unpredictable, a fickle

force that can turn against thewielder at any
moment. There is always a chance that a spellmay
go awry, resulting in a catastrophic arcanedisaster.
Injuries, disfigurement, anddeath are all too
commonconsequences of dabbling in the arcane
arts. Some even fear that a disaster large enough
couldmean the endof Helkara itself.
Thus,magic remains shrouded inmystery, a tool

of fear and a reminder of the dangers that lurk in
the shadowsof the arcane arts. The Sorcerer-Kings
mayhold thepower of magic, but atwhat cost?
Only timewill tell.

EssenceCorruption
ThedamagedEssenceoften results inEssence
Corruption, transforming creatures, objects, and
places. This corruption takes holdof theEssenceof
its victims,mutating and transforming them into
monstrous aberrations, undead fiends, andother
horrors beyond comprehension.
The eight holy creatures—bears, eagles, elk,

gaurs, geese, horses, lynxes, andhumans—are
immune to the touchof EssenceCorruption.These
creatures are considered sacred andholy, protected
from the corrupting influenceof theEssence.They
stand as a symbol of hope in aworld plaguedby
corruption, a reminder that not all is lost to the
darkness.

TypesofMagic
Magic is a force thatweaves itsway through the
fabric of existence, allowing thewielders of its
power to shape theworld to theirwill. There are
many types of magic, eachwith its own strengths
andweaknesses, and eachwith its ownpractitioners.
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Abjurationmagic is the art of protection and
defense, a power usedbywarriors to deflect
incoming attacks, andby sorcerers to keep their
enemies at bay.With thismagic, a caster can create
powerfulwards, banish creatures back to their own
realms, and even turnback the advanceof powerful
armies.

Alteration, sometimes referred to as transmuation,
is a power that allows itswielders to change the very
nature of things.With this power, sorcerers can
reshape stone, transmutemetal, and even alter the
bodies of living creatures. Someof themost
powerful alterationmagicians are able to alter reality
itself, creating illusions that seemall too real.

Divinationmagic extends the senses of the caster
beyond the limits of the physicalworld, allowing
them to glimpse intoother realms, and, occasionally,
even the future.Diviners are often sought after by
Sorcerer-Kings for their insights into theworkings
of fate anddestiny. But it is a deadly art, oneprone
to arcane catastrophesmore than anyother.

Elementalmagic, also knownas chaosmagic or
evocation, allows the caster to shape and alter the
very buildingblocks of the universe.With this
power, sorcerers can call forth lightning from the sky,
summonwinds from the void, and even shape fire
andwater to theirwill.

Enchantmentmagic is a power that bends the
mindsof theweak-willed, luring them into a false
sense of reality. Thismagic is often usedby the
Order of theCrimsonBlade,who arewell-known
for theirmindinfluencingmagic and siren songs.

Illusionmagic is a power that reshapes the fabric of
reality, allowing the caster to create convincing
phantasms and illusions. TheBrotherhoodof the

BlackenedChain is known for theirmastery of this
power, creating illusions that are so real they are
sometimesmistaken for reality itself.

Necromancy, the dark art, is a power used to
reanimate the corpses of the dead.Thebest-known
practitioners of thismagic are theKeth’kethians,
sorcerers obsessedwith themysteries of death and
resurrection.

Summoningmagic, sometimes called conjuration,
is a power that calls down the gods and their
servitors from the SkyBeyond the Sky.TheBlood

Desecretia, Seventh Guardian of Zol-Tant Pass.
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Cult of Azathoth is known for theirmastery of this
power, calling forth powerful creatures frombeyond
the veil to do their bidding.But nearly all Sorcerer-
Kings use thismagic to enhance their arcane abilities,
summoning forth their own loyal servants.

TypesofSorcerers
Not all spellcasters castmagic the sameway. Some
choose to draw their power from the gods,while
others plumb thedepths of theEssence to fuel their
spells. These twopaths of magic—derivative and
direct sorcery—differ greatly in the risks they pose
and the rewards they offer.

Derivative sorcery is the pathof thewarlock, the
spellcasterwhoborrowspower directly from the
gods.Thismagic is oftenmorepredictable than that
drawn from theEssence,with fewer arcanedisasters
to fear. But the price of this stability is steep, for the
warlock is beholden to their patrondeity, limiting
them inwhat they candowith theirmagic andhow
many times they canuse it.Nevertheless, this form
of magic iswidely usedby theBloodCult of
Azathoth and the Sorcerer-Kingof Nazgar, bothof
whomhavebuilt their power and influenceon the
backs of the gods.

Direct sorcery,on theother hand, is the pathof
thewizard, the spellcasterwhodares to pullmagic
directly from theEssence.This formof magic is
more unpredictable,with a greater risk of arcane
catastrophe.But it offers greater control over the
most powerful spells, and thewizard is free from the
restrictions imposedby their patrondeity. This form
of magic is favoredby the Sorcerer-Kings,whouse
it to expand their power and control over the realm
of Helkara.

OtherFormsofMagic
Magic takesmany forms and is not limited to the
practices of sorcerers.
There exist aberrant beings, knownas

Anomalies,who are bornwith inherentmagical
powers.Unlike sorcerers, they donot need to rely on
scrolls ormagical components towield theirmagic.
This often earns them the suspicion andhatredof
the Sorcerer-Kings,whoview these creatures as a
threat to their control over theEssence. Someof the
mostwell-knownAnomalies are the Shifters,who
possess the power to transform into various animals.
Somebelieve thatAnomalies exist because of
EssenceCorruption.However, the Sorcerer-Kings
refuse to admit this, believing it’ll unravel the
commoners’ faith in humansbeingholy creatures.
There also existmagical items, referred to as

Artifacts, that are suffusedwith theEssence and
possess powerfulmagical properties of their own.
TheSorcerer-Kings often seek these items to
enhance their ownpower, butArtifacts canbehighly
unpredictable, taintedbyEssenceCorruption, and
their powermaywanewith time, even causingharm
to their users.
There are also places of power knownas

Nexuses. These locations are suffusedwithmagic,
making them ideal spots for sorcerers to amplify
their ownpower.Themajority of the Sorcerer-
Kings build their strongholds on topof Nexuses, as
evidencedby the Sorcerer-Kingof Nazgar,who
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constructedhis toweringpalace, Tryvvga, over one
of themost powerfulNexuses inHelkara at the
northpole.

MagicandPolitics
Magic is not just a force tobe reckonedwith, it is a
means of domination and control. The Sorcerer-
Kings,with theirmastery of the arcane and the
backingof their trustedpriests, hold swayover the
masses,who tremble at the thought of crossing
them.Thesemighty rulers of menhave a
strangleholdon the art of magic, and the common
folk know that even to attempt towield theEssence
is to court death anddestruction.
TheSorcerer-Kingsmaintain their grip onpower

through fear and control and the strict enforcement
of laws that keepmagic in thehandsof the few.
Literacy, for example, is forbidden to anyonebelow
the rankof noble, lest they learn to read and thereby
unlock themagical potentialwithin them.The
Sorcerer-Kings know that knowledge is power, and
theywill not allow their subjects to gain an advantage
over them, even in the smallest of ways.
Thismonopoly onmagic ismaintainedby an

armyof specially trainedwarriors knownas
inquisitors. These brutal soldiers seekout anyone
whowoulddare to usemagicwithout the express
permissionof the Sorcerer-Kings, hunting down
heretics and rogue spellcasters and executing them
withoutmercy. Ironically, the inquisitors themselves
are oftenAnomalies, blessedwith powerful
abjurationpowers that protect them frommagical
attacks. In addition tohunting down thosewho
would seek to usemagic, the inquisitors also search
forArtifacts,Nexuses, and anything thatwould
reveal theworld prior to theCataclysm.The
Sorcerer-Kings fear the power of these relics,
knowing that they couldbeused against them, and
theywill stop at nothing to find themandbring
themunder their control.

GodsandReligion
Religion and theworship of gods is a central aspect
of daily life formanyHelkarans. Thepowerful
Sorcerer-Kings claim to represent thewill of the
enigmaticBleakGods, and their rule is sustainedby
fear and thepromise of protection from the chaotic
andvoracious deities.However, there are thosewho
dare to question the legitimacyof theBleakGods,
viewing themasmere creations of the Sorcerer-
Kingsmeant tomanipulate themasses.

TheEternalCycle
In the landof Helkara, the belief of TheEternal
Cycle holds great power over the lives of its
inhabitants. TheHelkarans believe thatwhen aholy
creature dies, their soul is reborn elsewhere in the
land, takingon anew form.This idea of eternal life
through rebirth brings both fear and comfort to the
people.Ononehand, they are fearless in the face of
death, knowing that theywill live on in another
form.On theother hand, they fear the idea of living
a life of torment, andwill do all they can to avoid the
wrathof the Sorcerer-Kingswhohold swayover the
land.There are eight identified holy creatures: bears,
eagles, elk, gaurs, geese, horses, lynxes, andhumans.
TheNecromancers of Keth'keth, however, are

reviled for their practices,whichoftendestroy the
souls of the creatures they experiment on, leaving
them trapped in their current form.To the
Helkarans, this is a fateworse thandeath, for it
means the endof their chance at eternal life. This is
why theNecromancers of Keth'keth are feared and
hated, for they threaten the very foundations of the
Helkaranbelief inTheEternalCycle.

TheBleakGods
TheGodsof Helkara are shrouded inmystery, fear,
and reverence.These beings are knownbymany
names, but aremost commonly referred to as the
BleakGods.They are believed to reside in a realm
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knownas the SkyAbove the Sky, a place beyond the
reachof mortalmen.Despite theirmysterious
nature, theBleakGodshold a great deal of power
over the people of Helkara, inspiring both fear and
reverence in equalmeasure.
TomostHelkarans, theBleakGods are beings

of absolute chaos and apathy.They are seen as
unpredictable, cruel beings that care nothing for the
fate of mortals.Despite this, the Sorcerer-Kings and
their trustedpriests believe that theBleakGods are
the ultimate source of power inHelkara, responsible
formaintaining theEssence that flows through all
things. The Sorcerer-Kings use powerful
summoning rituals to draw theBleakGods from
their realmand ask for their power and favor.

However, the results of these summoning rituals
are oftendisastrous. In some instances, a summoned
BleakGodhas destroyed entire townsor cities,
wreakinghavoc anddestructionupon the land.
Despite the dangers, theBleakGods continue to

be invokedby the Sorcerer-Kings and their
followers. Theybelieve that the power of theBleak
Gods isworth the risk, and that their influence is
necessary tomaintain order inHelkara. But to those
who fear theBleakGods, they remain a reminder of
the inherent danger of playingwith powers beyond
the understandingof mortals. In the end, only time
will tell whether theBleakGods are truly the source
of ultimate power, or a force thatwill bring about
the downfall of Helkara.
Although there is believed tobehundreds of

BleakGods, here are the sixmostwell-known:

Arcanus: Also knownas theUnblinkingEye.
Recognized as theGodof Secrets andShadows,
Arcanus is often summonedby the Sorcerer-Kings
for knowledge and guidance.However,Arcanus is
known to twist the truth andmanipulate thosewho
summon it.

Azathoth: Also knownas theBlindGodor the
WrithingChaos.Azathoth is amysterious and
inscrutable deitywho resides in theheart of the
universe.He is consideredoneof themost powerful
anddangerous of all theBleakGods, and is feared
andworshiped in equalmeasure. Thepeople of
Uthul-Zargoth and their blood cult believe that
Azathoth is the one true god, and all others are
merely his servitors.

Nefareo: Also knownas theBleakGodof Despair.
Nefareo is often summonedby the Sorcerer-Kings
to spread fear andhopelessness throughout their
lands. In art,Nefareo is depicted as a dark and
faceless figure,with a voice like a chorus of screams.

Nendukuga, the Blood Priestess of Azathoth.



GODS AND RELIGION 61

An avatar of Azathoth, as described by the only

survivor of the Uhrye Massacre of Turn 601 H.

Vapul: Also knownas theDemonicGodof Ice and
Darkness,.Vapul is said tohave a hand in the
creationof theEvernight. Thepeople of Helkara
fearVapul, as themyths say that the powers he grants
havebeenknown to freeze entire armies solid.

Xylara: Also knownas theBleakGodof Fire and
Destruction.TheSorcerer-Kings believe thatXylara
is the patronof chaosmagic.Xylara is usually
depicted as a giant, burning entitywith a voice like a
dragon's roar.

Zormoth: Also knownas the InsatiableOne.
Zorgoth is often summoned todestroy entire villages
or cities.He is the one responsible for destroying
Ugrye.Zormoth is depicted as amassive beastwith
multiple eyes and razor-sharp claws.

WorshipoftheSorcerer-Kings
To thepeople of Helkara, the Sorcerer-Kings are
more thanmere rulers. They are seen as
representatives of theBleakGods themselves,
taskedwithprotecting their subjects from thewrath
of the chaotic beings.
Worship of the Sorcerer-Kings is not a choice,

but a necessity. TheHelkarans believe that theBleak
Gods are insatiable beings,with a hunger for the
souls of all holy creatures. If the godswere to
destroy theEternalCycle and consume the souls of
their people, therewouldbenohope for the future.
The Sorcerer-Kings, however, stand as the final line
of defense against the chaos of the gods.They are
theonly ones capable of keeping thepeople safe.
TheHelkaranbelieve that the Sorcerer-Kings aren’t
summoning theBleakGods, but instead, fighting
their reentry into theworld—lies andpropoganda to
hide their dark ambitions.
As such, the Sorcerer-Kings areworshipedwith

fear and reverence.Their policies are put in place to
ensure theprotectionof their subjects.Whether it be
restrictions on travel,mandatory religious
ceremonies, or even sacrifices to the gods, the people
of Helkara believe that their rulers act only in their
best interests. In a landwhere death anddestruction
are never far away, the Sorcerer-Kings are seen as the
only source of stability and security.
It is a harshworld, but theworship of the

Sorcerer-Kings iswhat gives the people of Helkara a
measure of hope.They know that their rulers stand
between themand theBleakGods, and that theywill
stop at nothing to keep their subjects safe. Though
theprice of worshipmaybe steep, the people
believe that it is a small price to pay for their survival.
And so, the cults of the Sorcerer-Kings grow
strongerwith eachpassing day, as the people pray for
their continuedprotection against the chaos of the
BleakGods.
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AgnosticismandAtheism
There are thosewhodare to question thepower of
theBleakGods.Theybelieve that these so-called
gods are naught but alien creatures, suffusedwith the
Essence andwielded likeweaponsby the Sorcerer-
Kings. These non-believers are not just few in
number, but are found in someof themost notable
settlements inHelkara.
InKisurra, the free-city, the people have long

since givenupon theworship of theBleakGods.
Cut off from the rest of the nations, they have
learned to rely on their own strength and cunning to
survive. Thepeople of Kisurra are practical in nature
and see noneed to give theirworship tobeings that
mayormaynot exist.
The same canbe said of the scavengers of

Nothing'sEdge,who roam thewastelands seeking
scraps and treasure. These hardy souls have faced

countless dangers andhave come to the conclusion
that theBleakGods are nothingmore than legends
used to control themasses.
The goblinoids of Helkara see theworship of

theBleakGods as nothingmore than ameansof
oppression.As such,most goblinoids are agnostic,
relyingonly onwhat their senses tell them.They see
no reason to give theirworship tobeings that have
never helped them in their struggles.
However, suchbeliefs are not tolerated in the

eyes of the Sorcerer-Kings. Thosewhodare to
question their power are labeled as heretics andoften
become targets of the inquisitors. The Sorcerer-
Kings see themselves as the protectors of the
people, the guardians against theBleakGods'wrath.
And so, theywill stop at nothing tomaintain their
power, even if itmeans punishing and eliminating
thosewhowoulddare to question their authority.
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Helkara (hel•kar•a)
1. Indicates turns following the Cataclysm.
2. A common expression of grief and sorrow.
3. A post-apocalyptic period.
4. The known world.

Origin: Scrapgabble, from Old Hermian,
meaning “all is rot and woe.”
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