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Races of Valara 
 

The world of Valara is populated by a diverse collection of races and cultures. It has been 

documented that there are at least 16 known cultures, spread among five distinct racial 

categories. Scholars grouped these cultures according to common traits found among the 

races. Over the ages, each racial grouping and culture has been studied and information 

gathered and compiled so that future descendants will have a better understanding of how 

these cultures evolved.   
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Humans 
GUIDELINES FOR ROLEPLAYING A HUMAN 

  

Humans have survived through war, natural disaster 

and many other hardships, shaping them as a 

people. No matter where one calls home, one 

shares the same heart, resolve, and emotions as 

one’s ancestors. They have learned that adapting to 

one’s environment is the key to survival of self and 

family. The ability to adapt is one of their strengths, 

positioning them into a special niche left void by the 

Anturi Elves. 

Human adaptations have taken a variety of forms. 

They excel at using industry to create settlements, 

often in areas of the world thought to be harsh, 

unlivable environments. Humans’ innate curiosity 

and ability to analyze their surroundings in order to 

build upon and improve the existing land has made 

them one of the more dominant races on Valara. 

Humans categorize themselves into two castes: 

“highborn” or “lowborn,” depending upon the 

circumstances of their birth or heritage. Highborn 

consider themselves superior due to wealth, power, 

or connections within their communities. Lowborn 

are considered common laborers who provide the 

backbone support for highborn. While some see the 

Lowborn as inferior, the truth is that many highborn 

would not be in the positions they hold if it were not 

for the “commoners” operating the day-to-day operations.  

While they excel at adaptation in general, Humans are often considered conservative in their 

thoughts and attitudes, especially concerning one’s standing in society. Humans believe 

everything fits in its place: those of highborn society remain highborn, and those of lowborn 

normally stay in that position. Lowborn can reach the heights of the highborn through hard work 

or great deeds; highborn can choose (or be forced) to become lowborn through their own 

actions as well, usually as punishment for heinous acts. 

Humans tend to have strong beliefs or follow strict codes of conduct. The most common code is 

the Code of Chivalry, where men and women train to treat others with respect and honor. Both 

highborn and lowborn practice the code, but it is normally the highborn that focus and exemplify 

its tenets. Common practices in this code are helping those in need and defending those who 

cannot defend themselves. 
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GENERAL FACTS ABOUT HUMANS 

Lifespan 

The average Human lives sixty-five to seventy years. Humans are considered children until the 

age of fifteen. 

Locations on Valara 

Human settlements are established throughout Valara. The largest cities are Ironwall, 

Timberwall, and Austerport. 

The largest city, Ironwall, was once full of never-ending activity and rests on the coast of the 

Caras Ocean. In recent times, the city found itself at the center of a siege orchestrated by those 

called the “Outsiders.” Much of the city’s infrastructure and buildings were destroyed, sending 

the great city into chaos. The city is now in a constant state of political flux, and continues to 

rebuild its place in the world. Ironwall is surrounded by small settlements and towns, scattered 

throughout the mountains, forests, and fields in the local countryside. The city itself is named 

after its large walls, which are reinforced by iron. 

Nestled in a large pine forest, Timberwall is named for the mass production of timber. The city 

uses many large mills positioned on the Pinral River. Timber is pushed downstream, where it is 

collected for delivery throughout Valara. The city is a major supplier to their underground 

neighbors, the Dark Elves and Dark Dwarvenfolk. 

On the coast of the beautiful, mirror-like Crimson Sea, Austerport is a city that deals with exotic 

and sometimes illicit trades. The local government has established laws, which protect refugees 

from all walks of life, and racial diversity is openly welcomed and encouraged. 

Magic 

Humans are skilled magic users who rely on strong willpower and ambition to improve their 

magical prowess. In this regard, they may train and master any of the three magical schools. 

For many highborn, learning magic is an escape from forced marriage or entering the family 

business. For lowborn, magic can be a starting point on the path to greatness. There are 

several options available for those Humans who wish to pursue magic. Many choose to attend 

one of the several C.O.M.E.T. Schools. Others seek out training from masters within the Order 

of Markal. Those seeking to learn magic begin formal training around the age of thirteen. Those 

who apply for a position in the Order of Markal must pass a series of trials. 

Once a year during the spring equinox, a banquet is held in honor of the Order’s founder, 

Damian Markal. All eligible sages, regardless of caste, are invited to attend. During the 

banquets, all Humans are declared equals in order to participate in the trials of initiation. The 

first step to initiation is the path of Clairvoyance. During this trial, each candidate draws a stone 

from an unlit brazier. These stones radiate the inner power of the mind and magical capabilities 

of the one holding it. Only those who hold glowing stones remain while the rest are dismissed. 

The second trial is known as the Path of Temptation. This trial is conducted by putting the 

candidate to sleep while they are still holding the power stone. In this sleep, the young sage is 

confronted by visions and challenges meant to test their resolve. If the sage fails this trial, the 

power stone ceases to glow, and the sage is escorted out of the trial. 
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Those who pass both trials are considered initiates of the order. At this point, initiates are 

moved into the order’s barracks, where they begin their training and wait to be selected by a 

master. Most initiates gain a master after six months to a year of training. Once selected by a 

master, the initiate is considered an acolyte and spends the next two weeks with his or her 

master, getting acquainted. During this time, acolytes usually learn more about themselves and 

their own potential rather than the ways of their masters. Once the acolyte is ready to begin 

formal training, the master conducts a ceremony known as The Binding. Humans believe this 

ceremony connects master to acolyte through a magical bond, which helps in the educational 

process. The two train together for years, until the acolyte is finally ready to attain ascension. 

The time it takes to attain ascension varies from person to person, but training usually lasts at 

least several years. Once an acolyte attains ascension, they can then become a master and 

take on an acolyte of their own. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Humans take pride in their names. The most 

important part of a name is the surname, which 

denotes the family line and the status that 

comes with it. Highborns indulge in aristocratic-

sounding first names, especially if a family’s 

surname is considered to be distinguished. 

Others may have surnames combined from two 

houses, which signifies that the two families 

were joined. 

Lowborn surnames, if used, typically imply one’s 

profession. First names vary greatly. Some may 

choose to name their children after heroes and 

people of power, while others may name their 

children shortened or altered versions of 

highborn names. 

Garb 

Humans are very particular about their clothing. 

One’s current position or job commonly 

determines what is worn. Highborn tend to wear 

colorful and decorative clothing made with expensive fabrics, embellished with jewels or other 

adornments. Lowborn wear what is readily available, comfortable, and easy to work in; 

commonly linen, cotton, and wool. Lowborn fabrics should be sturdy and often non-dyed, 

lacking adornments and embellishments. 

Childhood 

The caste of a child plays a major role in the average Human child’s upbringing. 

A highborn child spends much of their childhood being educated by tutors. Highborn children 

are expected to learn about the different aspects of the highborn life. They are taught both 

practical skills such as reading, writing, and mathematics, as well as societal skills such as 
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dancing, music, and art. Highborn children may have some friendships with other highborn 

children, but will seldom have friendships among lowborn children. Lowborn children have a 

much different experience. Since formal education is often not available or considered too 

expensive, a lowborn child learns through life experiences instead. Lowborn children are taught 

rudimentary reading and writing skills, along with the skills needed for the trade or job they will 

learn. Lowborn children are able to experience the real world, create friendships and generally 

live a life more of their own design. 

Coming of Age 

Human children are considered adults at the age of fifteen. This age is when young adults begin 

to make their biggest choices in life. Up to this point, a child’s life has been filled with learning 

the skills they will need; now is the time they put those skills to the test. Human children who 

have reached adulthood have more expectations put upon them, as well as being expected to 

completely earn their own way in the world. Additionally, these Humans are now eligible for 

marriage. After the marriage, the bride is expected to reside with her husband’s family. 

There is no special ceremony or ritual when a Human child reaches adulthood, unlike other 

races. Humans tend to celebrate every year of birth with small household and familial parties, 

but the community as a whole does not recognize or celebrate this transition. 

Marriage & Relationships 

Most marriages are arranged by the parents of the two families, and the young couple seldom 

meet before the wedding. Arranged marriages often benefit the two families, and true romance 

between the two is a rarity. Most couples learn to compromise and accept each other over time. 

Divorce is uncommon, but not unheard of. If a couple decides to divorce, they must do so within 

one year after the marriage. Half of the dowry is returned to the bride’s family. A highborn 

marriage requires the wealthiest family to pay a dowry to the other. In lowborn marriages, a 

dowry is paid to the groom’s family to reduce the impact of an extra mouth to feed. 

The main difference between highborn and lowborn weddings is the amount of celebration and 

expense put into the event. Highborn weddings are opulent affairs intended to draw a crowd and 

show off a highborn family’s wealth. Lowborn weddings are simpler, while retaining (and 

sometimes surpassing) the air of romance and homeliness. 

One tradition shared by both highborn and lowborn involves the exchange of the ashes of an 

oak tree, symbolizing endurance. This tree is felled on the day of the wedding, and the feast is 

cooked using its timber. During the ceremony, the bride and groom mix a pinch of ash into a 

single cup of wine from which they drink. The ash signifies that love between a man and a 

woman will endure. 

Childbirth 

Childbirth has many connotations within Human culture, such as being “blessed with a child,” or 

the pride of passing on the family name to another generation.  

Paternal lineage is important in Human culture. Those children who are not openly claimed by 

father, due to possible adultery or familial embarrassment, live rougher lives than the norm. The 

child rarely carries the surname of the unknown (or hidden) father. Those of highborn fathers 

are normally well taken care of, but pose a threat to the family if they ever learn the truth and 
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decide to use it as blackmail or public embarrassment. The lowborn normally end up in 

orphanages, or neglected. This is a part of Human culture that most do not show pride for. 

Death 

When a family member or friend passes on, a funeral is held. These are solemn events of 

remembrance of the deceased. 

Highborn funerals, like weddings, are extravagant and expensive affairs. Families with large 

estates or homes have family tombs, which serve not only as a safe resting place for loved 

ones, but also as a place for the living to visit in peace. Lowborn families most often bury their 

dead in the ground in a sacred graveyard, marking the spot with a gravestone or marker. 

However, to both Human and other races, the presence of so many buried bodies can make a 

graveyard a frightening and macabre place, despite its sacred importance. 

 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Humans excel in the business of trade. Many of the wealthiest merchants on Valara are 

Humans. The sheer variety of trade and craft skills practiced among Humans can be 

incomprehensible to other races. Many of these skills are passed down through family lines or 

through an apprentice system, although it is not uncommon for Humans to follow different crafts 

either through choice or through hardship. To aid Humans in learning new trades, or to ensure 

some methods are not lost to time, schools exist to provide training, especially for those who are 

unable to find mentors to learn from. Other races have been known to seek out training from 

these schools. 

Many Humans specialize in one or two crafts, becoming masters of those skills. Others may 

choose to focus on multiple areas, preferring to dabble in a wide variety of things, rather than to 

only be known for one thing. 

In the largest of human cities, Guilds are commonplace. These Guilds shift the market in their 

favor, drawing local merchants into an economic battle of wits and chance. The Guild systems 

are meticulous. When coin is at stake, the Guilds ensure they keep perfect records. This 

practice has helped build a very extensive marketing system, rivaling the Goblinfolk’s Blue 

Crystal Bank. Additionally, merchants love to show off, bragging about having the best deals or 

highest quality products. However, never underestimate a Human merchant. Many are shrewd 

businessmen who will stop at nothing to make a deal. 

Religion 

Humans are very diverse in the deities they worship. There is a saying among Humans: “There 

is no one true path.” Each major city has temples devoted to each Paragon. Additionally, there 

may also be small temples to lesser-known theologies and deities. Most Human homes have a 

small part dedicated to a specific deity the family reveres. 
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Military 

Human militaries are highly 

organized. Official military forces 

live in, and around, major cities. 

In smaller settlements, Humans 

frequently train small groups of 

militia, formed from able-bodied 

men and women to help defend 

the community. 

Human militaries are usually 

divided into several regiments: 

Cavalry, Infantry, Support, and 

Engineering. These groups train 

to perfect their areas of 

operation. These are usually 

subdivided even further to detail 

the exact specialty of the soldier. 

For instance, some military regiments will include detachments of Pikemen or Archers. Highborn 

who join the military are typically placed in the Calvary unit, or are trained as officers. Lowborn 

are more often found in the Infantry and Support units, but may be trained as officers either 

through sponsorship into “The Brotherhood,” or through bravery on the battlefield. 

“The Brotherhood” is a military order commanded by the Governor’s General, which allows all 

soldiers to apply for training as officers. Soldiers must apply to the order through sponsorship 

from an existing member, usually by familial ties or from distinguished battlefield bravery. Those 

who belong to The Brotherhood are bestowed access to resources no common soldier is 

afforded. Lowborn often seek this advancement as a way to raise themselves out of their 

current position in life. This is not an easy task, because if a lowborn family does not have the 

right connections, the soldier must attempt to become part of The Brotherhood through 

dangerous and often reckless deeds in combat. It is known that in most battles, some of those 

that are mortally wounded were attempting great feats of bravery, which were ill-advised. 

Laws & Ethics 

In most major cities and surrounding areas,  

Humans use a doctrine of laws set forth by a Governor. In smaller communities, a Mayor 

dictates law relevant for the area. In general, Human laws are similar in nature, regardless of 

the community’s size. 

Criminals and deviants are punished in severe manners in order to serve as examples for the 

rest of the community. Lesser crimes are punished through stockades, chains, or prison 

sentences. Greater crimes are punished by death. 

Politics 

Human cities are usually ruled by a Governor who is in charge of setting the laws. Magistrates 

help to enforce the laws and pass judgments in Court. Smaller towns or villages are overseen 

by a Mayor with help from a group of Councilors. The Mayor defers to the Governor or the 
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Governor’s General in times of conflict. The Governor’s General assumes command during 

wartime. Notable Celebrations 

For one week out of a year, Human settlements will host an “Exhibition Gala” to show off their 

arts, crafts, local traditions, and feats of physical prowess. This day is not universal for all 

Human culture, and is usually around a day that is significant to the local Human culture. 

Oftentimes, several villages or towns will come together to produce one large Gala, rather than 

hosting individual ones. This Gala normally lasts one week, but it is possible for it to last longer 

or shorter, depending on local populations, and number of attendees/performances. 

During the Gala, when Humans invite all races to attend, locals put on shows of talent and 

dedication. This can include performances of fire spinning, juggling, dancing, music, and more. 

Other Humans use this as a time to show off wondrous paintings, sculptures, and other works of 

art. At many Galas, the local community hosts games of sport, and challenges of strength and 

endurance. This can include foot races, weightlifting, and tests of agility. 

Humans celebrate the Exhibition Galas as a show of Human ingenuity, and their ability to adapt, 

thrive, and conquer any goal they set for themselves as a people. Many Humans of lowborn 

culture use these Galas to gain popularity, and a semblance of fame within the community. 
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Wanderers 
GUIDELINES FOR ROLEPLAYING A WANDERER 

  

Wanderers are distinguished from 

Mankind by their unusual accents and 

cultural beliefs. These nomads are 

more comfortable traveling the world 

in Clan wagons rather than settling in 

one place for long. It is rare to see a 

Wanderer alone, as they are deeply 

loyal to their families. All Wanderers 

must wear their primary (birth) Clan 

symbol openly. The Clan symbol may 

be worn as a patch or other 

embellishment on the clothing, a 

distinctive piece of jewelry, or any 

other clearly visible decoration. 

Symbols of Clan affiliation gained by 

marriage may be added at the players’ 

discretion, and are encouraged, but 

not required. 

Wanderers have been known to exile deviants from a family Clan for any crime that is seen as a 

betrayal of trust (theft, slander) or direct harm against another Wanderer (assault, murder). 

Those who have been exiled will be forced to take an inked black line or burn across family 

crests to show they are “dead” to those family Clans. 

Clan leaders are chosen by direct popular vote at the Clan’s annual Tevas Festival. After 

drinking ridiculous amounts of ale, each contender for Vanem Tevas stands before the gathered 

Clan and makes the case for why he or she should be elected. An empty hooch barrel with the 

contender’s name and mark is placed side-by-side with all the others. Each adult Clan member 

is then given a clay token to place in the barrel of their choice. After the winner is determined, 

the revelries continue for several days, during which coin and other small personal items are 

exchanged as prizes for wagers on various contests of skill. The greatest warriors from the Clan 

are put to the test by running a gauntlet of magic spells and weapon strikes. Those who are left 

standing test their mettle in a no-rules, free-for-all wrestling match — to the victor go the spoils! 

Wanderers believe in living life to the absolute fullest, and while this may appear to the casual 

observer as nothing more than partying every day (and night), it also speaks to the fierce 

devotion with which Wanderers lead their lives. They love passionately and will always have a 

smile and a song for a friend. Conversely, their hatred, once earned, is likely earned for life. 

Woe to the adventurer who scorns a Wanderer’s family, for their thirst for revenge can be as 

strong as their thirst for drink. 
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A passionate people, Wanderers consider themselves to be the life-blood of Valara, their boots 

pounding a pulse on her roads and waterways. Their name for themselves in their own 

language is kotiväki [ko’tI va”kI], which they generally shorten to simply “Väki.” They spend their 

entire lives on the move, and they would consider it unnatural to call any one place “home.” This 

doesn’t mean they don’t love a familiar sight, though. Following trade routes and paying visits to 

friends — they make a lot of those, quickly and easily — will often lead them to many of the 

same places, even if it takes them months to return. Some might argue that the only reason 

Wanderers leave is because they love to hear the cheers when they return, but they truly enjoy 

waking in a new place to new adventures and new opportunities. 

If there is a party, you are almost always going to find a Wanderer at the center of it — and if 

they’re not, it’s because they’re rolling a barrel of ale toward it! It’s rare to find a Wanderer who 

understands reserve, let alone has any appreciation for it. For the Väki, “all things in 

moderation” is hardly living. They believe that life is too short not to do what you want to do 

when you want to do it. And you probably ought to do that thing a few times, just for good 

measure. 

Wanderers are very social creatures, such that even the shyest among them will revel in 

conversation (even if they are just a rapt listener). And if there’s one thing a Wanderer enjoys 

more than a good drink, it’s a bawdy joke or a rousing song. While they do speak Common, a 

Wanderer’s accent distinguishes them from other humans of Valara. If their pronunciation of 

certain words sounds incorrect, they are likely to assume the problem is with the listener’s ears, 

and not the Wanderer’s tongue! 

For all their carefree attitudes, Wanderers take matters of family very seriously. It is not 

uncommon to hear stories of Wanderers sacrificing their lives for other Wanderers, often the 

young, sick, and elderly (who are prized for their ingenuity, their capacity for teaching empathy, 

and their wisdom, respectively). When a Clan member is wronged, their pursuit of justice is 

quick and ruthless, and may often seem to the outside observer to be more like revenge. If you 

don’t hear a group of Wanderer wagons before you see them, it’s best to steer clear. 

GENERAL FACTS ABOUT WANDERERS 

Lifespan 

Because of the often lean nature of their lives on the road, the Väki have a more abbreviated 

lifespan compared to many other races of Valara. Most Wanderers live into their sixties, with 

fewer and fewer living into each successive decade.  

Locations on Valara 

Wanderer Clans do not have one specific location on Valara. They prefer not to tie themselves 

to a set city or village in any way, although some Clans may stick with a general regional area in 

the course of their roaming. 

Magic 

The Väki hold no particular preference or affinity to any single school of magic; instead, 

individual gifts dictate which path a Wanderer Sage will travel. Likewise, intent is more important 

in questions of morality and ethics than the inherent “good” or “evil” nature of a given spell. 
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LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Wanderer names are very similar to Human names. Most Wanderers use their Clan name as 

their surname. When marrying into another Clan, the new Clan name may be added to the 

Wanderer’s name. 

Garb 

Wanderers of each Clan often dress 

alike, their clothing taking on the styles 

and peculiarities of the places they have 

most often traveled. Many Wanderer 

Clans often favor certain colors as well, 

depending on the dyes available in the 

region of their origins. They prefer bold 

colors, as there’s hardly any point in 

getting dressed in the morning if you’re 

not going to draw attention to yourself. 

Each Wanderer is required to display 

their family crest or Clan symbol openly. 

The Clan symbol can be virtually 

anything, such as a specific piece of 

jewelry worn by all Clan members, a 

patch or sash, or even a tattooed mark 

on the skin. Most often, however, the 

Väki will use their clothing as a means to 

display their family crest, particularly 

when climate or occupation necessitates 

covering an actual tattoo with extra layers 

or armor. 

Childhood 

Children are cared for universally by the Clan and anyone with a free hand or time can often be 

found playing games, telling stories or singing songs to entertain children. Mothers keep their 

smallest children with them, wrapped in fabric slings across their backs. Older children begin 

helping around Wanderer camps with age-appropriate chores, such as gathering firewood and 

kindling and fetching water for livestock and animals. 

While Wanderer children have nothing resembling a formal education, their minds are made 

sharp by sharing experiences and knowledge within their Clans. Each day provides some 

opportunity for learning in the Wanderer caravan, and there are always some among them who 

make it their priority to show, talk with, and shape the gaggle of mad children running about. 

Coming of Age 

Wanderers generally come of age some time before their twentieth birthday, usually between 

the ages of sixteen and eighteen. Though Wanderers as young as ten years of age will have 

certain responsibilities in the caravan, a Wanderer who has shown himself or herself worthy of 
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greater responsibilities will be granted them. They will also be able to marry, purchase, or build 

wagons of their own, and vie for the opportunity to become Vanem Tevas of their Clan. How the 

Väki youth proves himself or herself varies from Clan to Clan, with some perfecting their first 

brew, others showing profound bravery or generosity, and still others bringing something of 

great value to share with their Clan. 

Marriage & Relationships 

Marriage customs vary from Clan to Clan, with some ceremonies as simple as hand-fasting or 

broom-jumping and others where a gauntlet is run by the hopeful spouse. In these ceremonies, 

the Clan and any friends they welcome attempt to keep the bride or groom from reaching their 

intended, whether through physical or magical attacks, or good old-fashioned verbal abuse. 

Each time they are brought down, they return to the gauntlet’s start and have a drink. If the 

gauntlet proves too much for the spouse-to-be, members of their Clan may “help” thin the ranks 

of the attackers. 

For Wanderers, family comes first, but because of their laid-back, life-is-good-attitude, they will 

generally get along with most other races as a whole. It is rare for them to hold longterm 

grudges against an entire race based on the actions of individuals. They will, however, band 

together as a group against any individuals who cross one of their own. 

Wanderers will refer to all other races as muukalainen [mu’ kǝ laI” nɛn] or muuka for short, 

which means “stranger” in their language. They do so mostly affectionately, and to poke fun at 

the odd ways of their Valaran neighbors. 

Anyone traveling with a Clan for any period of time is almost certainly going to become the 

object of some Wanderer’s amorous attentions. 

Out-of-Game Note: This does NOT give a player permission to make anyone at game feel 

uncomfortable. In-Game discomfort is fine, but Out-of-Game discomfort may get a player 

removed from the game. 

Childbirth 

Wanderers value their children. Childbirth is a time of celebration and welcome for the new life 

that is joining the Clan. Women gather to sing and comfort the laboring mother, while men 

gather to drink and distract the worried father. 

Death 

Death, like many other life events among the Clans, is a time of celebration. While Wanderers 

are saddened by the loss of life, they recognize that it is a time to celebrate the memories of the 

one who has passed on. During the gathering, a large, empty mug is left at the head of a table, 

and any who wish to may offer a toast to the departed Clan member and pour a small amount of 

libation into the glass. The mug is emptied over the grave of the departed, or shared among the 

departed’s immediate family if the grave’s location isn’t known. 
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SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

The nomadic nature of Wanderers demands a wide variety of practical skills to survive in the 

wilds of Valara. Even the smallest band of Väki must be able to hunt, forage, cook, sew, mend 

clothing, repair the wagons, tend any herd animals they may have, brew hooch, and create or 

otherwise procure tools and supplies without the infrastructure of a well-appointed city. While no 

one person is expected to shoulder the entire burden, everyone in a Clan is expected to 

contribute such skills as they are able. Brewing, not surprisingly, is a highly valued skill among 

the Väki, as are the bardic arts. Any instrument that is easily carried will be a prized possession 

for the Wanderer who owns it. 

Religion 

The organization of religious orders has little appeal for the broad-minded Wanderer. While they 

believe in the raw power of the Paragons, they aren’t likely to openly worship them. 

Military 

As there is no central leadership among the  

Väki, neither is there anything like a standing 

military. Each caravan will have a dedicated 

guard, and those Wanderers who show a 

capacity for fighting will be rotated in and out 

on a seasonal basis.  

Clans have been known to band together 

when threatened by larger forces, and to 

assist their muuka allies when asked. 

Laws & Ethics 

Wanderers are deeply loyal to their family 

Clan, and will consider Wanderers of other 

Clans to be something like extended family. It 

is extremely rare for Wanderers to do ill to 

one another. A crime which may seem small 

in a city or town, such as petty theft, could 

result in a Wanderer being branded as an 

outcast. If a Wanderer wants for something, 

they have only to ask one of their many 

brothers and sisters, and they will have it. 

Any crime perceived as a betrayal of trust 

(theft or slander for example) or directly 

harms another Wanderer (assault or murder) 

may result in the offender being branded as 

an outcast. 

Neither the tribunal nor the branding ceremony is ever to be witnessed by outsiders. When a 

Wanderer is accused of doing harm against another Wanderer, the Vanem Tevas of the 
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accused’s Clan will bring together a tribunal of three Clan members to hear the accused’s story 

and review the evidence presented by their accusers. No leniency will be given for an admission 

of guilt. Though the Vanem Tevas will listen to the council of the tribunal, he or she is ultimately 

responsible for the verdict and for the branding.  

During the branding ceremony, the outcast is lead to stand before his or her Clan and receive 

the brand across the backs of both hands; a circle, representing family, with a line crossing 

through it to represent the breaking of familial bonds. The ceremony always takes place during 

the day, symbolic of their crimes being brought into the light.  

In addition to the branding on the back of the hand, outcasts will have their Clan symbols 

stripped from them. Many Wanderers choose not to watch the actual branding, turning their 

backs upon the outcast. For his or her Clan, it will be as if the outcast never existed. They will 

not acknowledge him ever again, nor speak to him, nor offer aid in battle (even if it appears that 

the outcast will die without such aid). 

While most outcasts are shunned for life, there is the rare story of the outcast who is welcomed 

back into the fold, through great personal sacrifice and long years spent regaining the trust of 

their Clan. When meeting others for the first time, especially fellow Wanderers, it is customary to 

remove one’s gloves if any are worn. While those who seem reluctant to do so are not 

immediately considered an outcast, it will raise some suspicion, especially to Wanderers who 

have witnessed a branding ceremony in person.  

Politics 

When they are welcomed and treated with respect, Wanderers will in turn respect other cultures 

and their customs, even if they find them silly. For example, they’re not likely to see the sense in 

paying tribute to a noble that they’ve never encountered before just because they’re told to do 

so. Wanderers value deeds over titles. It is very unlikely for a Wanderer to settle in any one 

place and take a noble title, and muuka sovereignty means very little. The Väki will abide the 

laws of the places that they travel through, but they do not consider themselves beholden to the 

local nobility. After all, Wanderers will do their best to solve their own problems and on their own 

terms. 

The Vanem Tevas of each Clan is held in high regard, but they are no distant Lords demanding 

tribute (though they have been known to reserve a little of their favorite vintage for themselves). 

They travel with their Clans, speak for them in matters of diplomacy, and are responsible either 

for welcoming new members into their Clans or appointing someone within the Clan to do so. 

They also pass final judgment on a Clan member as an outcast. When a Vanem Tevas dies 

(whether currently holding the title or having formerly held it), the Clan will build a great fire and 

circle the wagons around it, proceeding to sing, drink, and celebrate the life of their lost leader. 

The popularity of a Vanem Tevas is said to be known by how far away one could hear the 

sounds of the party. 

There is no central leadership among the Väki, and, as a whole, it is very rare that there will be 

any true disagreement among Clans. In the case an issue must be resolved between Clans, a 

council will be gathered of the Vanem Tevas of each Clan involved, their allies, and any 

prominent elders within each Clan. 
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Notable Celebrations 

In addition to the Tevas Festival, Wanderers also celebrate the Feast of Family Light, typically 

held midway between the winter solstice and the spring equinox. The day starts with stories of 

the origins of the Clan, and milestone moments within the Clan’s history. Stories of the past 

year, both joyous and sorrowful, are shared by firelight at the end of the day. Ashes from that 

fire may be taken the next morning and carried for good luck. Marriages are often planned on 

this day, and children born during the Feast of Family Light are considered to have bright 

futures ahead of them.  
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Barbarians 
GUIDELINES FOR ROLEPLAYING A BARBARIAN 

 

Barbarians are a strong, war-

hardened, and simple people 

who follow a stringent tribal 

code based around the good 

of the Clan, or Opwar. This 

code often leads to inter-Clan 

and interracial conflicts and 

skirmishes. Barbarians are 

often seen by other races as 

less civilized because of their 

war-like nature and primitive 

style of dress and speech. 

The complex social and 

governmental conventions of 

other races confuse them, 

though this is not a mark of 

their intelligence, but rather their direct and forthright natures. Though they are less 

stereotypically refined and cultured than many of the other races of Valara, their own culture 

and traditions are deeply rich and varied. 

Populous throughout Valara, Barbarians have learned to adapt and survive without the aid of 

industry. They live in primitive Clans and rarely move far from their homelands. Their hearty 

constitution allows them to survive any climate without complaint, from the frigid north to the 

scorching desert. Due to the scarcity of food and water in such environments, war often erupts 

between Clans wishing to expand their territory and prove their strength.  

Barbarians lack a civilized air and are recognized by the primitive, simple, and coarse clothing 

they wear as well as their Clan tattoos. Many Clans use specific tattoos, which symbolize the 

Clan member’s role as well as accomplishments and honors. Clan tattoos are a source of pride 

and are often seen on a Barbarian’s face or arms. For some Clans, tattoos are a form of 

expression, to be expanded as accomplishments are reached or surpassed.  

Barbarians across Valara speak a common native language known as Droo, but have widely 

dissimilar dialects depending on the region in which they live. Unless they are a Chieftain or are 

in charge of trade negotiations with outsiders, Barbarians speak a broken, stilted form of 

Common and rarely have any desire to polish their use of the Common language. Speakers of 

Droo have difficulty with subject and verb agreement in Common and always use the word “be” 

rather than the proper forms of “to be” such as “is,” “are,” “were,” and “am.”  
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Droo is sacred to Barbarians and is never taught to outsiders. Barbarians do not speak Droo in 

front of outsiders unless those outsiders have earned the trust of the whole Clan and have been 

awarded the status of Clan Friend.  

A Barbarian Clan is usually named after a highly respected animal. This animal can only be 

hunted on a young Barbarian’s spirit quest. When they come of age, every Barbarian is marked 

by tattooing an aspect of the Clan’s animal or symbol visible for everyone to see. Though they 

are mostly hunters and gatherers, many Clans are known to keep domesticated animals well 

suited to their homelands. These domesticated animals provide an integral source of food in 

addition to the skins and furs, which are used for clothing and shelter. Barbarians are led by four 

Chieftains, or Grups, who weigh decisions that affect the entire Clan.  

Highly superstitious, Barbarians believe in divination and a predestined future and use runes or 

bone-reading to shape their paths. These methods are particularly useful when a Barbarian is 

faced with a decision and is unsure what choice to make. They also view the color white as a 

symbol of death, and consider white a bad omen since ghosts and other spirits typically appear 

either as a white mist or dressed in white.  

GENERAL FACTS ABOUT BARBARIANS 

Lifespan 

Barbarians, on average, live between fifty and sixty years. Barbarians rarely die from old age or 

natural causes, but rather succumb to the harsh environments they live in or die in battle. 

Barbarians who live in the village and do not travel may live longer, and may reach their seventh 

or eighth decade. 

Locations on Valara 

Barbarians live in the harshest climates, including deserts, volcanic islands, at the top of the 

coldest and snowiest mountain ranges, on floating “islands” in the saltiest seas and in some of 

the most barren flatlands inhabited only by dust, cacti, and earthquakes. Many Barbarian Clans 

are semi-nomadic during warmer seasons, constantly moving around within their homelands in 

search of pasture lands for livestock. However, for a few months each year the Clans return to 

Alhiel, meaning “the Clan’s home village” or “the resting place,” and settle in against the 

elements. These are times for the Barbarians to celebrate births, marriages, deaths, and other 

life-affirming ceremonies. Once settled, many members of these Clans will begin making 

surplus trade items, which they can take to market when the time to leave the Alhiel ends.  

Magic 

Barbarian Clans are attuned to the land, and their sages are renowned masters of Essence and 

Wild magic. Their superstitious nature leads many to distrust and fear Prime magic, though 

there are those rare few among them whose curiosity about the elements leads them to explore 

this branch of magic.  

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Most Barbarian names are only two or three syllables long. Each child automatically inherits his 

or her mother’s first name as a surname, as Barbarians believe only females can accurately 
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trace their lineage. The surname is always offset with the letter “y,” which means “born of” in 

Droo. “Y” is pronounced “ye.” The word “y” is the only Droo word used freely before outsiders.  

A Clan is also referred to by their totem animal, so a young adult traveling away from the Clans 

for the first time would introduce himself, for example, as Yorn y Durit of the Spotted Owl Clan.  

Garb 

Barbarians are resourceful, often using 

natural products like gourds or animal 

skins to serve as water and belt 

pouches. If they don’t own it, they try to 

make it or “appropriate” it, thinking 

nothing of looting enemies and 

vanquished foes. This has earned them 

a bad reputation as raiders in some 

parts of the world.  

Barbarians dress in clothes that reflect 

what they grow and produce, such as 

wool and leather from cattle or sheep. 

Pouches made from natural materials 

like gourds or woven reeds and furs 

from the skins of predators or food 

beasts are also common. Without looms 

and tanneries, Barbarian clothing is 

rather crude looking and haphazard, 

made not to last long, but be easily 

replaced. Leather and furs can be cured 

and will last longer than silks or linens. 

Barbarians accessorize their garb with 

silks and other fabrics, but often these 

are spoils taken from conquered 

enemies or successful raids on 

merchant caravans that crossed into 

Barbarian lands.  

Childhood 

Children of the Clans are raised communally and are largely left to run free and play for their 

short childhood. Known as whelps, they are never allowed to leave the village without an escort. 

Once they reach about eight years of age, whelps begin training in hunting, tracking, and basic 

weaponry with an eye toward assuming their proper place in the Clan upon reaching adulthood.  

Whelps are taught by the Landsinger. Barbarians do not write down their history, instead relying 

on songs passed down through the ages to teach their children. Part of this stems from the 

inability for many Barbarians to read and write, though it was also believed at one time within 

the cultural tradition that writing down a Clan’s history made that Clan vulnerable to 

manipulation by spirits.  
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Whelps are assigned various tasks in the Clan, which help them learn about their people and 

provide them the skills needed to establish a place in the Clan once they are adults. Young 

children between the ages of eight and ten are often the caretakers of the domestic beasts, 

while older children are responsible for taking the herd beasts or riding stock to grazing lands in 

the summer and returning them to the Clan lands in the fall and winter.  

Coming of Age 

The Sacred Task marks a whelp’s transition from child to adult. The task is often a ritual hunt for 

the Clan’s totem animal or sacred items the Clan worships. The ritual hunt is the only time a 

Barbarian may hunt and kill a totem animal. Among the Spotted Horse Clan, for example, the 

sacred task is always the raising and training of the whelp’s mount. The task is completed once 

the whelp and mount survive a week on the flatlands alone.  

Upon completion of the Sacred Task, the whelp is tattooed with the Clan’s totemic animal 

symbol or pattern and is officially considered an adult in the Clan. The whelp also chooses his 

or her adult name. It is very rare for a Barbarian to receive any other tattoos before the Clan 

symbol tattoo is given. 

Also upon coming of age, the whelp will be given a spirit knife created out of the bone of an 

honorable ancestor. When a Barbarian dies, this knife is buried with the body and a new knife is 

created from his or her own bone, as it’s believed ancestors watch over you from beyond the 

grave. This knife is presented by the Spirit Guide and is generally worn strapped to an arm or a 

leg. It’s mostly ceremonial in nature and is used only as a weapon of last resort. Typically, a 

spirit knife will have a leather cord wrapped around the hilt and feathers as decorations. 

Marriage and Relationships 

Official marriage ceremonies between two mates, or pren, are largely unheard of in the 

Barbarian Clans. When two members of a Clan decide to stay together, they approach the Spirit 

Guide, who gives her blessing, and the couple moves in together. Orphaned children are often 

adopted by same-sex couples when they have received the blessing of the Spirit Guide. It is 

rare that a Spirit Guide would ever withhold her blessing, which usually only happens in 

situations where the couple asking is too young or inexperienced to make a reasoned choice. 

For couples who might drift apart or who no longer wish to be married, by mutual agreement, 

they return to separate dwellings and move on with their lives.  

Clan rulers are traced through a matrilineal line, such that the Chieftain’s oldest child doesn’t 

inherit, his sister’s oldest male child does. Barbarians believe only females can accurately trace 

the lineage of the Clan since it is always known who the mother is, but tracing the father is more 

difficult. As a result, children automatically inherit their mother’s first name as their surname.  

Barbarians regard outsiders with a great deal of reserved suspicion. They enjoy their isolation 

and prefer to engage in trade well outside of the village, rather than inviting strangers into their 

communities. Any form of negotiation is usually conducted quickly and with little hospitality. 

Though Barbarians value honor and prowess and can quickly come to respect a competent 

outsider, their friendship is far more difficult to earn. 

It is possible for an outsider to be adopted into a Barbarian Clan, but it requires a truly incredible 

sacrifice and demonstration of purpose. It must be unanimously approved by all four Chieftains 

and may never be bestowed by an individual Clan member. The ceremony to adopt an outsider 
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into a Clan is called Hielee (Hi-lee), after which they will be referred to as Pwalurp, or Clan 

Friend.  

Childbirth 

The birth of a child is a time for rejoicing. Children are valued, and the entire Clan will assist in 

raising the children. Three days after a child is born, the new family receives a blessing from the 

Spirit Guide, a simple ceremony in which the Spirit Guide reads the bones or runes and tells the 

family what the reading reveals about their child’s temperament and likely place in the Clan 

when they are grown.  

Death 

The death of an honored member of the clan is a celebration of their life. The Spirit Guide 

presides over the ceremony, which includes tales of the Barbarian’s accomplishments and a 

feast with the family. Before the dead are laid to rest, a bone is taken for the descendants to 

create a spirit knife, and the deceased’s own spirit knife is buried with the body. Each Clan has 

its own funeral song, which is always sung. If the deceased Clan member acted dishonorably, 

the body is carried outside of the village and left to rot. 

If a child should die before becoming an adult in the Clan, the surviving members of the family, 

and often the leaders in the Clan, will cut a lock of hair and place it in the grave with the child. 

These occasions are times of great sadness since the Clans view children as the future. To lose 

one early hurts the whole Clan. The lock of hair is the Clan’s symbol of hope that the child will 

be reborn among the Clan. It is believed among some Clans that the hair also symbolizes 

strength, and by placing the hair in the grave, the Clan is passing on some of its strength for the 

child’s spirit to return stronger in the next life.  

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Each Barbarian Clan practices a variety of simple crafts, though they don’t usually have access 

to the tools and materials for more involved and intricate trades. Since men serve as hunters 

within the Clan, they have learned the skills to cure hides into leather. It is a mark of pride to 

craft one’s own weaponry, so many Barbarians practice at least the rudiments of Smithing. 

Woodcarving is also a common vocation as it helps teach fine control over knives. 

Females primarily practice domestic tasks. Weaving is common in Clans who raise sheep, or in 

those who acquire wool through trade. Many Clans also practice the making of baskets and clay 

pots since these implements are vital for storing preserved food and water. When no other work 

is required, a woman will work on beadwork and woven jewelry as sitting idle is generally 

viewed as distasteful. 

Women also will often act as gatherers, foraging for nuts, berries, and edible plant life. They 

also practice small game hunting using snares and simple traps. Most female Barbarians 

understand at least the basics of herbalism.  
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Religion 

Barbarians worship various nature spirits, totem animals, and ancestor spirits. Some Clans even 

worship an aspect of Anima as a nature-goddess that they refer to as the First Mother. Their 

varying beliefs often lead to small-scale wars between the Clans.  

Military 

Almost all Barbarian Clans are war-like and have a 

combination of scouts and war parties. Scouts 

move either singly or in pairs, but war parties are 

bands of ten fighters and at least one or two 

healers. The primary functions of scouts and war 

parties are to be watchful against potential 

invaders and look for ways to invade others. War 

parties are usually successful in quick hit-and-run 

attacks, especially against traveling caravans that 

have made the mistake of crossing into Barbarian 

lands.  

Scouts constantly patrol the Barbarian lands. 

Trespassers are warned three times to leave. 

Those who fail to heed the warnings are killed, and 

their heads are posted at the edge of the lands to 

serve as a warning to others. The headless bodies 

are left to the animals and the elements to dispose.  

In most Clans, young men and women must spend 

a minimum of one to two years serving in either the 

scouts or the war parties. Typically, this period 

helps prepare them to undertake their test of 

adulthood. 

While some Clans have war parties that are totally comprised of magic users, there are never 

war parties comprised only of fighters. The use of magic has turned the tide too many times in a 

Barbarian’s favor to be discounted. 

Codes of Behavior 

Each Barbarian has a personal code of honor that guides them to become the strongest and 

bravest member of the Clan possible. Barbarians who disregard their personal codes are often 

ostracized and shamed. Additionally, all Barbarians, regardless of Clan, will honor Valara first, 

then Barbarians, then everyone else. Stealing is not tolerated, and it is considered a crime to 

waste any part of a kill. 

Punishment for crimes against the Clan or Valara depends on how often the rule has been 

broken, and can range from verbal scolding to a public beating, and from execution to exile. A 

banished Barbarian is declared dead to the Clan. The dishonor is so great that the Barbarian’s 

name is scrubbed from the Clan’s oral history, and he or she is forgotten. In cases of 

banishment, the person sentenced commonly requests death at the hands of the War Chief 

instead.   
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Politics 

Four Chieftains divide the various responsibilities of the Clan: War Chief, Peace Chief, 

Landsinger, and Spirit Guide. 

The War Chief is in charge of the defense of the Clan. This includes overseeing the war bands 

and scouting parties, and training the children with weapons and scouting. In times of war or 

violent conflicts, the War Chief has final say. 

The Peace Chief is in charge of presiding over disputes and the daily minutiae of running the 

Clan. The Peace Chief also teaches children who show an aptitude as shrewd negotiators, and 

it is often these individuals who become the go-betweens with outsiders. In times of peace, the 

Peace Chief has final say, especially in matters of law and punishment. In times of conflict, the 

War Chief can and will defer to the Peace Chief regarding daily Clan life. However, the Peace 

Chief always defers to the War Chief regarding matters of military and safety. 

The Landsinger keeps the oral history of the Clan and teaches magic and Clan history to the 

children. 

The Spirit Guide speaks to the ancestors or totem creatures and oversees ceremonies of life 

and death. The Spirit Guide also provides counseling in the form of rune and bone readings to 

help a Barbarian make a difficult decision in an unclear situation. The Spirit Guide will teach any 

Barbarian the rudiments of rune and bone-reading, especially if they are traveling away from the 

Clan.  

These four leaders are vital to the survival of the Clan, and as a result, rarely travel away from 

the Clan. Each leader chooses his or her successor, and training begins when the young one 

reaches his or her coming of age and completes the Sacred Task. In the event a successor is 

not chosen before the leader passes on, the other surviving leaders choose a fitting successor.   

Notable Celebrations 

Once a year after the spring thaw, Barbarian clans within a large region gather together to 

compete in games of strength and skill against members of other Clans — during this time, any 

rivalries or conflicts between Clans are suspended, and each Clan’s War Chief is responsible 

for enforcing peace, if necessary, throughout the duration of the games. While feats of strength 

are the primary forms of competition and entertainment, this is also a time when new trade skills 

can be learned, recipes for medicines can be shared among Clans, and treaties can be 

reforged.  
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Valaran Elves 
GUIDELINES FOR ROLEPLAYING A VALARAN ELF 

 

Valaran Elves are the most common of the Elven 

races. They believe themselves to be the direct 

descendants of the ancient Anturi and thus value 

their intelligence and wisdom above all others. As 

such, Valaran Elves refer to themselves as Antori, 

a derivation of their ancestor’s name. This 

connection to the ancient Anturi is the primary 

reason behind their conservative beliefs, 

especially concerning the art of magic. To a 

Valaran Elf, the use of arcane knowledge must be 

a serious and deliberate endeavor — those who 

wield magic in wanton disregard for its In the eyes 

of a Valaran Elf, the younger races power are 

dangerous at best, criminals at worst. In battle, a 

Valaran Elf is a sight to behold, for their 

confidence is second only to their skills, are 

inferior to those of Elven blood. Since the 

Cataclysm, a majority of Valaran Elves have 

dedicated their energies towards the responsible 

and restrained used of magic in order to prevent 

such a catastrophe from ever happening again. 

To outsiders, this makes the Valaran Elves 

appear arrogant, rigid and resistant to change. To 

the Valaran Elves, it is simply their attempt to 

atone for their mistakes. 

A Valaran Elf who displays a lack of education is regarded as the highest of boors. It is one 

thing to be ignorant of a given subject; this may be excused if one acknowledges it. Willful 

ignorance, and a the average lifespan of a Valaran Elf is between three hundred and five 

hundred years, with a rare few living a few decades into their fifth century. The relative stability 

of city life and its access to both mundane and magical resources has granted the Valaran 

Elves a slightly longer lifespan than their post-Cataclysm cousins. A Valaran Elf begins to 

mature physically in his or her early teens, but reproductive processes do not start until around 

forty or fifty years of age.  

Locations on Valara 

sprawling and intricate city, Ria Al’eni, Valaran Elves are found primarily in two places 

throughout Valara. The first is the refusal to educate oneself when given the chance, however, 

is unacceptable. 
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GENERAL FACTS ABOUT VALARAN ELVES 

Lifespan 

where Valaran Elves set up C.O.M.E.T. sponsored schools and practice the more “cultured” 

crafts in leisure. Ria Al’eni is said to be constructed on the site of the ancient Anturi capital. It 

was here the first college of magic was created, so that Valara could learn from the mistakes of 

the past and continue to learn for the sake of the future. The college boasts the largest and 

most comprehensive library in the world. Those from every race are invited here to research 

and train in magic so Valaran eyes can keep a close watch on them and allow Valaran Elves to 

fulfill the responsibility to their ancestors and Valara herself. Valaran Elves are also found in 

deep forests, where hunting, gathering, and leatherworking is more common. These Elves may 

be the result of a schism among Valaran Elves after the Catacylsm. It is also rumored that these 

Valaran Elves are primarily composed of mixed breeds and other outcasts from true Antori 

society.  

While they hail from city or wood, it is not uncommon to find Valaran Elves traveling extensively 

in the pursuit of knowledge. 

Magic 

It is unusual to find a Valaran Elf that does not possess at least a modicum of magical ability by 

the time they reach adulthood. The lack of ability to channel Mana is seen as a serious 

handicap, and C.O.M.E.T. ensures that at least a basic education in magical theory is 

compulsory in Antori cities. Many Warriors among the Valaran Elves have trained themselves to 

harness enough Mana to heal themselves —or a fallen Sage—should the need arise.  

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

A Valaran Elf is given a childhood name at birth, where their full name would be [childhood 

name] [family name]. They use this name until they graduate from C.O.M.E.T., after which they 

are given an academic name, which becomes their legal adult name. When a Valaran Elf 

adopts his or her academic name, their full name changes to [academic name] [childhood 

name] [family name]. It is acceptable to have a nickname based on the academic name to use 

outside of Elven lands. 

Garb 

Valaran Elves from the city favor simple, flowing garments in soft colors. Subtle, elegant 

embellishments are preferred. Geometric or cosmic patterns are more prevalent than natural 

ones, and any depictions of nature are often highly stylized. Those who live in the wilderness 

favor simple and practical fitted garments in natural hues with very simple patterns. 

Childhood 

All children are instructed by their parents in basic academics such as reading, arithmetic, 

history, and penmanship, as well as any family trade skills, during childhood. Some larger cities 

boast a preparatory school to tech these subjects. At the age of fourteen, Elves begin their 

mandatory formal education at the Council of Magical Education and Training (C.O.M.E.T.) 

Academy. If a Valaran Elf does not attend C.O.M.E.T. for the requisite four years it is 
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considered disastrous for the family name, and some families will disown children for choosing 

not to attend C.O.M.E.T. 

Coming of Age 

Most Elven cities of appreciable size boast a C.O.M.E.T. sponsored Academy, which trains both 

Valaran Elves and guest students from other races in the responsible use of magic. Martial 

training is also offered, but is considered more of an “elective” pursuit, or an option for those 

unfortunates with little magical aptitude. After their studies, Elves are free to travel to another 

city’s Academy, join the City Guard or standing army, or pursue an apprenticeship. Graduation 

from the Academy is considered the first step to full adulthood in Valaran Elven society, and 

although a young Valaran Elf may still live at home for many years to come, they are now 

considered responsible for their own actions. 

Marriage & Relationships 

Valaran Elves seek intimate relationships from an early age, though these are typically 

friendships until a Valaran Elf is of an age to reproduce. The vast majority of Valaran Elves will 

remain chaste until they begin to look for a lifelong mate. At best, it is distasteful to marry and 

procreate outside of the Antori race. At worst, the Elf faces a lifetime of shame and distance 

from their families and communities. Children born of mixed unions are often stigmatized, and 

many strive to win recognition as a way of overlooking their origins. 

Childbirth 

The mother is taken to a comfortable location and tended by one or more midwives and other 

female relatives. A Valaran female will only bear one or two children in her lifetime, therefore 

much care is given during the pregnancy and birthing process. Twins are extremely rare, and 

they are considered a great omen when brought safely to term.  

Death 

When a Valaran Elf fails to resurrect, their body is shrouded and placed in a family mausoleum 

or catacomb. The surviving relatives enter a period of mourning for a year or more, during which 

time they reflect on the achievements of the deceased and commit their deeds to written 

memory. If the family has the resources or skills, they will commission or build a memorial 

monument within the city. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

For those who choose to seek other opportunities after the mandatory four years of C.O.M.E.T. 

training, there is a myriad of trade schools in Elven cities that employ masters from around the 

globe. These masters are unmatched in their areas of expertise. Masters will train up to ten 

apprentices each, and as a team they will supply Valaran Elven cities with high quality goods 

and services. Valaran Elves value most crafts as art, and pursue them to heights of perfection 

most shorter-lived races are unable to match. In their quest for knowledge, Valaran Elves prize 

the elegant presentation of that knowledge. Fine script, inks, and illumination fill the scrolls and 

books of their libraries, utilizing a variety of quality materials. The pages are incredibly detailed 

and filled with fanciful drawings and embellishments of precious metal leaf.  
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Elven cities are built to last the ages, and among their soaring towers and winding streets are 

beautifully carved statues and monuments to great Elven heroes. The skills of building and 

maintaining these structures are a highly valued secret.  

The undisputed masters of Archery, Elven smiths create bows, crossbows, and even arrows, 

which are considered works of art. Valaran Elves are commonly members of at least one Sage 

Guild, as well as the Guild of their favored craft. Many Valaran Elves will be active in a multitude 

of different Guilds in their lifetimes. Valaran Elf merchants and Guilds commonly fetch a high 

price for inks, paper, and bindings for grimoires and scrolls — the entire race takes pride in 

crafting the finest. 

Religion 

Valaran Elves have no societal 

expectations regarding the practice of 

worship. Usually, households worship 

gods separately, and in some cases, 

entire cities have a patron god. Religion 

is important for those Valaran Elves who 

are studying the arts of Essence magic 

more than others. 

Military 

Military forces are trained in swift 

combat.  

A majority of any battalion is comprised 

of “battle caster” Sages. Battle casters 

are ranked higher than others of their 

battalion, although their rank depends 

on skill and training as well as 

experience. Most high level military 

officers are relentless spell casters. 

Law & Punishment 

Above all, a Valaran Elf is expected to 

show respect and restraint in the use of 

their magical talents. All research into 

new rituals, spells, or other uses must 

be authorized by the Council and is 

closely monitored.  

Politics 

Political positions are lifelong careers. Officials are treated with high regard, but kept under 

great scrutiny.  

The High Council of C.O.M.E.T. is a council of eight elders and it is a great honor to be named 

to the council, available only to the most devout Sages of C.O.M.E.T., who have served in 

C.O.M.E.T. for a minimum of two hundred years. 
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Notable Celebrations 

Like the Dark Elves, Valaran Elves also recognize the longest night of the year with 

contemplations upon the Cataclysm and their role in it. Valaran Elves call this the Night of 

Regret, and most spend the dark hours in seclusion, fasting, and weighing the consequences of 

their actions in the previous year and how they might resolve to do better in the year to come. At 

day break, they light a candle to affirm their commitments and share a simple meal with loved 

ones.  
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Moon Elves 
GUIDELINES FOR ROLEPLAYING A MOON ELF 

  

They call themselves the Elah’lune (EE-

la LOO-nay). They are a peaceful and 

thoughtful race, preferring the way of 

knowledge and wisdom through 

meditation instead of the path of 

strength and destruction through war. 

Though warriors of strength are fewer, 

they are held in high regard. It is they 

who are charged with protection of 

those weaker than themselves. The 

Elah’lune consider themselves to be the 

elder race among all Elven cultures. 

Supported by their white skin, light-

colored hair, and pointed ears, their 

cultural myths include stories about how 

they were created by the pairing of the 

Mother Moon and the Father Elf.  

Moon Elves believe that emotions 

should be reserved only for family and 

close friends. Throughout their history, 

they have learned to fortify their minds 

with intense mental exercises and 

therefore can control their emotions. This is not to say Moon Elves never show emotion, they 

are simply reserved and have much greater control of their emotions than other races. Though 

their speech and movements may seem slow at times, they are always graceful and purposeful 

in every way. Consequences are carefully considered before any action is taken. Should the 

situation require swift action, they will attempt to overcome their more thoughtful natures, but 

they will always try and find a quiet space to reflect on what has happened when it is all over. 

Though largely a peaceful race, if pressed to fight, Moon Elves wield powerful magic to protect 

their families, friends, and allies. For decisions that will affect all Elah’lune, a council of twelve 

Elders will meet each month by the grace and light of the full moon.  

Moon Elves are generally calm and deliberate in their actions, and graceful and purposeful in 

their movements. Plans of actions and their consequences are carefully considered before 

being carried out. They are capable of swift action should the situation require it, but they will 

always try and find a quiet space to reflect on what has happened when it is all over. 

A Moon Elf’s curiosity and desire to understand the world better will lead them to travel. It can 

be a very eye-opening experience, to say the least. A traveling Moon Elf will sometimes become 
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overwhelmed, which can reinforce the stereotype of being separated from or looking down on 

other races as the Moon Elf withdraws to sort out their feelings. This feeling does disappear 

over time, and such relationships become easier. 

Most Moon Elves, especially those who travel, will often keep journals of their thoughts and 

discoveries. This is done for self-reflection, future reference, and later storytelling. It is 

considered an honor to be allowed to read such a journal — an honor that is never asked for, 

only offered. When a Moon Elf passes away, his or her journal is placed in the family library. If 

the Moon Elf in question was considered especially wise or their stories particularly interesting, 

permission may be sought from the family to make copies for the collections of others. This is a 

high honor, rating careful hand copying with the best possible materials and inks. 

GENERAL FACTS ABOUT MOON ELVES 

Lifespan 

The average Moon Elf lives two hundred to three hundred years, reaching physical maturity 

around age eighteen. They are considered adults at age fifty. 

Locations on Valara 

Very few outsiders have ever seen a Moon Elf city. There are five major cities: the capitol Lunea 

Majora, Lunea Minora, Marea, Platara, and Cuzara. Each is located in the mountains and 

carved into the rock itself. While there are spires and structures above ground carved skillfully 

into the cliffs, most of the life of the city takes place below the surface. Smaller villages and 

towns are scattered through the mountains and are usually near a place where the Elves have 

some sort of industry or interest. 

Artificial or modified natural plateaus used for farming surround each city. In addition, one 

plateau is set aside for a grand structure used for the meeting of the councils during the full 

Moon. This structure is best described as a henge, called a Dua’lunulae, and includes seats for 

the council, a podium for the person speaking, the sacred mirror on an altar, and a very clear 

view of the night sky. 

Below the ground, cities are neatly laid out while still working with the natural curves and quirks 

of the stone. Shafts bored to the surface provide ventilation and lighting. Wherever possible, this 

is done through naturally existing shafts to prevent causing additional stress to the structure. 

These vents are especially important for areas devoted to industry. 

Homes are arranged around a small central courtyard where the family relaxes. This is 

considered the heart of the home, and strangers are very rarely invited in. Each home has a 

larger area set aside for entertaining guests. Some are built free standing in large open caves, 

whereas others are carved into the cave walls.  

The Moon Elves keep flocks where it is practical. Herds of goats, alpacas, or llamas are kept in 

carefully guarded pastures on the terraces of Moon Elf cities. A few villages at lower altitudes 

keep sheep or cows in small numbers. When available, chickens and ducks are kept for eggs 

and meat. 
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Magic 

Moon Elves favor magic as a tool and for necessary defense. They are particularly adept at 

Prime magic and Essence magic. Prime magic that relies on fire is seen as far too chaotic and 

violent, and it is only to be used if there is no other option. However, a Moon Elf will not hesitate 

to call upon the flames of Ra’tol when defending against a creature particularly affected by fire. 

Magical education and research are very carefully controlled and monitored to ensure advances 

do not reach a dangerous level. New proposals must be presented to the local council for 

consideration before they are allowed to proceed.  

Magic works in conjunction with engineering to shape Moon Elf cities. Healers are always 

important. Moon Elves also train themselves in the use of magic as their preferred defense.  

Those who are skilled in the power of magic are especially respected. In contrast, those who 

prefer mundane weapons are treated with a bit more caution, as they tend to be much more 

prone to losing emotional control by Moon Elf standards. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

A child is given a true name, a “nome de corasone,” at birth. This is kept strictly within the family 

until marriage. 

At the next full Moon after six months have passed, the child is presented to the community and 

given a dedication or use name, also called a “nome de comunidad.” Each family member is 

expected to bring a vial of water to the ceremony, which is poured into a basin and used to 

bathe the child. This signifies that the child is now part of the community, and the community as 

a whole is dedicated to the child’s care. The “nome de comunidad” is the name generally used 

by the Elf when dealing with other Moon Elves. 

Moon Elves who travel, even for brief times, choose travel names, which often reflect their 

interests. For example, an Elf interested in botany might call herself “Rosa” while on the road. A 

name is considered a very personal thing and is not to be given out lightly. 

Garb 

Moon Elves favor loose, flowing clothing in vibrant colors. Blues and purples are especially 

popular. Embroidered embellishment is commonly seen, especially in white or silver and soft 

curving patterns. The design will often relate to the Moon Elf’s interests. For example, an 

herbalist may sport an intricate pattern of vines. 

The rare warrior Moon Elf will wear a garment or a sash of dark red, symbolizing both the blood 

moon and their dedication to a necessary fight.  

Sages will wear a garment or sash of golden yellow to symbolize the harvest moon and their 

dedication to the collection of wisdom and knowledge.  

An elder member of the council will wear a silver garment or sash as a symbol of the full moon 

and badge of authority. 
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Warm fabrics made from finely woven alpaca or llama wool are worn at home due to the cooler 

temperatures underground. Moon Elves have a fondness for soft fabrics in general. Silk is 

mostly used only for special occasions since it must be imported. Mourning scarves especially 

are made of silk if at all possible, since these are emblematic of not only the Moon Elf’s grief, 

but also Mother Moon’s as well. 

Jewelry is worn by both men and women. Common jewelry is simple, but well-crafted in design. 

Childhood 

Moon Elf children are raised within their family until the age of eighteen. At this stage in their 

lives, they are sent either to a school or an apprenticeship, depending on their aptitude and 

inclination. This schooling continues until the age of fifty. C.O.M.E.T. is an option, but only after 

long, thorough discussions. While the Moon Elves understand its purpose, they worry there is 

such a thing as too much outside control. 

Storytelling is a common method of teaching and a very popular form of entertainment. Short 

trips are often arranged for children to observe various trades or explore nearby areas under 

close supervision. 

Moon Elf children are not expected to show the same mental and emotional control as their 

elders, at least not at first. It is taught through example and gentle correction. Moon Elf children 

are as mischievous and inquisitive as children of any other race, and their parents take delight 

in their fresh view of the world. 

Coming of Age 

Moon Elf children reach adulthood at age at fifty. At this age, they are presented to the Full 

Moon Council and are expected to demonstrate what they have learned, either by presenting 

the results of their craft or giving a practical demonstration of magic. The council will ask 

questions or set challenges as they see fit. Should the council approve (it is incredibly rare that 

they will not), the child is considered an adult and recorded as having full legal status within the 

community. 

These ceremonies are followed by huge parties, which are extremely rowdy by Moon Elf 

standards. Jokes, unrestrained laughter, and even the odd prank are allowed. This celebration 

marks their last unrestrained moments of childhood. 

Marriage & Relationships 

Moon Elves are allowed to marry at age fifty. However, many wait until they are older, as it is an 

important decision in their lives. Boys and girls are allowed to court as they see fit, as long as 

proper decorum is observed. They may exchange small gifts, usually the product of the courting 

couple’s own craft or hobby. A parent reserves the right to step in and offer guidance or 

correction, should the couple’s behavior become a bit too enthusiastic.  

Formal declarations of intent are made before the couple’s parents to obtain their blessing. A 

wedding is a very solemn occasion, and to an outsider, the ceremony may seem cold. The 

couple and the assembled witnesses are silent for the majority of the proceedings, only 

breaking silence to chant responses to the officiant’s questions. Small chimes are sounded after 

each response to symbolize the harmony between the couple. The final act of the wedding is 
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completed when a long cloth is draped over the heads of the couple, hiding them from view. At 

this time, they are expected to exchange their birth names as a seal on their intimacy. 

A feast follows, and while it is much more relaxed than the ceremony itself, it is still a far cry 

from the rowdy celebrations common among other races. 

When a Moon Elf woman marries, she adds her husband’s last name to her own, connected by 

“de,” to signify joining his family. For example, if Ysabel Herrero marries Adan Cavo, her name 

would then be Ysable Herrero de Cavo. 

Childbirth 

An expectant Moon Elf mother goes into seclusion in her quarters as her due date draws near. 

Other female members of the family tend to her needs, including one person designated to pass 

messages to those outside. A midwife is usually in attendance, who is a member of the father or 

the mother’s family, if possible. A small shrine to both Mother Moon and Ge’lina is brought in to 

the seclusion quarters to ask their blessing and protection during labor. 

Childbirth is one of the times when it is acceptable to show emotions openly and freely — 

preferably happy emotions, but a little worry is to be expected. Friends and family who have not 

joined the mother in seclusion will gather close at hand to wait for news, often telling stories 

about the parents and teasing the father for his worry.  

A quilt made from patches provided by friends and family is given as the child’s first birthday gift. 

The patches are sometimes the product of the contributor’s own craft, or they are reused from 

loved, but no longer wearable clothes. These colorful quilts are cherished throughout the child’s 

lifetime. Family members taking care of the child will use the patches as the starting points for 

bedtime stories. For example, pointing to a patch with a mended place, the story might start, “I 

had decided, for reasons I can’t quite explain, that collecting moss from the high ledge over  

the school’s gate was a good way to start a garden…” 

Death 

Instead of being quiet and sad occasions, Moon Elves are found laughing, singing, and joking at 

funerals. To the Moon Elves, a funeral is a celebration of a person’s life. If that life has been well 

lived, a celebration is in order. As a result, Moon Elves have a tendency to let out a short laugh 

when told of a death.  

Moon Elves are cremated to aid their journey to the skies. The actual cremation takes place in a 

dedicated area just outside the city. An altar dedicated to Ra’tol presides over the cremation in 

order to curry his favor for a smooth transition for the departed. The ashes are collected and 

placed in a plain grey urn called a “vaso de spirito” and given to a family member or close friend 

as designated by the deceased. Along with a small group of other family and friends, the 

designated Elf next climbs to the highest available peak in the area. While they climb, they 

continue to tell stories about the deceased, sing songs of celebration, and generally maintain a 

cheerful demeanor.  

Upon reaching the peak, the ashes are scattered ceremoniously while the courier calls out the 

deceased Elf’s nome de corasone, so that the ancestors will recognize and welcome him or her 

into their company. The empty urn is either returned to the family to be placed in a private 

memorial or set in the temple of Ra’tol itself if the Elf in question was particularly prominent. 
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Family and close friends will wear a grey sash with a small pearl decoration for a year as a 

symbol of mourning. Whenever possible, the sashes are made of silk, but any finely woven 

material is acceptable. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Living in mountainous regions presents unique challenges to some trades. The Moon Elves 

have developed a system of terraces and aqueducts to aid in farming in the hills. Flooded 

terraces allow rice to grow — many lovely poems have been written about the Moon shining 

down on these fields. 

Hearty mountain animals such as alpacas and llamas are raised mostly for their wool, which is 

used to produce cloth for home and export. They are also used for meat on very special 

occasions, such as a coming of age celebration. Otherwise, small game tends to supply most of 

the meat in a Moon Elf diet, supplemented by foraging and what is grown or acquired in trade. 

Both stonemasons and woodcarvers are paramount in maintaining and expanding Moon Elf 

cities. While stone is abundant, wood must be harvested from the lower slopes or forests further 

away. 

Hands-on trades are taught through a system of apprenticeships negotiated between families. 

Guilds answerable to the councils oversee standards of education and quality, and are named 

after the skill they teach: Potters, Weavers, and Dyers, to name a few. 

Training provided in schools called “Academias” focuses mainly on magical skills. Independent 

schools taught by esteemed masters are also encouraged. One of the most respected is the 

Academia of Erlante Borha, a devoted follower of Ga’lar and Ge’lina, which is renowned for its 

healers and pacifiers of the undead. 

Religion 

The Moon Elves give deference to the Paragons, but primarily worship Mother Moon and Father 

Elf as their first ancestors. Each phase of the Moon has corresponding observances within the 

temples. However, most Moon Elves observe the new and the full Moon only, especially when 

away from home. The stars are considered to be the resting places of their ancestors and are 

looked to for guidance accordingly. 

Moon Elves regard eclipses as warnings, and they spend a greater amount of time in prayer 

during such an occasion. Various methods of prophecy are consulted to determine the reason 

for the eclipse, including scrying and the patterns of the stars. 

Moon Elves forced to shed sentient blood will do penance in the temples of Mother Moon, not in 

regret for necessary deeds, but in regret that more peaceful means failed. This is frequently 

followed by a period of seclusion in order to allow the Moon Elf to come to terms with what has 

happened. In the case of warriors, this penance is not required after every incident, but it is 

strongly encouraged at regular intervals to help maintain the fighter’s personal mental and 

spiritual stability. 
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Military 

Very few Moon Elves are drawn to the path 

of the warrior. This does not mean they are 

unskilled in war, just hesitant to commit to 

such unless all other options have been 

exhausted. When Moon Elves do commit to 

war, they do so completely, wielding the 

strongest magic at their disposal in their 

own defense.  

Laws & Ethics 

It is rare for a Moon Elf to transgress to the 

point where intervention is required. 

Punishments tend toward the loss of status, 

community service, seclusion with 

supervision, or, in extreme cases, exile. 

While the death penalty is on the books for 

the most horrible of crimes, such as murder 

or treason, it has not been used within living 

Elf memory. This sentence is carried out by 

throwing the offender from the highest 

available peak and leaving the body for the 

scavengers to scatter, thus denying the 

offender a place among the ancestors. 

Politics 

Most matters affecting an immediate family are decided within the family, usually discussed over 

a meal. For matters affecting the community, a council made up of the elders of each family 

meets at least once a month on the full moon or on demand should something serious occur. 

Local trade, apprenticeships, and other local matters are discussed. An Elf wishing to travel 

must gain permission from the council, though this is rarely denied. This council is called the 

Lun’demin.  

A full council of elders from each city is also called on the full moon to discuss matters affecting 

the Moon Elves as a whole. This council is called the Lun’degran. To them is given the power to 

decide trade with other races, appoint diplomats, and declare war in extreme times. 

Notable Celebrations 

Moon Elves mark the occasion of a lunar eclipse with reverence, and will often spend the hours 

where the moon is in the shadow of the world in meditation, reflection and hope that Mother 

Moon will return in her full glory. Conversely, a solar eclipse is a time of joy and wonder, with 

those Moon Elves lucky enough to be in view of a total solar eclipse believing themselves to be 

personally blessed. Children born during a solar eclipse are said to be destined for great things.  
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Dark Elves 
GUIDELINES FOR ROLEPLAYING A DARK ELF 

 

They call themselves the Kurashai, 

which means “the enlightened ones” in 

the common Valaran tongue. 

Colloquially referred to as Dark Elves, 

they celebrate the passion inherent in 

living. In the ancient past, they were all 

of one people, but today, the Kurashai 

view themselves as two peoples: the 

Kenshin-Kai and the Michi, split by the 

philosophy that governs how each 

faction expresses their passions.  

While there are certainly isolated 

examples of Kurashai who strive to 

find their own perspective and way of 

life, these are few, and most are 

considered outsiders. While the 

Kenshin-Kai look upon those outsiders 

as little better than savage and 

undisciplined dogs, the Michi see them 

as unenlightened fools who dare to 

believe they can change the course of 

The Way.  

Kenshin-Kai are often thought to be extremists, whereas the Michi choose a life of incorporating 

all things in each action.  

The Kenshin-Kai are an extremely proud people. Pride in their Emperor/Empress, pride in their 

ancestors, pride in their family, pride in their children, and pride in themselves, in that order, rule 

their lives. They will evaluate whether an action or task will add to their family honor or help 

them with their training before undertaking it. To other races, this makes them seem slow to 

action, but once a course of action is chosen, they will follow it unswervingly, reserving little 

tolerance for dithering. The perception of upholding of their place in the cosmic design or “face” 

is very important to the Kenshin-Kai, and this is never far from their thoughts.  

The Michi follow complete selflessness. While they honor the teachings of the Grand Master, 

they accept that even he/she is ultimately meaningless and nothing. While family and children 

do warm their heart, and they are quite protective, they understand and accept that family is but 

a momentary joy. While the Michi spend many long decades in monasteries for training, it is not 

unusual for them to travel to expand their perspectives and experiences so that they may better 

understand the totality of The Way. This appreciation that all things are of The Way means that 
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the Michi may seem inordinately curious about or awestruck by the world. They also try to 

experience as much of the world as possible, which can mean spurts of hedonism and 

asceticism. No matter what experience is tried, no Michi would attach themselves to the 

experience or undertake it without meditation before and after to be sure to understand how it 

fits in the balance of The Way.  

GENERAL FACTS ABOUT DARK ELVES 

Lifespan 

Dark Elves live between two hundred and four hundred years. Childhood is from birth to sixty. 

Adolescence is from sixty to ninety The earliest a youth may test for adulthood is eighty-five and 

those who do not test by the age of one hundred are considered backward. Most test at age 

ninety.   

Locations on Valara 

The Kamiza Islands are the home of the Kurashai. Within this island chain, each of the Celestial 

houses has its city. House Meiyo lives in the Eternal City, the walls of which are polished to 

shine like gold, even in moonlight. House Yuki lives in Moko Sho, another walled city more 

functional than beautiful. Seiren Kepakku members live in rice paper mansions of Seiresu. Jihi 

homes are modest wooden slat and sand brick constructs along the southern coastlines. Shojiki 

Sho is a terracotta warren of homes and mansions with carefully manicured gardens in the mild, 

middle islands. The Mirinai Forest of the northernmost island in the Kamiza chain is the home of 

Kuroi Kaede, a glade of living trees. House Akira’s Kiroi Jen Sho is a wonder of bejeweled 

hallways and shining silver spires, all hidden beneath the ground so that people have wandered 

above it and never noticed it.  

Of the non-celestial major houses, most of them have small towns around the major cities of 

Celestial Capitals. House Yuu tends to settle around the coastlines. Houses Tsubasa and 

Hinata share the lowland plains. House Kohaku tends to build cities and towns around the 

surface entrances and further hide the entrances of the cities of the Akira. Finally, the schools of 

the Shiori exist as miniature settlements within all other major settlements.  

The plains of Akuma alone exist unsettled and untamed. The dead there were never buried, but 

the field was set ablaze to release the souls of the fallen. The land has never recovered from 

the damage of the battle or the fire afterward. Very little grows there now. No one tries to 

change that.  

Magic 

Kenshin-Kai are masters of Prime magic, as well as being some of the most tactical healers of 

Essence magic. The Kenshin-Kai Empire also prides itself on being some of the most 

accomplished crafters of magical items. Wild magic, however, is strongly discouraged. Undead 

are considered blasphemous and the most sacrilegious dishonor one’s family could ever have 

to endure.  

While all magic is encouraged among the Michi, it is from a very unorthodox perspective. The 

Michi Monastery has always been legendary for producing some of the most powerful dual- or 

tri-schooled Sages. Upon undertaking magical studies, each student is encouraged to 
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experience the three different schools equally, believing that if one focuses on a single school, 

they diminish their own enlightenment and further take themselves from their place in The Way. 

Neither the Kenshin-Kai nor the Michi place any stigmas on those who would seek to pursue 

martial training over magic. Both believe in being well-rounded and pursuing skills that suit the 

individual. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Many female names are the words for flowers in the Kurashai language, whereas males may be 

named after flowers. Also, the -ko suffix indicates a female name.  

The current major houses are Meiyo, Yuki,  

Seiren Kepakku, Jihi, Shojiki, Kaede, Akira, Yuu, Tsubasa, Hinata, Kohaku, and Shiori. 

Garb 

Kenshin-Kai prefer loose-fitting, fluid kimonos. One can always tell if the House and station of 

another by the fabric and design of their kimono. A peasant would be found in a simple cotton 

kimono, while a noble member of a House would be adorned in a silk kimono bearing the 

stylized symbol of their House.  

Warriors of the Kenshin-Kai prefer lamellar armor of varying degrees of craftsmanship and 

design. The more ornate or well-crafted a warrior’s armor, the higher station they have within 

the Empire. 

The Monks of the Michi Order prefer loose-fitting robes or suits. The color of the robes and/or 

suits worn are the distinguishing trait for one’s experience and level of enlightenment attained. 

Disciples begin their training with dim-colored gray robes, then gradually the robes will fade from 

the gray to blue to yellow to orange, and finally white, marking the transcendence and Grand 

Mastery. 

Childhood 

Educated from birth to focus their intense passions, all Kenshin-Kai are taught to read and write 

at the youngest possible ages, often using their detailed lineage as a method of practice. The 

House one is born into usually dictates the course of their childhood life, as the family attempts 

to guide them into fulfilling the roles of their House. 

To the Michi, celebrating the birth of a new life is every bit as important as revering the passing 

of one. As such, newborn children, much like the deceased, are presented to the whole of the 

local Monastery. As they grow and age, the first lessons taught to them are usually those of 

Water, hoping to impart the wisdom that they must flow with the course The Way has 

determined for them. Later, they will learn the lessons of Stone in an effort to cement the 

understanding and philosophy of The Way, followed by Air, looking for the hidden messages 

and lessons of The Way, and finally, at the coming of age, Fire, when the passions of adulthood 

begin to take hold. 
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Coming of Age 

At the beginning of adulthood, each Kenshin-Kai is presented with a task determined by their 

family and House. This quest is both very personal and profoundly challenging, concerning the 

newfound desires and passions of adulthood. For some, they must acquire the materials for 

their first masterpiece, while others must face a historical threat to the family, while others 

struggle with composing the perfect poem to communicate their personal dedication in the face 

of their newly found desires. Should they succeed, the new adult Kenshi-Kai is permitted and 

required to address themselves by their full birth name ending with ‘of family_____, 

House______’. Should they fail, they are exiled. 

When first entering into adulthood, each Michi disciple is taken to their respective monastery’s 

Temple of Revelation. Once escorted there, the disciple enters into a deep trance meditation 

state where they are rumored to face all the possible distractions and temptations that could 

lead them away from The Way. For each member, this is a profoundly personal experience. 

Upon completion, many speak of visions of various animals, some magical creatures even, 

usually determined by the specific monastery in which they were raised. Should the prospective 

disciple fail in this, they usually fall to madness and are forever outcast. 

Marriage & Relationships 

Marriage is handled in two very distinctly different ways within the Kenshin-Kai. Within the 

lesser, or lower houses, love and passion takes the priority in finding a suitable mate, whereas 

in the higher or noble houses, marriages are almost always a matter of state.  

While relationships are encouraged among the Michi, the concept of marriage is something of a 

taboo. With such a focus on accepting and becoming one with The Way, it is looked upon poorly 

if one pledges themselves to another. Relationships are much more informal and communal. 

When interacting with other races, the Kenshin-Kai Empire has a very obvious air of superiority 

among them, though they do trade and make alliances with those who prove themselves to be 

of suitable discipline and honor. The Kenshin-Kai view other Elves as worthy of consideration 

owing to their shared ancestry. Due to their discipline, Moon Elves are seen as just slightly more 

worthy of attention than their Valaran cousins.  

While more temperamental and fluid than the Kenshin-Kai Empire, the Michi Monastery tends to 

view outsiders as a possible distraction to their enlightenment. Many disciples often find 

themselves distracted by visitors, much to the disappointment of their elders. However, the need 

for trade has not been overlooked. While almost never invited into temple grounds, traders and 

visitors are welcomed into many various gardens, designed with the purpose of entertaining 

guests. Due to their recognition at the wide variability in degrees of dedications within their own 

race, they do not presume that any other race is more predictable.   

Childbirth 

For both the Kenshin-Kai and the Michi, childbirth is a private affair for the family.  

Death 

The greatest and highest honor any Kenshin-Kai could aspire to would be to die in service to the 

Emperor/Empress. It is an accepted fact that each Kenshin-Kai is a servant to the Empire, and 

as such, must focus and dedicate their entire being to that cause. Some servants prepare food 
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while others are warlords. Regardless of how one serves, the goal is to lead a life pure of any 

manipulations that may corrupt ones service to the Empire. In living such a life, it is only fitting 

that one finishes such a life with the greatest of deaths. 

To the Michi, death is not an end or conclusion, but a stripping away of final temptation. Death 

releases one from the final defining aspect of the concept of self. As such, death is celebrated, 

often with the attending dressed in white and offering lanterns to the ocean, lighting the way for 

them to one day follow the departed on the next step of The Way. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

All members of the Kenshin-Kai are encouraged to cultivate one form of art, be it calligraphy, 

painting, songwriting, or poetry. Known throughout Valara as being true Grandmasters of sword 

and blade smithing, any warrior who has earned the right to carry a Kurashai blade has 

achieved the highest honor one can aspire towards. 

Each member of the Michi Monastery is encouraged to further their understanding of philosophy 

and how their role plays into The Way. As such, they are instructed in the various realms and 

paragons in an effort to flow with The Way, as opposed to attempting to influence The Way. So, 

members of the Michi Monastery are more likely to be lore keepers than crafters, though many 

have learned the basics of practical trades such as cooking and weaving to keep the body 

together during the work of the mind and soul. 

Where the Kenshin-Kai Empire prefers total dedication learning a single trade, the Michi 

Monastery encourages walking a wide path and learning many skills, while casting a wary eye 

upon any who would focus completely on one or two types of skills. One must accept all paths 

presented, not focus upon only one course. 

Religion 

While many outsiders would believe religion to be discouraged among the Kenshin-Kai, in truth 

it is encouraged. While each Kurashai is encouraged to explore the facets of all the Paragons, 

they are expected to choose and follow a single religion as they enter into adulthood. Each of 

the seven Celestial Houses is charged with the maintenance of one temple per House. Over the 

course of generations, this has lead to each Celestial House becoming the formal religious 

leaders of their specific faith and Temple. 

While educated in matters of religion, religious practice among the Michi is highly discouraged, 

as it is seen as a distraction to The Way. 

Military 

When matters of warfare are discussed among kings and generals, one would be hard pressed 

to find a time or situation where the experience or might of the Kenshin-Kai Imperial army has 

not been referenced. Long reputed for being the most fierce and organized military force, it is no 

surprise that they have never known defeat. Despite their legendary armor, weapons, and 

brilliant tactics, the greatest weapon at the disposal of the Imperial Army is their willingness to 

die in battle in service to the Emperor/Empress. Such devotion has many times won battles and 

wars before a single blow was struck. 
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The Michi Monastery has no formal army, though they are an army unto themselves. Given their 

mastery of various styles of combat from unarmed to ranged, combined with a nearly 

precognitive understanding of how battles will unfold, the Michi — while not feared as the 

Kenshin-Kai Empire is — are respected for their martial mastery and prowess. Many legends 

speak of Michi entering into battle sans armor, yet somehow deflecting blows as if they were in 

full plate.  

Laws & Ethics 

The founding principles of the Kenshin-Kai Empire are known as the Kojiki. The Kojiki is both 

philosophy as well as law within the Empire. Every member of their society is expected to apply 

the Kojiki to each and every facet of their lives.  

The Kojiki is based upon seven virtues: courage, rectitude, benevolence, respect, honesty, 

honor, and loyalty. Each aspect has its own application and reverence to both the Empire and 

the ruling Emperor/Empress. As it applies to the individual, each and every action is in 

dedication to the Emperor/Empress, for it is in their honor that an individual Kenshin-Kai serves. 

As such the individual’s family earns honor and respect as is handed down, justly, by the 

Emperor/Empress. This is the ideal. There are rumors, however, of manipulation, selfishness, 

and greed. The Empire views these sacrilegious rumors as nothing more than lies and 

temptations designed to pull the virtuous away from the Empire.  

Every follower of the Michi Monastery accepts the Ethics of Way. Some scholars believe the 

Ethics to be the original teachings of the Paragons, yet only those rare few who have achieved 

true enlightenment could ever say with certainty. Where the Kenshin-Kai Empire expects its 

followers to apply the Kojiki to their lives, the Michi Monastery teaches its followers to apply their 

life to the Ethics of selflessness, moderation, embracing the mystery, non-contrivance, 

detachment, and humility.  

Within the Michi Monastery, a very simple truth prevails, that of accepting that each individual 

has a place and role within The Way, and only by completely removing all aspects of self can 

they attain true mastery over their powerful and passionate emotions. One must completely give 

away any sense of self to become one with all things. In doing so, mastery of self is no longer 

required, for one is both everything as well as nothing, elevating the Kurashai to a higher state 

where they are free of manipulation. 

When a Kurashai of the Kenshin-Kai Empire earns honor, that honor begins with the 

Emperor/Empress, who then rewards the local Shingai of the province where the Kurashai lives, 

then distributes honor to the Shingai’s Sansurgai, then to the Surgai, then to the ancestors of 

the Kurashai, then to their parents and finally to the Kurashai who performed the honorable act.  

Should there be a case where a Kurashai believes that a Sansurgai, or even a Shingai, has kept 

honor from them or that they have acted in a dishonorable fashion, the Kurashai has the right to 

call them to an honor duel. Refusing such a duel is almost always seen as an admission of guilt 

and is subject to punishment. The honor duel is a very serious matter and always fought to 

permanent death.  

Should any member of the Michi Monastery come into conflict or dispute with any other 

member, these conflicts are resolved at the next available tournament.  



Valaran Culture Compendium – Second Edition  

44 
 

Any who actively strive for the death of another, or hold any grudges after the matches, are 

scorned and possibly cast out of the Monastery for the rest of their lives. While this is rare, there 

have been occurrences of cheating during and manipulating matches to ensure the victory of 

one over another. Many speak of the Grand Master having some form of clairvoyance or future 

sight concerning these situations.  

Politics 

Within each of the seven Houses of the 

Kenshin-Kai is chosen a Shingai, or director. 

Each Shingai is responsible for the well-

being and maintenance of a province within 

the Empire. They are permitted the luxury of 

having multiple homes, owning land, having 

multiple properties, taxing lands, riding 

horses, and appointing Sansurgai. 

Every Shingai is permitted to choose six 

Sansurgai, or knights. Three of the Sansurgai 

are High Sansurgai, meaning they are 

permitted to own land, have properties, and 

can ride horses. The Low Sansurgai are 

permitted homes, but not properties nor 

horses, yet are permitted to wear dual 

swords. 

Each Sansurgai is encouraged to train at 

least one Surgai, or squire. During training, 

the Surgai forfeits all properties and rights, 

believing this to be the ultimate show of trust 

in one’s Sansurgai. In exchange, the 

Sansurgai is responsible for providing their Surgai with bed, food, and training. It is said that a 

Sansurgai’s honor can be measured in their treatment of Surgai. 

While material wealth does hold a place within the Empire, honor and social standing are the 

things of true value. Just as one family may control the majority of the wealth and trade 

interests, they would be seen as lesser to the family that has cultivated great honor, as well as 

earning the ear of the local Shingai, even if their family’s monetary aspects are lesser. 

The Michi Monastery is overseen by a single Grand Master of Enlightenment. Things such as 

material wealth and social standing are discouraged as a whole among the Monastery under the 

belief that they will anchor one’s spirit to concepts and definitions, keeping them from The Way.  

While these Kurashai strive for a more enlightened and harmonious lifestyle, it goes without 

saying that difficulties as well as conflicts arise, even among the most accepting. Given the fact 

that the Kurashai is quite possibly the most passionate of all races, the First Grand Master of 

Enlightenment, now called the Enlightened One, foresaw the need for conflict and competition 

among the Michi. 



Valaran Culture Compendium – Second Edition  

45 
 

At its formation, and even being one of the founding principles, the Michi philosophy is one of 

accepting all and one’s place within. Legends speak of the falling of the first Emperor and of the 

division of his House. One son forming the Kenshin-Kai Empire to honor the memory of his 

father, yet another, his twin brother, forming the Michi Monastery to honor the sacrifice and spirit 

of his father. 

In those early years, the first Grand Master gathered to him the six most enlightened of the 

Kurashai and suggested to them that they each form their own schools, teaching both martial 

balance and spiritual growth. So began the Michi Monastery Schools. 

While the Grand Master oversees the entire Michi Monastery, each school is run by a single 

master, who is considered to have attained the highest level of enlightenment possible within 

their personal school. This is the only formalized structure within the school. Should a specific 

member show greater or lesser promise, the master then directs them to one who may be able 

to help. 

To prevent dissension and to promote learning and enlightenment, the Enlightened One 

established eight tournaments to be held at the appropriate times of the year. Four are to be 

held at the changing of seasons, and four at the height of each individual season. The first 

tournament of every year is special. It is dedicated to the masters of each school to compete 

and establish who the next Grand Master shall be when the current Grand Master dies.  

Should any member of the Michi Monastery come into conflict or dispute with any other 

member, these conflicts are resolved at the next available tournament. All matches are held and 

judged by the council of Masters, with the Grand Master presiding to break any ties in judgment. 

Never has any match been declared to be to the death, however there have been situations 

where death does occur.  

Notable Celebrations 

The Kurashai mark the longest night of the year with an evening of reflection and remembrance 

of the Cataclysm, called the Eve of Reckoning. They honor those ancestors who were lost 

during the Cataclysm and within the past year, and many take vows for their own behavior and 

ambitions in the year to come.  
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Briarfolk 
GUIDELINES FOR ROLEPLAYING A BRIARFOLK 

 

The origin of the Briarfolk is often in 

question. Each will tell a different and 

equally fantastic story of their history, and 

all will agree that every story is true. They 

are known for their positive, cheerful 

nature, often meeting the worst of 

troubles with a bright smile. Their hair is 

thick and bushy, and even covers the 

tops of their feet and hands. Most have 

sideburns extending into other facial hair. 

They are inquisitive and will think and 

speak very quickly, especially when 

excited. They often have a logic all of 

their own and a very circuitous way of 

thinking, which baffles other races. While 

a Briarfolk may come to the same 

conclusion as one from another race, the 

path his or her mind takes to find the 

answer can seem quite long and strange.  

Briarfolk will often mentally frame their 

problems as games or puzzles to be 

solved. The fabled “Briarfolk logic” 

reflects the tendency to include all 

observable details and facts into the 

solving of a problem, often leading to very 

roundabout ways to conclusions. Some have accused the race of intentionally using this thought 

style as a tactic to confuse their enemies, but most Briarfolk dismiss it as a very impolite 

accusation. 

To understand the personality of the Briarfolk is to understand the nature of community. The 

stronger and more improved the community becomes, the more protected and comfortable 

one’s life may be. To this end, Briarfolk have become very industrious in the realms of home 

building and farming. Most spend their entire lives focusing on improving one single community 

and never leave their home town. Though normally a peaceful and friendly people, the defense 

of a threatened Briarfolk town is quick and fierce. Attackers soon find themselves overwhelmed 

by hidden traps and piercing attacks, like a wild thicket of briars.  

While most spend their entire lives close to home and community, there is a rare occurrence 

among their people known as “wanderlust.” Almost every youth exhibits some traits of this state 

in their teen years — never underestimate the power of curiosity, they say — but only some will 
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experience this feeling throughout their adult lives. Wanderlust is described as a calling or a 

need to treat the whole of Valara as one large Briarfolk community, to be explored and 

improved. While the dangers of Valara often shorten the lifespan of such a Briarfolk, they 

usually become wise town elders for all the stories they share when they return. Win or lose, it 

doesn’t matter to a Briarfolk. Just come back with a good story. 

GENERAL FACTS ABOUT BRIARFOLK 

Lifespan 

While there have been stories of grey-haired Briarfolk making it well past their fifteenth decade, 

most Briarfolk have a lifespan closer to their Mankind cousins. Childhood is considered from 

birth to about the age of fourteen. A young Briarfolk is an adolescent at the age of fifteen. At the 

age of twenty, most are considered full-fledged adults who are expected to contribute to the 

community. A Briarfolk living a full and healthy life will begin to slow down around the age of 

sixty, but if well cared for, they can live into their ninth decade before old age takes its toll at 

last. 

Locations on Valara 

Most Briarfolk villages are found in more temperate climates in meadows near forests, though 

stories of arctic and tropical communities pop up from time to time. Towns are built to work with 

the land, rather than reshape it. If a beautiful old tree is in the middle of a good spot, the town 

will grow around it rather than cut it down. This is why many Briarfolk homes are built into 

hillsides, as they find reshaping Valara for no good reason to be rather rude. 

Towns are typically named for an important element of their placement, and a descriptor of what 

grows best in its farms. Rose Vale, for example, is known for its vast fields of flowers, whereas 

Turnip Hill has a sandy and loamy soil perfect for cultivating this tuber.  

Briarfolk use of vernacular is also determined by their location on Valara, as they speak 

Common with their own particular flair. A common practice is to substitute personally disliked 

foods for curses, such as “Oh, turnips!” or “Well, spinach!” While this may vary by the taste of 

one Briarfolk to the next, the curse is usually understood even if it incites culinary arguments at 

times. 

Magic 

While some of the longer-lived races have theorized Briarfolk have little talent for magic, this 

isn’t true. Many simply have too many other tasks to merit sitting down in a dusty library 

studying runes and spells as a worthwhile use of time. A Briarfolk tending to her crops or 

cleaning his house can understand the benefit of time spent rather quickly; this is not so with the 

study of magic. It typically takes years of study for a Briarfolk Sage’s magic to become useful to 

the community, and most do not have the time or patience  

for it. The elderly and the sick have need of a healer’s Essence magic, so most, but not all, 

magic users among the Briarfolk tend to follow the healer’s path. 
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LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Briarfolk names are cozy, common things that are often fun to roll around on the tongue. Family 

names reflect the things that are important to them and the quaint, domestic rounds of their 

lives, such as Fivepockets, Glasswhistle, or Fairblossom.  

Garb 

Briarfolk fashion depends on whether there is work to be done, but in all things, comfort and 

style are key. Breathable shirts and overalls are a must when working on the farm or tending the 

garden. Briarfolk clothing is often lined with as many pockets as possible. They love to carry the 

tools of their trade, and they will often pick up interesting bits and baubles throughout the day. 

In leisure time, country fashion is the order of the day. Gentlemen have a fondness for loose 

shirts and stylish vests. Ladies prefer frilly dresses with ribbons or flowers to hold up their hair. 

Most Briarfolk like simpler clothing; overly fancy clothing is often more trouble and discomfort 

than necessary. If there’s any indulgence in appearance to be had, it’s through their hair. 

Briarfolk take great pride in the grooming of their hair and sideburns, often choosing the most 

interesting and sometimes zany styles. 

Childhood 

The education of Briarfolk children is a family affair. Members of the family are expected to 

teach the children how to read, write, perform basic math, and the history of the community, of 

Briarfolk, and of Valara. The remainder of a Briarfolk’s education is taught through experience 

working on the farm or in community, or when they leave to explore the great unknowns of 

Valara. 

As a Briarfolk community grows, it will begin to build its own schoolhouses for the education of 

its children, and trade colleges for young adults. Many large Briarfolk towns have a university 

dedicated to higher learning.  

Coming of Age 

Briarfolk children come of age around twenty years of age. The path to adulthood varies from 

family to family, but it generally involves proving they are capable of taking care of themselves. 

One must prove understanding of one’s craft well enough to continue in a chosen business 

without further help from the family. While family help will always be there, the child still needs to 

prove that he or she can stand on their own hairy feet. 

Marriage and Relationships 

Courtship between two Briarfolk typically begins as a private affair. The prospective couple 

spend time together and share secrets to learn of each other’s tastes and interests. If they find 

themselves compatible enough, their families are gathered together to learn about each house 

to make sure a union will not cause disruption among family lines. If after an extended amount 

of time, the couple seems a good match, the two families will come together to build the young 

couple their own house to look forward to after the marriage ceremony.  



Valaran Culture Compendium – Second Edition  

49 
 

Most marriage ceremonies are short, if you don’t count the feast celebration afterwards. The 

ceremony is overseen by the head of the house of either family, or the leader of the town. The 

couple will make promises to one another on how they will treat each other for the rest of their 

lives, and then their hands will be bound together by ribbon. Every married Briarfolk wears a 

personalized ribbon around the wrist to show he or she is married. The color and style of the 

ribbons are chosen by the couple, either before the ceremony, or after they recover from the 

feast. They take great pride in the chosen color, and will always wear clothing complimenting 

the color of the ribbon if at all possible. 

Childbirth 

Childbirth is a community affair. For each birth, the community will come together in celebration 

to welcome the new member of the town. Craftsmen and women will begin work on things the 

baby will need such as a cradle, toys, and blankets, while the healers of the town will prepare 

for the birth. 

Once the health of the mother and the newborn are confirmed, the name of the baby is 

announced to the gathered town. A small celebration to greet the new baby follows. 

Death 

Death is a somber time, even for the cheerful Briarfolk, though they do not mourn as other races 

do. The town will gather to say a goodbye to the member of their town who is leaving for 

another community among the stars. Often stories will be told of the departed Briarfolk’s life. If 

they were married or had a family, the community will be sure that those they have left behind 

are cared for. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Most Briarfolk communities are 

centered on agriculture. They farm 

vegetables primarily, though 

orchards of fruits and vine berries 

thrive in the proper climate. Almost 

every Briarfolk craft is shaped by a 

self-sufficient farming lifestyle. They 

make their own tools for farming, 

craft their own furniture, spin thread 

for weaving quilts and clothing, and 

build homes from materials 

harvested from Valara’s bounty.  

A great number have found an 

interest in tinkering, though 

carpentry and masonry are useful 

skills for the enterprising Briarfolk to 

pursue. Scouting and cartography 

serve them well in maintaining and 

securing their communities. 
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The budding profession of building clockwork items, such as time pieces and toys, is becoming 

increasingly popular among those Briarfolk who dwell in cities. Many believe the Gearlings have 

the secrets to tinkered mechanics, and it is only a matter of time before they share them with 

their friendly Briarfolk neighbors. 

The length of a Briarfolk work day is also quite difficult to judge, as they frequently stop for 

snacks or socializing. When questioned on their habits, any Briarfolk will tell you it just makes 

good sense to eat when you are hungry. 

Religion 

Most Briarfolk revere the Life Paragon Ge’lina, whose stories they share within their families, 

rather than formally through a temple or church. There is no pressure to feel the family must 

follow Ge’lina if their life choices are different, as many others believe that the Paragons of Fire, 

Earth, and Water play an important role in the cycle of life on a farm. It is not uncommon to find 

small shrines to each of these paragons throughout a Briarfolk settlement or homestead. 

Military 

Briarfolk are not very military-minded, but they are in favor of being prepared. It is said that 

attacking a Briarfolk village is like “trying to get a rabbit in the middle of a briar thicket.” While 

some Briarfolk villages have a small militia, they are only those communities located near a 

known threat. Briarfolk are even less fond of warfare than other peace-loving races in Valara, 

though they believe in helping and defending their neighbors, and expect the same in return. 

Briarfolk villages and the lands nearby are typically spotted with hidey holes, small weapon 

caches, and traps. Craftsman take weeks to create and set up these traps, but they can be 

activated by a mere flip of a switch or the pull of a rope. In combat, Briarfolk will employ guerilla 

style hit-and-run tactics to lead attackers on a merry chase to lure them away from the village. 

By the time hostile forces find the village, they will be so harried and harassed, further military 

action may simply not be worth the trouble.  

Laws & Ethics 

Briarfolk live by a simple code, which applies both among themselves and to their Valaran 

neighbors: In all things, be polite and respectful.  

No Briarfolk shall steal, commit arson, or murder without harsh consequences. Each community 

may have its own specific laws depending on the special circumstances of its location. For 

example, Rose Vale has laws against cutting certain types of flowers before a particular day, 

and Mossy Valley has a protected tree of historical value. 

Disputes between townsfolk are usually solved by the town leaders. Most punishment involves 

community service. If one Briarfolk wrongs another, the guilty party will work for the wronged 

until amends have been made. Usually this is determined by time or monetary value. 

The worst punishment for a Briarfolk is banishment, though it is handed down so rarely that few 

Briarfolk can recall someone being banished from their community. It is typically reserved for 

murderers and traitors. The offending Briarfolk is driven out of the community and never spoken 

of again. From that point on, the individual isn’t even considered a Briarfolk anymore, and they 

are left to fend for themselves alone. 
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Politics 

Towns are usually led by Mayors or a Council of Representatives, while the bigger Briarfolk 

cities are controlled by Governors. These positions are typically elected by the citizens for a 

term of ten years. By nature, Briarfolk are not what other races might deem “political,” as the 

pursuit of power and influence are boring and take up too much time, which could be used for 

more profitable or pleasurable activities.  

Notable Celebrations 

Once per season, or more often if the particular Briarfolk village is inspired or wants a reason to 

celebrate, the community gathers together to share foods that reflect the latest harvest or the 

particular bounty of that season. In spring, for example, Briarfolk may prepare dishes with early 

blossoms and greens, whereas in late summer berries and tree-born fruits are popular. 

Everyone partakes of as much as they can — though there is an unofficial rule that the dish with 

only one spoonful taken out is completely inedible. There are also crafts and domestic items 

made from the same sources that are traded, sold, or given away, per the Briarfolk’s whim.  
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Dwarvenfolk 
GUIDELINES FOR ROLEPLAYING A DWARVENFOLK 

 

Dwarvenfolk are a typically short-

statured, long-lived race known for 

an affinity toward smithing, 

masonry, and brewing strong ale. 

They typically make their homes in 

mountainous regions where soil is 

rich and ore is plentiful. While no 

Dwarvenfolk is comfortable living 

outside of these mountain homes for 

a lifetime, many will travel to see the 

world and gain new experiences. 

Those who keep the company of 

Dwarvenfolk should be warned — 

they have quick tempers and are 

easily angered for the slightest 

offense. Century-long grudges have 

been made overnight by those 

careless enough to cross one of the 

Dwarvenfolk. In contrast, those who 

are friends with Dwarvenfolk will 

attest to their great loyalty in friendship. They do not discriminate in any way, and most will not 

support any form of slavery. One of the greatest known grudges in the history of the 

Dwarvenfolk occurred over the issue of slavery. As a result, a splinter group of Dwarvenfolk 

broke away and retreated to the deepest levels of the mountains, with many vowing never to 

return to the surface and holding fast to their belief that slavery serves a purpose. This splinter 

group became known as the Rock Dwarvenfolk. As the centuries passed, their physical 

appearance began to change as they went without sunlight. The Rock Dwarvenfolk gained a 

grayto-black skin tone, and their hair turned black and red. Those Dwarvenfolk who remained 

closer to the surface called themselves Stone Dwarvenfolk. 

Stone Dwarvenfolk are represented by the Stone Council, a gathering of Dwarvenfolk elders. 

The Council is made up of one elected leader from each of the clans. The Council oversees 

matters of law and passes judgments on civil matters among Dwarvenfolk. Rock Dwarvenfolk 

are represented by a similar council known as the Deep Assembly. 

Dwarvenfolk are like the rocks they work with and live among: rough, hard, and strong-willed. 

Dwarvenfolk are very hard-headed and will argue with great gusto any point that they think is 

right. It is only after they have been thoroughly convinced they are wrong that they will concede 

the argument. If there is any sliver of doubt, they will never concede. While other races may be 

considered stubborn, the Dwarvenfolk will carry a grudge through generations. There is a saying 
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about Dwarvenfolk anger: “Their anger is like a great rock at the top of a mountain. It slowly 

moves to the bottom over a great amount of time, but one small push starts an avalanche.” 

The biggest racial trait for a Dwarvenfolk is their beard. Their beard is something that they take 

great pride in. Dwarvenfolk without a beard won’t even be acknowledged by other Dwarvenfolk, 

and some may even hold a grudge against the beardless at once, as the sight offends them. 

Dwarvenfolk follow a “do what is best for the group” mentality, rather than an individual code of 

honor. Selfishness is not tolerated among Dwarvenfolk. This stems back to when Dwarvenfolk 

were originally mining out their homes, and everyone had to work as one. A single person that 

didn’t do their share endangered the entire group. In modern times, this code is still deeply 

ingrained. A Dwarvenfolk may give away a weapon to help someone be better able to defend 

themselves. This doesn’t mean they will give away everything they own, but they always try to 

think about what is best for the group, rather than the individual. 

Dwarvenfolk also have a straightforward nature to them. They tell the truth and expect others to 

do the same. If they give their oath, they keep it at all costs, even it means their death. To a 

Dwarvenfolk, being an oathbreaker is worse than death. 

GENERAL FACTS ABOUT DWARVENFOLK 

Lifespan 

Stone Dwarvenfolk live about five hundred years. The oldest recorded Stone Dwarvenfolk was 

Balder Hammersmasher, who lived to be six hundred and twenty-four years old. Rock 

Dwarvenfolk have a slightly longer lifespan, averaging at six hundred years. It is theorized that 

living near the heart of the world gives them greater vitality. The oldest recorded Rock 

Dwarvenfolk was Helga Crystaleyes, who lived to be seven hundred and one years old. 

Dwarvenfolk are considered an adult at twenty, but are considered young and naive until they 

reach one hundred, as during this time, they are normally learning a craft under a master. 

Locations on Valara 

The two main Dwarvenfolk cities are Fellmunr and Skerborg. 

Fellmunr (Fel-myun-err) is located in the Garnet Mountains, and expands deep within. It was 

first established by King Thorn Silverbeard, in the Second Age. The tunnels that wind deep 

within the mountains are referred to as the “Dirt Road,” and they connect many outposts and 

other Dwarvenfolk civilizations. This is the city of the Stone Dwarvenfolk, and it has survived 

and been rebuilt after several Troll Wars, along with changes to the throne. 

Skerborg (Scurr-borg) is located deep underground, halfway between Fellmunr and the 

Jagdtooth Mountains. This city was originally an outpost, turned into a thriving mining city when 

the Dwarvenfolk found many enormous veins of metal and ore. The area of the city was mostly 

cleared out by enslaved Trolls after the first Troll War. After the Third Troll War, Skerborg was 

all but destroyed. The argument of using Troll slave labor to rebuild this once-great city is what 

sparked the initial conflict between the two Dwarvenfolk ideologies. Skerborg has only one 

entrance to the Dirt Road, called “The Gate,” located near Rathpoor. Skerborg is the main Rock 

Dwarvenfolk city. 
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Magic 

Dwarvenfolk dabble in all forms of magic and mostly focus on advanced magical rituals. This 

need was brought to the Dwarvenfolk due to other races applying magical enchantments upon 

their master-crafted weapons. This practice, started by the Elves, enraged the Dwarvenfolk so 

much that it caused a century long Grudge between them an the Elves. Now that Dwarvenfolk 

enchant their own items, most of their scholars focus on Enchantment Rituals. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

It is common to give Dwarvenfolk children the names of honored relatives or heroes, as 

Dwarvenfolk believe that a departed ancestor’s vitae is reborn and rejoins the living members of 

the family if their name is given to the newborn child. Children are believed to partake of the 

virtues of the ones whose name they bear. Relatives who recently died, in particular, are 

remembered in this way by their kindred. 

Until a child’s twentieth name day, the child uses the surname of <father>son or <father>dottir. 

On the twentieth name day, the child will choose their life-trade. If they follow in their parent’s 

trade, then the child is allowed to assume the family name; however, if they choose to break 

with tradition and not follow the family trade, then they are expelled from the house and have no 

surname until they have earned the right from a master of their trade. The master then goes to 

the Upptaka (record keeper) and has the new surname recorded. This practice is how long-

standing houses have become known for being the best in their trade. By expelling any children 

that don’t follow the family trade, it allows the remainder to stay strong in their trade. Some of 

the older Dwarvenfolk family names are still from the ancient Dwarvenfolk Language, but as of 

the Third Age, most surnames are in the common language. 

Garb 

Dwarvenfolk are practical in what they wear and prefer functionality over fashion. Miners or 

smiths, especially, tend to wear heavy clothes that protect their bodes while they are working 

their trade. Colors are usually earthtone, and no Dwarvenfolk wears white unless they are 

members of The Undermountain. 

The one exception to functionality over fashion is jewelry. Since Dwarvenfolk mine wondrous 

gems, they prefer to show them off. Jewelry tends to be ostentatious and encrusted with gems. 

It’s not uncommon to see a Dwarvenfolk with several rings on each hand, or several necklaces 

dripping from their necks. Dwarvenfolk also use gems to adorn their beards. These pieces of 

jewelry usually have a Dwarvenfolk’s clan marked on it, or a family crest. 

Childhood 

Dwarvenfolk children are watched by a collection of Forsors (caregivers). These children are 

given to the Forsors just after they become two months old, when the parents return to work. 

The Forsors watch the children during the trade hours, and then the children return to their 

parents at night. Some parents’ trade is being a Forsor, but Forsors are never in charge over 

their own child, as Dwarvenfolk see this as a critical time in a newborn’s life to associate with 

others. 



Valaran Culture Compendium – Second Edition  

55 
 

Once the child is three years old, they start attending a training school, preparing them for the 

basics needed for all crafts. Reading, writing, and mathematics are taught to all children 

younger than eight. 

At the age of eight, Dwarvenfolk children begin focusing to more specialized classes, based on 

their family’s trades. This might include learning magic, metallurgy, geology, or other such 

crafts. 

Coming of Age 

Dwarvenfolk children come into their own at twenty years old. On their twentieth name day, 

known as the child’s Ungradai, the child is considered an adult capable of deciding their own 

fate. On this day, they must choose to either follow in their parent’s trade or choose a different 

trade. The child’s parents will ignore the child’s presence completely until the child has made 

their decision. If a child chooses their parent’s trade, then they spend the remainder of the day 

crafting something, before presenting it to their parents and asking to become an apprentice in 

the trade. This tradition serves to show the parents that they will carry on the family craft. 

If the child does not choose one of the parent’s trades, then they must leave the house before 

the day is over. The child’s surname is no longer associated with the family, and the parents no 

longer claim lineage to the child. While this may seem harsh and negative to outsiders, there 

are no hostile feelings toward the child. The intent is to keep the family trade together and 

strong. The child must then search for a master that will accept an apprentice. While it is usually 

easier to find a master on the child’s Ungradai, the Dwarvenfolk will continue to search until they 

find one that will accept them. 

Marriage & Relationships 

Marriage between Dwarvenfolk is a 

simple affair. Two Dwarvenfolk 

profess their intent to join their 

households to the Upptaka, who 

records it into the Book of Houses. 

Upon marriage the more prominent 

family name is taken, and the old 

family name is used as a middle 

name. For example, Finna Firestone 

Silverhammer. This middle name is 

only used on formal occasions. If the 

two family names are equal, then the 

family chooses. Under no 

circumstance will the wife and 

husband have different surnames. 

Divorce is not common to 

Dwarvenfolk, but it does happen 

from time to time. In the case of a 

divorce, the one who took on the 

surname must remove it and return 

to using their original family name. 
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Childbirth 

A typical pregnancy usually results in fraternal twins. Having a single baby is very rare among 

Dwarvenfolk parents and is considered a sign of luck. Having triplets is extremely rare and is 

seen as a sign of great prosperity. 

Death 

While death is a normal factor in Dwarvenfolk society, many Dwarvenfolk believe that by naming 

a child after someone that died while the child was in the womb will summon some of that vitae 

to the unborn child. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Dwarvenfolk focus on one craft for their entire lifetime, striving to become a master of that craft. 

They compete endlessly to prove who the greatest master of their trade is. The greatest 

achievement that a Dwarvenfolk strives for is to be mentioned on the stone walls in the trade 

school as one of the great masters. 

The most common trades are smithing, masonry, and brewing. However, Dwarvenfolk have 

strayed into other crafts if they help improve the function of daily life for all Dwarvenfolk. 

A Dwarvenfolk Clan is a group of Dwarvenfolk families. Most parents try to apprentice their 

children within the Clan, but occasionally the opportunity arises for a child to apprentice under a 

highly regarded master who belongs to a different Clan. On these occasions, the child leaves 

the Clan and joins their master’s Clan. Starting a new Clan requires permission of the Stone 

Council or Deep Assembly, and is usually only offered when a Dwarvenfolk has done a great 

service to their nation. 

Religion 

The Dwarvenfolk mainly worship Cragmathe. The Dwarvenfolk’s temple is known as “The 

Undermountain.” Dwarvenfolk priests of The Undermountain start the day wearing a clean white 

robe, but spend the day working in the dirt and the dust, spreading the work of Cragmathe. It is 

said that a Cragmathe priest with a white robe is not a very good priest. Each priest has seven 

white robes, one for each day of the week, and does not wash them until the end of the week. 

On the seventh day, all priests of The Undermountain gather at the giant heated pool located in 

the Temple to wash their robes. The priests believe that allowing the dust of Cragmathe that has 

accumulated over the course of the week will help heal the sick by allowing Cragmathe to be 

able to enter every pore of those who are ill.   

Military 

Both Fellmunr and Skeborg have standing armies. Dwarvenfolk militaries are manned by career 

soldiers, as the art of war is a craft and trade upon itself, with many families having generations 

of soldiers. In times of great need, every Dwarvenfolk will pick up a weapon and prepare to 

defend their home. 
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Laws & Ethics 

Legal issues between the 

Dwarvenfolk are handled by the 

Clans. Dwarvenfolk Clan legal 

issues are handled by the Stone 

Council or Deep Assembly. There 

is no means to appeal a decision 

made by either the Stone Council 

or Deep Assembly; all decisions 

are final. Trials and other matters 

of law within a Clan are handled by 

the Clan’s Elder. How they handle 

these matters is determined by the 

traditions of the Clan. The Stone 

Council or Deep Assembly may 

only interfere if the incident goes 

beyond the Clan. 

Dwarvenfolk do not maintain prisons, and all crimes which do not merit death or slavery are 

punished by fines. 

Dwarvenfolk have a great respect for laws and traditions, and they generally try to respect other 

races’ laws when they travel, even if they do not understand them. The Council and Assembly 

decide the laws and rely on the Vini, or town leader, for the town to see that they are enforced. 

Situations that cannot be explained as errors or misunderstandings result in a Grudge being 

declared by a Dwarvenfolk. A Dwarvenfolk whose Clan bears a Grudge against a person or 

group will not help them or do business with them. The only way to end a Grudge is to pay a 

Grudge Price. A Grudge Price can be set for as little as a simple apology or glass of ale, or as 

much as the death of an entire Clan or family. Grudges can last generations, and all 

Dwarvenfolk Clans maintain a book called a Sparabok, which records all of the Grudges the 

Clan bears and the Grudge Price required to end them. 

There are four offenses that will spark decade-long (or more) grudges if committed against a 

Dwarvenfolk. Other offenses can easily be worked out and settled, usually with a good drink, 

coin, or gift. The four offenses that can lead to a Grudge are: 

• Spilling a Dwarvenfolk’s drink and not replacing it. 

• Stealing treasure from a Dwarvenfolk. 

• Killing a Dwarvenfolk, which often results in a vendetta among the Dwarvenfolk’s family 

and the one who committed the murder. The only resolution to this is a blood-debt. 

• Damaging or destroying a Dwarvenfolk’s beard, which, in many ways, is worse than 

killing a Dwarvenfolk. 

Grudges from the Council or Assembly are shared by all Dwarvenfolk of that type. Grudges from 

the Clan are shared by all the families under that Clan. Grudges from the family are shared by 

all the family’s members. 

  



Valaran Culture Compendium – Second Edition  

58 
 

Politics 

The Stone Council is comprised of the Elders of the Stone Dwarvenfolk Clans. The Rock 

Dwarvenfolk have a similar council called the  

Deep Assembly. The Stone Council and Deep Assembly exist primarily to oversee matters of 

law and make decisions on issues among the Clans. They are most often called in to settle 

Grudges between Clans. The heads of both the Stone Council and the Deep Assembly are 

called the Speaker. It is the Speaker’s job to announce the decisions that are made and to make 

sure discussions remain on topic and do not get violent. 

Clan Elders are elected once every ten years on the first day of the year during the festival of 

Skegg Dagr, or Day of the Beard. Elections are conducted by having every Dwarvenfolk of their 

Clan write the name of their preferred candidate on a shard of pottery. Dwarvenfolk that cannot 

be present do not get a vote. The shards are then put into a large urn. Once all shards are 

collected, they are withdrawn, and the names are publicly counted. Every Clan has its own way 

of resolving a tie, but in the end, only one Dwarvenfolk can represent the Clan. The Dwarvenfolk 

is tasked with overseeing matters of local law within the Clan and maintaining the Sparabok, in 

addition to attending the Council or Assembly meetings. 

The Council and Assembly elect a Vini to run the day-to-day operations of their city. They are 

tasked with keeping the city operational and ensuring that all laws are followed. The Vini 

enforces the peace and has a lot of power, but the Council or Assembly makes all final 

decisions. Vinis must follow the orders of the Council or Assembly. 

Notable Celebrations 

On the first day of the new year, Dwarvenfolk celebrate Skegg Dagr. This is a large festival that 

is set up outside Fellmunr along the Dirt Road. Every Dwarvenfolk, both Stone and Rock, are 

welcome to join the festivities. It’s the one day of the year every Dwarvenfolk celebrates. There 

are several contests, including the Longest Beard, Thickest Beard, and Most Creative Beard. 

Finally, there is the competition to see who has the overall Best Beard. Whoever wins the Best 

Beard is the Beard King for the entire year. The Beard King sits at the head of the festival, and 

all of his or her drinks are free. The Beard King also receives one diamond mounted platinum 

bead engraved with a crown, to wear for the year. This bead is woven into the beard for all to 

see. Winning the Beard King once is an honor, twice is an extraordinary feat, and it has never 

been won more than three times.  



Valaran Culture Compendium – Second Edition  

59 
 

Goblinfolk 
GUIDELINES FOR ROLEPLAYING A GOBLINFOLK 

 

Goblinfolk are stronger and 

more intelligent than the feral, 

uncivilized goblins where they 

get their name. Goblinfolk live 

in forests and cities, being able 

to adapt to any surrounding. 

Goblinfolk are a cross between 

humans and goblins, bred and 

enslaved by undead masters 

for millennia. They are believed 

to be the only race created in 

this way. They were used as 

workers, guards, sacrifices, 

and even meals for the undead 

army. In death, Goblinfolk were 

raised by their undead masters 

to continue their work. 

Eventually Goblinfolk rebelled 

and freed themselves from 

their undead captors. They still 

hold a great hatred for any 

undead. 

Goblinfolk are highly paranoid, 

often irrationally so. Their 

desire to protect their wealth 

leads them to distrust most 

other adventurers and citizens, 

keeping a wary eye on even those they consider friends. While they will slavishly serve their 

Alpha, most are secretly hoping to one day become the Alpha themselves. If given the chance, 

Goblinfolk will seize any opportunity to advance their own position within their society.  Due to 

their shorter lifespan, Goblinfolk prefer to live in the present, rather than plan for the future. Their 

infatuation with wealth and power leads others to view Goblinfolk as self-serving and unkind. 

In the beginning of their creation, all Goblinfolk were blue. They lived in the mountains on the 

frigid island of Isiliia. After they earned their freedom, many moved from the cold north into the 

forests. Eventually, those living in the forests adapted to their surroundings. Their skin tone 

changed to a greenish hue over many generations, helping them hide from the predators of the 

forest. Currently, most blue-skinned Goblinfolk live in, or come from, the capital city of ZeeZak 

and work in a branch of the global Blue Crystal Bank in the city in which they live. 
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GENERAL FACTS ABOUT GOBLINKFOLK 

Lifespan 

On average, Goblinfolk lifespan is about fifteen to twenty years. They mature quickly, and are 

considered a full adult at three years old. 

Locations on Valara 

The Goblinfolk capital city of ZeeZak was once known as the Black Ice Citadel, the stronghold 

of the Arch-Wraith King Roderick Blackhand. It is in the northern hemisphere of Valara on the 

icy island of Isillia, just northwest of the Blue Crystal Mountains. ZeeZak is the capital and only 

thriving Goblinfolk city. There are five factions of Goblinfolk, each who control a section of the 

city. Constant struggles over territory break out among the factions, but the Goblinfolk King 

Frostfinger keeps order among the city with a heavy hand. Not one faction would dare defy him 

of his rule. 

Goblinfolk are not good at creating or maintaining an organized city structure. There are no 

other Goblinfolk cities besides ZeeZak. The only reason ZeeZak has not fallen into chaos is 

because King Frostfinger prevents major political disasters, and he keeps the city in order. 

Magic 

Goblinfolk are adaptive and learn whatever is needed to survive. They will use any type of 

magic if the situation requires it, but they prefer efficiency in their application. However, they do 

prefer Prime magic, as it makes them feel powerful when in a fight, due to the spectacle and 

straight-forwardness of the style. 

LIFE, CUSTOMS & TRADITIONS 

Names and Naming Traditions 

A Goblinfolk does not usually name themselves. Within a Horde, they identify each other by the 

way they smell. Outside the Horde, Goblinfolk pick names which sound interesting or fun. They 

will use this name when traveling outside the Horde. When they return for an extended amount 

of time, this name is normally forgotten. When they leave again, they will normally pick a new 

name to use. 

Garb 

Goblinfolk have little concept of what is truly aesthetically pleasing. In their attempts to distance 

themselves of their feral kindred, Goblinfolk “dress to impress,” wearing the finest and most 

expensive-looking garments and jewelry they can acquire. But since most Goblinfolk cannot tell 

the difference between fine silk and a piece of dyed canvas, they often end up looking more like 

caricatures of the wealthy, rather than resembling that status. Even when they have the 

currency  to afford nice things, they still choose the gaudiest clothes, as their skewed vision of 

fashion leads them to believe that the brighter and more colorful the clothes, the fancier. 

Childhood 

Childhood is fleeting, and is spent learning. Goblinfolk must know how to ensure they are not 

cheated out of their wealth, and therefore learn reading, writing, and arithmetic.  
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Young Goblinfolk are often seen rummaging through everything, searching for shiny treasures 

and trinkets to earn favor with the Alpha. This includes, but is not limited to, pick-pocketing and 

theft. 

All Goblinfolk learn to read and write, and how to do basic math, within the first year of 

childhood. Ones that cannot learn these skills are considered failures, who are normally kicked 

from the Horde. The Alpha makes sure to have tutors assigned to the young ones. This is to 

ensure the young ones do not get scammed, and to give the Alpha the proper percentage of 

their earnings. 

Coming of Age 

There are no coming-of-age ceremonies or celebrations. It is not even acknowledged. A 

Goblinfolk is expected to provide for the Horde as soon as he or she can walk. A Goblinfolk is 

no longer considered a child when they present the Alpha a piece of treasure for the Horde. 

Marriage & Relationships 

Goblinfolk do not understand the concept of marriage or non-business relationships. The only 

formal courting tradition Goblinfolk have is the “Three Presents.” Females try to court a male by 

giving him three strong-smelling presents. Once a male accepts these presents, they mate. 

After mating, both Goblinfolk return to their normal activities. This is not a longterm contract, and 

if the female decides to mate with the same individual, she must again present the Three 

Presents. 

Childbirth 

Goblinfolk can birth up to five children at once, although three is more common. As soon as the 

children are born, they are put with the other children in the area assigned for teaching. These 

children are raised by the Horde. It is rare for a Goblinfolk to know their parents. 

Death 

Death happens. It’s one less mouth to feed, but one less stick to smash the enemy, and one 

less to fuel the Horde. When a Goblinfolk passes away, they are often immediately stripped of 

anything on them, and it’s a mad dash to their home to claim their possessions. The body is 

often an afterthought, and it’s thrown out with the rest of the waste. There is no time of 

mourning, and the Goblinfolk is often forgotten mere days after they pass, as they are no longer 

relevant or contributing to the Horde. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

While highly adaptable by design, Goblinfolk are not masters of most crafts. They do, however, 

excel at gem cutting. It is common for a Horde to pay for rough uncut gems at low prices and 

then expertly cut them to turn them around for a profit. They are the only race which has been 

able to make the very complex triple helix king cut. The ability to make this cut perfectly is even 

rare among the Goblinfolk. Only the steadiest of hands can work the many fine details required 

in this gemstone cut. 
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Religion 

Goblinfolk generally do not believe in or follow a specific religion. They have never seen a 

reason to follow a specific Paragon, and they tend to focus on the present, not the afterlife. 

Military 

Green Goblinfolk are often mistaken for feral full-blooded Goblins, and as such, appoint scouts 

along the border of their camps. Since these scouts spend the majority of their lives alone in the 

wilderness, it is common for them to prefer to be alone, usually avoiding a Horde. 

For both Blue and Green Goblinfolk, the tactics are the same in times of conflict. Goblinfolk 

attempt to flood the enemy with more troops than they can handle. There is no formal militia, 

army, or even training. Goblinfolk just swarm toward the target, hoping to overwhelm with 

numbers. 

Laws & Ethics 

The Alpha makes all laws 

and punishments of a 

Horde. These can change 

at a whim, depending on 

the Alpha’s mood. It takes a 

cunning Goblinfolk to 

wrangle a Horde. A good 

Alpha knows how to 

balance dominance and 

mercy. Without this 

balance, an Alpha does not 

hold their title for very long. 

When not under direct 

guidance of their usual 

Alpha, a Goblinfolk usually 

tries to figure out who the 

leader of the territory is and 

adheres to the rules the 

leader set forth. Goblinfolk will then assess this “Alpha” and try to determine a way to take over 

the position, if possible. 

Politics 

King Frostfinger has always ruled the free Goblinfolk. It was he who helped organize their 

escape and eventual rise to power with the Blue Crystal Bank. It is claimed that Frostfinger was 

cursed by Arch-Lich King  

Roderick Blackhand, who created the original Goblinfolk. There has only been one king of the 

Goblinfolk, and he rules over all from his position in ZeeZak. 

Outside of ZeeZak, Goblinfolk have a strong Horde mentality, and stick together around an 

Alpha. If two Alphas meet, a scuffle often results. The winner normally absorbs the other Horde 
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into theirs, being the boss of the entire group. Alphas constantly change, as espionage and 

combat happens often within the Horde. 

Notable Celebrations 

All Goblinfolk celebrate Frostfinger Day once a year on the first day of the full moon, after the 

summer solstice. This day marks their freedom from Arch-Lich Blackhand. It is common for the 

Green Goblinfolk to merge several Hordes together for a large celebration, often gaining or 

losing a number of members when the Hordes disperse. It is also common for Blue Goblinfolk in 

their settlements to open the area up for all Goblinfolk to join them in celebration. 

Goblinfolk spend the month leading up to Frostfinger Day in search of undead. They capture as 

many as they can and bring them to a designated area, often implementing cages. The undead 

are left in that spot until the day of the celebration, where they are released and attacked by the 

drunken Hordes of Goblinfolk who swarm over them and pound them into dust. Many Goblinfolk 

are injured or killed in this celebration, and that is considered a successful Frostfinger Day.  



Valaran Culture Compendium – Second Edition  

64 
 

Faekyn 
GUIDELINES FOR ROLEPLAYING A FAEKYN 

  

Among all of the races of Valara, 

only the Faekyn are descended 

from liaisons between the Fae of 

Ereholme and mortals. Fae, by 

their very nature, are a capricious 

and innately magical race. The 

blending of these two distinct 

bloodlines has resulted in a wide 

variety of physical features found 

among Faekyn. It’s common to 

see horns, long animal-like tails, 

pointed ears, hooves, and 

sparkling skin colors of every 

shade and hue. All Faekyn are 

born with purple colored eyes. 

The color eventually extends 

across their eyes from ear to ear. This mark varies, and a myriad of different shapes can be 

seen throughout the race. 

Descending from immortal Fae and the mortal races, a Faekyn’s lifespan varies, but some may 

live up to twice as long as the mortal ancestors in their bloodlines. Many Faekyn do not bother 

with mortal concerns, and instead they are driven by a need for fun and amusement. Upon 

reaching adulthood, they often leave their homes and travel throughout Valara, indulging in as 

many worldly pleasures as possible. They return often to boast of their adventures and spread 

tales of the outside world they have seen. 

“No Faekyn is the same” is an understatement to the sheer variety of this race. Their culture is 

much more diverse than is readily apparent across Valara, and to this day, not everything is 

known about them. Some Faekyn strive to meet the goals or expectations of their Fae parent’s 

Coterie, but many have difficulty tracing their lineage. Those who seek out their Fae ancestors 

are usually used as chess pieces in the endless war between the Seelie and Unseelie Coteries. 

While many Faekyn move towards one of the two main Fae Coteries, there is a third option that 

many choose — the option to remain unaligned and make their own way. 

Faekyn are very diverse in their personalities, so much so that those unfamiliar with the culture 

may mistake two Faekyn as being two different races. 
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GENERAL FACTS ABOUT FAEKYN 

Lifespan 

A Faekyn lives close to double the average lifespan of their mortal parent. Faekyn with Mankind 

parentage live an average of two hundred years, Faekyn with Elven parentage live an average 

of four hundred years, and so on. Most Faekyn are considered children until about age ten or 

twelve. 

Locations on Valara 

Valholme is the only true Faekyn home. Built as a refuge, Valholme was designed to fit specific 

Faekyn needs. The city is centered on a thin portion of The Veil — a place where even the most 

powerful Fae occasionally ventures through into Valara to speak with their mortal offspring. 

When Valholme was founded, an agreement was brokered with the Fae ancestors that Faekyn 

would create no other permanent city. For the Fae, this guaranteed access to their offspring. 

The agreement allows Faekyn the chance to parlay with their ancestors and to ask for favors 

and protections in times of great need. Fae do not always deign to grant these requests. 

Valholme is divided into four sections. The first and outermost section is a ring that 

encompasses the rest of the city. This ring, called “The Halo,” is the only area of the city open to 

outsiders. In this area, commerce and entertainment are plentiful. Visitors are greeted with 

fantastic shops, bawdy taverns, and any diversion Faekyn can devise. Markets and traders fill 

the streets. 

Just within the inner walls of The Halo sit the twin sections of the Sided Moons. Each is in the 

shape of a crescent moon, nearly touching at their points. The Seelie and Unseelie Moons are 

closed to all but the Faekyn and the true Fae. Within each area are the homes of the Sided 

residents, craftsman workshops, and schools of magic. True Fae guard their respective Coterie 

and are posted at the single entrance into each area. 

In the center of Valholme, filling the space between the Sided Moons, sits the largest part of the 

city. Unsided Faekyn live and work here. This is a gigantic, sprawling district, with multiple 

layers of buildings as well as underground tunnels. Each level has its own paths and streets, 

some of which are suspended by magic and others with finely wrought architecture. Navigating 

the central part of the city is often difficult for residents, and nearly impossible for someone new 

to the area. 

In the center of the Unsided district sits the Congress, standing high above the rest of the city. 

Home to the meeting place for the True Fae leaders and the Faekyn, the Congress is often 

considered the most important building in all of Valholme. Towering over the city, it reaches into 

the sky and is visible for miles. Magic exudes from this building, as it houses the portal that 

punctures the Veil between Valara and Ereholme. It is around this portal that many meetings 

between True Fae and Faekyn take place. 

Surrounding the Congress are the massive Gardens of Valholme, tended to by some of the 

greatest gardeners and Wild Sages of Valara. In these gardens rest the most prominent shrines 

to each of the Paragons. 

The Bastion is the orphanage in the Unsided sector where any lost or rescued Faekyn child can 

be brought without question. They are accepted, taught the basics of Faekyn culture, and cared 
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for until they come of age. The Bastion is the most practical and least auspicious building in 

Valholme. However, it is also the most revered because it is needed to provide room and board 

to great numbers of children at times. Every citizen of Valholme donates goods, food, time, 

talent, or coin to the Bastion at least once, and this is one of the only uniting factors in the entire 

city. 

The Foundation, the greatest magical school in the city, also resides in the Unsided district. Its 

library is the envy of both of the Sided Moons’ schools.  

Magic 

Magic is ingrained in Faekyn culture, and it permeates everyday life. No type of magic is 

prohibited; however, some Faekyn disagree in how magic should be used. Others may view a 

singular type as taboo. 

All Faekyn receive training in basic magic at the Foundation. The Foundation is located in the 

Unsided area of Valholme. All Faekyn learn magic here unless a Faekyn’s magical ability is 

considered unsatisfactory. Unlike much of the casual attitude among Faekyn, magical education 

is compulsory. Faekyn believe that surviving in the city without at least a basic understanding of 

magic is virtually impossible. Faekyn may choose to end their education before they can cast 

magic themselves, but all Faekyn must learn how magic works. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

There are no specific naming conventions for Faekyn. A Faekyn’s name is given to them by the 

parent they live with and is based on the culture of that area. Faekyn do not typically use a 

surname as many do not know who their parents are. 

Garb 

Faekyn garb is extremely eclectic with no particular style or taste. It is common for Faekyn to 

wear clothing similar to the culture they live in, but those who live in Fae-dominated culture wear 

the clothing of their ancestors. 

Childhood 

Childhood for a Faekyn is normally a difficult time. Most accept, as they grow up, that they may 

never see their Fae parent in the course of their lifetime. 

Most children are born in the homes and cities of their mortal parents. Faekyn children go 

through their childhood quickly, compared with other races. By age ten or twelve, Faekyn are 

considered adults in terms of physical maturity. 

Many Faekyn children are abandoned by their parents and left to fend for themselves. Those 

who are rescued are often brought to Valholme and raised at the Bastion. 

Coming of Age 

Coming of age is different for all Faekyn, because each grows and matures differently. Faekyn 

claim the “Awakening” is when adulthood is achieved. During the Awakening, Faekyn children 

experience vivid dreams of what may be their Fae parent. After a week of these dreams, the 
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child experiences a surge of magic, coloring their eyes purple once again. This color drains from 

the eyes and spreads across the face, forming the recognizable mask all Faekyn have. At this 

point, the child is now considered an adult by other Faekyn. 

Marriage & Relationships 

Marriage is not really an institution in Faekyn culture. If a Faekyn desires to have something 

resembling marriage, they are expected to either create their own ceremony or use something 

from another culture. Relationships are fluid and follow the whims of the Faekyn involved. The 

institution of marriage between two Faekyn is respected as much as the parties involved desire 

it to be. Unless the couple sets them, most Faekyn marriages have no boundaries. A marriage 

between a Faekyn and a member of another mortal race is generally viewed by the community 

like a friendship with a dear pet. 

True Fae never marry their mortal partners. Most mortals who mate with a Fae may not realize 

who or what their partner is until a child is born. 

Childbirth 

Childbirth can vary depending on whether or not one is born of a True Fae or a mortal. True Fae 

carry the pregnancy to term within a month, since Fae do not tolerate being pregnant for long. 

When they give birth, the child is developed as any Faekyn infant born from a mortal race, if not 

more so. If the child is carried by a mortal parent, the gestation rate is slightly shorter than the 

normal time of pregnancy for that race. 

Among the Fae, there are no special ceremonies to celebrate the birth of a child. A True Fae 

parent may choose to keep the child with them, or return it to the mortal parent’s care upon its 

birth. 

All Faekyn are born with purple irises in their eyes, which fade away after a few months. The 

purple mask that covers their eyes appears at the cusp of adulthood. 

Death 

Upon permanent death, a Faekyn’s body is taken to a special preparatory room in Valholme, 

referred to as “The Undercroft of Glass.” The Undercroft serves as an entrance to the Faekyn 

catacombs. Once a dead body has reached the catacombs, a special team of Faekyn works its 

craft to prepare the body for interment. 

A Faekyn’s body decays half as slowly as the body of its mortal parent’s race. With this in mind, 

careful steps are taken to restore the body to be as beautiful and decadent as possible. If limbs 

were lost, decorative prosthetics are created from clay or wood. Internal organs are removed 

and disposed of, and salves are applied to the skin to preserve the body. 

During the process of restoring the body, Faekyn above ground make plans for a celebration to 

remember the deceased. In addition, glassmakers in Valholme begin fashioning a special glass 

case. This case further preserves the body and makes an excellent window for viewing of the 

corpse. 

When the body, glass case, and celebration preparations are complete, the day of the funeral 

arrives. Friends and relatives are invited down to The Undercroft of Glass to view the deceased. 
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After the viewing, a part starts in remembrance of the dead. This party may last for hours. When 

the celebration ends, the case is moved to its final resting place in the catacombs. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Most Faekyn craftsmen choose to put their effort into producing beautiful and magical items. In 

fact, it is in the very nature of Faekyn to produce as many magical items as possible. No craft is 

looked down upon by the Faekyn, so long as it is preformed expertly and the end result is 

aesthetically pleasing. Many crafts created by the Faekyn involve collaboration between 

individuals. This ensures no part of the process becomes too tedious. An elaborate garment 

produced by a Faekyn may have been made by twenty individuals each working on a different 

section. 

Faekyn learn a variety of trades, although most choose one aspect of a trade as their primary 

focus. Rather than learning how to create an entire sword, one Faekyn may learn how to create 

the best possible hilt, and combine that expertise with other Faekyn in order to make an entire 

sword. 

A particular facet of trade in Valholme is glass-making. Intricate stained glass can be found in 

public buildings, and even most houses have at least one stained glass window. Broken bits of 

glass are mixed in with masonry and brickwork to give the whole city a sparking aesthetic. 

Religion 

Belief in their own superiority and the superiority of their Fae ancestors leaves little room in a 

Faekyn’s life for homage to any deity. Within Valholme, there are small shrines to each Paragon 

. Most Faekyn make no great effort to please any of the individual deities, nor do they go out of 

their way to displease them. Their focus is too consumed with their dreams and ambitions. 

Military 

Faekyn are fickle and do not have a standing military. However, when threatened, they hire 

mercenaries or use their magical personalities to charm other races to fight their battles instead. 

Faekyn rulers, from time to time, have had contingents of guards led by Knights. These Knights 

are sworn to obey only the Lord or Lady, never leaving their side for any reason. Knights are 

typically appointed during times of severe strife, or when the Lord or Lady feels vulnerable. 

Laws & Ethics 

There are two situations that result in 

immediate retaliation from Faekyn. The first 

relates to the protection of their sacred sites. 

Violating the sanctity of the Bastion, the 

Congress, the Foundation, or The Undercroft of 

Glass, may result in immediate death, 

depending on the severity of the violation. 

Secondly, enslaving Faekyn or Fae ends in 

unchecked retribution. Faekyn are known for 

their creativity of method in merciless execution 
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when punishing offenders. Like everything else in their life, punishment is up to the mood of the 

Faekyn involved. 

Codes of behavior vary greatly among Faekyn because of their mixed parentage and home. 

Faekyn who grow up in different racial cultures usually follow the codes of those cultures. Those 

who live closer to their Fae ancestors or align themselves with one of the Coteries follow 

different codes. 

Every positive story and happy tale that is mentioned of the Fae is from the Seelie Coterie. 

However, this does not mean they are all good creatures. They seek to guide and inspire 

mortals, but their reasons are not always revealed. 

• Honest in all things 

• Defend love at all costs 

• Find the beauty in everything 

• Your word is your oath, it must be upheld 

• If a debt must be paid, then you must pay it 

• Let honor preserve you and keep your spirit pure 

Where the Seelie seek to inspire, the Unseelie seek to sow chaos, fear, and doubt. Master 

manipulators and tyrants, the Unseelie are one of the reasons why most beings fear the Fae. 

• Tradition is a cage 

• Chaos brought us life, and we return the blessing 

• Defend your passion and slaughter those who threaten it • Accept the horror of life 

• Honor is the chain that binds 

• Give so that others may hold a debt 

The Nameless Coterie, or Neutral Fae, oppose being controlled. They seek a Utopian existence 

between the two Coteries. They believe a choice is one’s own, and freedom is truth that cannot 

be taken from you. The Nameless Coterie is considered neutral between the two sides. All 

those who don’t align with one side fall into this category, though they may not refer to 

themselves as the Nameless Coterie.   

Politics 

Valholme is ruled by a standing Faekyn Lord or Lady. Each Lord or Lady has a number of 

guards in service who are responsible for various tasks from local defense to trade and 

commerce. The Lord or Lady is selected by the previous ruler, when named as their heir to the 

title. It is not normally bloodline related, but usually a trusted Councilor, friend, or colleague. In 

fact, there are rumors that some inherit the title through deals brokered through the years, or as 

a bargaining chip. 

The Lord or Lady of Valholme relies on a Council of Commoners to oversee matters of local law 

and punishment. The Council is composed of nine elected representatives from among the 

Faekyn. Those who have specific training in legal matters are highly sought after; however, the 

Councilors come from a variety of backgrounds. Three Councilors are Seelie-sided, three are 

Unseelie-sided, and three are of the Nameless Coterie. Councilors serve five-year terms, 

although they can be re-elected an unlimited number of times. 
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Notable Celebrations 

Whereas most races have local myths and traditions involving a Blood Moon, Faekyn celebrate 

this time as when The Veil is visible to the naked eye. This is due to the full moon having a dark 

red coloring during a lunar eclipse, giving it an eerie aesthetic. While lunar eclipses are 

somewhat common, the addition of a full moon is rarer, making this celebration seem random to 

other races and unannounced. 

The day leading up to the Blood Moon, the Faekyn and citizens of Valholme prepare the city for 

what seems like a large celebration. Flowers are displayed, torches and candles are placed 

everywhere, and everything is cleaned thoroughly. An eerie silence falls over the city leading up 

to sundown, as citizens prepare for the night of partying. As soon as the sun sets, the city 

explodes into a blur of dancing, feasting, and general jubilation. The streets fill with parades, 

dance parties, random feasts, and anything else that would cause a commotion. 

During this time of intense partying, True Fae are welcome to join their mortal kin, celebrating 

freedom and heritage. Oftentimes, Carnival-goers will catch glimpses of Arch-Fae, Satyrs, and 

any kind of True Fae that decides to have a good time. Many Faekyn and True Fae also use 

this time of distraction to make political plans, have discreet meetings, and trade information.  
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Dragonkyn 
GUIDELINES FOR ROLEPLAYING A DRAGONKYN 

  

Dragonkyn are a long-lived race, 

believed to be descended from the 

great dragons of legend. They are 

extremely  well attuned to the 

Elemental Planes. When hatched, a 

Dragonkyn shows an affinity to a 

single element (flame, ice, stone, or 

lightning), made obvious by their 

coloration and attitude. Dragonkyn 

are an extremely possessive people 

who feel an uncontrollable need to 

hoard their wealth. A Dragonkyn’s 

wealth often includes coin, jewelry, 

gems, and other treasures. They 

normally know exactly how much 

wealth  

they have and where all of it is 

located. It is widely rumored that 

they sleep on their piles of wealth. 

A Dragonkyn’s personality is often related to the elemental affinity they possess. Those with an 

affinity for fire may be short-tempered and volatile, but always passionate; those with an affinity 

for stone may be slower to anger, but are known for their stubbornness and ability to hold a 

grudge. Dragonkyn attuned to water or ice tend to be more adaptable and carefree, but with 

patience and dedication will eventually get what they want. Those connected to the Plane of Air 

seem almost ethereal, constantly thinking and distracted, but can quickly shift their moods to 

that of a violent tempest in an instant. Dragonkyn of opposing elements may have personalities 

that are very different, and this can cause internal clashes. Those who share elemental affinities 

or personalities often group together. Dragonkyn can be found living in caves, tree houses, or 

homes built into the hillside; they try to build their communities into the natural environment, 

rather than working against it. 

The most commonly known personality quirk of the Dragonkyn is their extreme nature of 

possessiveness. These possessive feelings are for objects that hold meaning to the Dragonkyn, 

but often extend to their mate and offspring as well. The feeling of ownership is comforting and 

a Dragonkyn may sleep better atop their pile of wealth, particularly coin and rare stones. 

Dragonkyn hoard items that are intrinsically rare or unique, regardless of their own personal 

tastes. The intricate detail of a shell found on the beach, a book beloved as a child, or a strange 

knot of wood from a tree can hold equal significance in the eyes of a Dragonkyn. 
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Dragonkyn are particularly proud of their own bodies. Many attempt to find time each day for 

personal grooming since polished scales are preferred over dull ones. They become rather 

irritable when it is time to shed their skin, as the opacity of the outer layer can hide the beauty of 

the scales beneath. Some Dragonkyn choose to flaunt their hoards by adhering bits of it to their 

scales. It is very taboo to decorate one’s scales with cheap imitations of wealth, such as painted 

glass that resembles gems, or pyrite instead of gold. 

Lineage is a very important possession, and those who do not know their origins are looked 

down upon by Dragonkyn. It is important for each Dragonkyn to know the exploits and 

accomplishments of their ancestry. 

It is expected of Dragonkyn to respect their lineage and make every attempt to avoid looking 

weak in the eyes of their peers. Most Dragonkyn have a dignity and respect for themselves 

which is hard for those of other races to comprehend. Outsiders may view Dragonkyn as 

prideful. However, Dragonkyn have been raised to value themselves, their skills, and their 

lineage as possessions even more valuable than their hoards. 

GENERAL FACTS ABOUT DRAGONKYN 

Lifespan 

The average lifespan of a Dragonkyn is five hundred years. Childhood lasts twenty-five years, 

after which Dragonkyn form their own treasure hoards and live independently. 

Locations on Valara 

Dragonkyn communities take up residence in the undeveloped, natural areas of Valara. They 

build their residences around the natural structures of the environment and do their best to 

reduce the impact of their presence on the land. Some make tree houses or use natural caves 

as homes. While Dragonkyn can survive in harsh climates, they prefer environments that 

support prey and livestock. 

There are four major Dragonkyn cities: Vodahsh, Pozeph, Tahth, and Jahdrosh. Each one is 

related to one of the four Elemental Planes. These cities are purposefully spread as far apart as 

possible in order to discourage the bloody civil wars that were at one point typical for Dragonkyn 

society.   

The Water city of Vodahsh (VO-da-AHsh) is built within a western-facing cliff along the ocean. 

Vodahsh Dragonkyn raise goats and collect fish as their primary food sources. Shells are prized 

throughout Vodahsh, and are often used in offerings of worship to the Dragon Vodahsh. When 

Dragonkyn of other elemental affinities are born in or visit this city, they are welcomed, as long 

as their tempers do not get the best of them. 

Pozeph (Poh-ZEFF), the city of Fire, is located on the eastern-facing slope of a large crater. The 

crater itself is mostly desolate and without vegetation, but is surrounded by lush grasslands and 

a variety of animals. Pozeph mainly exports hides and charcoal from their hunting. Other 

Dragonkyn, mainly those of the Waterborn, normally feel uncomfortable and ostracized in 

Pozeph, as its people are much more straight-forward and sometimes flippant.  

Tahth (Te-ahth), the Air city, is built within a long and winding canyon. Much of the city is built 

within the walls of the canyon, with the agriculture kept on the plateau above. The canyon floor 

is protected by a large river flowing below the city, keeping them protected from most attacks. 
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No other Dragonkyn city boasts such unique and elaborate carvings as Tahth, for several long 

sections of canyon wall have been turned into awe-inspiring murals. The citizens of Tahth are 

quite inventive, rigging a system of pulleys and baskets to bring up water and supplies from the 

river below or the plateau above.  Many Tahth Dragonkyn keep birds of many types, often 

creating games and competitions with them. Stone Dragonkyn in particular find this city very 

uncomfortable, because the many bridges and open walkways that connect parts of the city 

seem hazardous at best. 

The Stone city of Jahdrosh (Je-ahDROSH) lies in the southernmost foothills of the longest 

mountain range in Valara. The city itself is tucked neatly into en elaborate system of limestone 

caves. Jahdrosh is the largest of the Dragonkyn cities and the most accepting of other breeds 

and races. Jahdrosh boasts the largest library of Dragonkyn history, known as the Hearth. 

Dragonkyn scholars, especially those of Stone, often spend years within this massive hoard of 

knowledge. Craftsmen all over Valara travel to Jahdrosh in hopes  

of making their fortune, as it is here that the largest bazaar on Valara is bustling with activity in 

all seasons, as the great caves keep the temperature suitable year-round. Jahdrosh is the prime 

location for most Dragonkyn celebrations, hosting more than any other city. 

Magic 

Dragonkyn do not normally use Essence magic, due to their overwhelming ties with the 

Elemental Planes. The majority rely on the healing properties of Wild magic instead. Those who 

primarily use Essence magic are seen as being not closely tied to their element. 

LIFE, CUSTOMS & TRADITIONS 

Names and Naming Traditions 

Male and female names are interchangeable for Dragonkyn. Air and Water Dragonkyn tend to 

use more fluid names, with softer syllables, while Stone and Fire Dragonkyn normally use 

shorter, harder consonants. Dragonkyn do not use surnames, and instead will use the 

Dragonkyn city they were raised in. Some Dragonkyn will use names derived from common 

words, or those of other races; these Dragonkyn usually were not raised in one of the major 

Dragonkyn cities. 

Garb 

Clothing is of little importance to a Dragonkyn. It is primarily used where modesty is required. 

What clothing they wear is normally ornate, but durable. Clothing tends to be made to match the 

scales of the owner, using similar shapes and curves as the individual Dragonkyn has. Clothing 

is usually dyed in complimentary colors, to add some contrast, but is sometimes of similar color 

to the Dragonkyn’s scales. 

Childhood 

The first year of a Dragonkyn’s life is spent entirely with their parents. After the first year, 

hatchlings are allowed to learn from the most proficient casters of Prime magic. Each hatchling, 

regardless if they’re destined to be a warrior, a scholar, or a craftsman, are taught a simple 

version of the fundamentals of Prime magic as well as the significance of their lineage. At this 

age, history is taught to the young Dragonkyn through stories, simple songs, and poems. 

Dragonkyn hatchlings are a curious lot and usually have many questions to occupy the adults. 



Valaran Culture Compendium – Second Edition  

74 
 

Much of childhood is filled with learning, including teachings in the basics of acrobatics, 

swimming, and martial abilities. Dragonkyn childhood lasts approximately twenty-five years, and 

by this time, a hatchling has already begun to collect things and has started their own hoard. 

Coming of Age 

Dragonkyn enter maturity when they reach twenty-five years old. Outward appearance does not 

change much, but the Dragonkyn starts to enter adulthood by learning to resist the element of 

their lineage. This shows that the Dragonkyn is strong enough to harness their element and 

redirect its power. Once the young adult has managed to resist the element, a large celebration 

called Dyth Dovath is held. 

On Dyth Dovath, the young Dragonkyn is expected to exhibit their prowess at resisting an 

element. Those who show greater aptitude in resisting their element are held in high regard 

among their peers. These Dragonkyn receive gifts for their excellence, and those who cannot 

live up to their expectations are looked down upon. On this day, Dragonkyn are also given a 

special gift from their parents. This gift may vary in composition, but it is always a history of the 

childhood of the individual being celebrated. It typically contains their egg tooth from infancy and 

usually contains an item of significant value from both of the parents’ hoards. It is expected that 

these items will remain within the hoard for the Dragonkyn’s entire lifetime.   

Marriage & Relationships 

Dragonkyn relationships are unique. Two Dragonkyn may live or work together for years before 

the day when both Dragonkyn simultaneously realize that they are life mates. This moment is 

called “vonath laska” or pairing ceremony. There is a specific physiological process where two 

Dragonkyn who mutually respect each other begin to have the same scent, and when one’s 

scent perfectly matches another, it sets off a particular emotional reaction in their mind. Some 

Dragonkyn celebrate this moment with a large feast and games of skill. 

Dragonkyn mate for life. There are no exceptions to this rule within Dragonkyn society. A life 

mate is considered part of one’s hoard and is valued and protected. When a life mate dies, the 

remaining mate never chooses another. Dragonkyn do not mate or marry outside of their 

species, and are not fertile until their life mates have been chosen. 

Childbirth 

A pregnant Dragonkyn female may carry one to three eggs for a span of sixty days before she 

lays them in a sand or dirt pit, normally prepared by the male parent. A Dragonkyn normally lays 

three clutches of eggs in their lifetime. The leathery, sphere-shaped eggs are gently covered 

with warm layers of sediment. The gestation of eggs from laying to hatching is normally thirteen 

to seventeen months, depending on temperature and humidity conditions. During the incubation 

of the eggs, one parent is always present at the nest, while the other spends time acquiring food 

or working within the community. The parent who is not guarding the nest is unlikely to 

undertake much travel during this time, preferring to stay nearby. 

Dragonkyn offspring hatch within one hour of each other, in the month of their Element (March-

Air, June-Fire, September-Stone, December-Ice).  Hatchlings that are physically powerful 

enough to push themselves out of their egg and through the layers of sand or dirt above it are 

considered strong and are thus worth raising to adulthood. Dragonkyn parents never try to 
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unearth a hatchling that is too weak to do it themselves. Being too weak to dig up through the 

sediment is a sign of fragility and lack of willpower. Usually one hatchling survives in a clutch. 

Hatchlings retain an “egg tooth,” a small white horn on the end of their nose which falls off 

during the first year of their life. This tooth is saved and presented at the Dyth Dovath ceremony. 

During their first year, the two parents are exceptionally protective of the hatchlings and will not 

leave their side. Hatchlings are born very precocious and well-developed. They are able to 

stand hours after birth and can learn to communicate verbally within the first week after birth. 

Though Dragonkyn may have different elemental affinities than their parents, a clutch is always 

composed of one type of Dragonkyn. 

Death 

The death of a Dragonkyn is not something that is taken lightly. Death ceremonies last longer 

than most other Dragonkyn ceremonies. The first week after a Dragonkyn dies is a time of 

respectful silence and grieving. The deceased’s hoard is gathered around the body to act as a 

comfort for the departing vitae. At the end of this week, all members of the community gather 

one evening, and each Dragonkyn shares a story of the departed. This can be done through 

song, storytelling, dance, or even a piece of theatrical performance. Afterward, all members of 

the community are invited to come forward and take an item from the deceased’s hoard in order 

to remember them and carry on their lineage. If the departed had a mate, the mate chooses 

their piece first; this is followed by the children, parents, and other relatives. When the hoard is 

fully distributed, the body is dealt with in whichever manner the community dictates. Examples 

include being buried, burnt on a pyre, or even sent out to sea. Dragonkyn may even request a 

particular treatment of their body before they die. 

SOCIETY & ITS ORGANIZATION 

Crafts and Trades 

Dragonkyn often have an artistic talent, which can lend to the sharing of their lineage. As their 

scaled hands are not the most conducive to crafts that involve working with fine materials, they 

lean toward art that involves an intermediary tool, such as a brush or chisel. 

One of the major crafting skills of the Dragonkyn is stone masonry. All of their cities display a 

large amount of carved images integrated into the natural shape and flow of the rock. The most 

skillful of stone carvers even use their own claws to add fine detail to a finished sculpture. 

Lineage is very important to Dragonkyn. Because of this, historians, archivists, and bards are 

common professions. 

Dragonkyn must have a sustainable source of food, and the most popular food source for 

Dragonkyn is goats. Providing meat, leather, milk, and cheese, goats are well adapted to living 

in some of the rockier and hazardous areas the Dragonkyn prefer. In times of famine, 

Dragonkyn can live off of their hoard, consuming metal and gems. This is not preferred, but it is 

a last resort. 

Other areas of crafting differ depending on the city and area. It is said that the Dragonkyn of 

Vodahsh are actually quite accomplished at making unique armor from the massive scales of 

local fish. Dragonkyn of Pozeph produce several varieties of fine charcoal. Tahth Dragonkyn 
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create specialized equipment for moving goods up and down sheer cliff faces. Lastly, 

Dragonkyn of Jahdrosh export several varieties of games and puzzles. 

Religion 

Dragonkyn religion permeates their society. Known as the Harmony of the Four, the religion 

worships the original four Dragons who founded Valara. Each Dragon represents a primary 

Element, and the Dragonkyn capital cities are each named after on of these Dragons: Tahth of 

the Air, Pozeph of the Fire, Vohdash of the Water, and Jahdrosh of the Stone. Worship of these 

Dragon deities is highlighted every year during the Nest Festival. 

Individual worship of these four Dragons differs. Tahth is honored with birdsong and prayer. 

Pozeph with incense and fire-walking. Vohdash inspires offerings of fresh fish and varying blood 

rituals, as blood is the water of life. Jahdrosh is honored in meditation and in stone carvings. 

Every Dragonkyn takes time during their worship to acknowledge the opposing element’s 

Dragon, for most remember the time of the Wars, when the current peace was not the norm. 

Military 

Dragonkyn are grouped together at a young age into Clutches. Clutches are composed of seven 

to ten individuals, closely related in age. Clutches are put through physical and mental 

challenges that encourage teamwork in order to succeed. As Dragonkyn grow older, Clutches 

begin to function like warbands. Each member of the Clutch fills a role based on their specific 

skills allowing the warband to move as one unit. While Dragonkyn warbands in combat can be 

very efficient during quick battles, Dargonkyn do not have large armies for large scale battles. 

Dragonkyn are harder to control in large groups due to their proud natures. Each warband 

usually has a specific task during battle. One may be sent to break a line, while another is sent 

to rain down destruction from a distance. 

Dragonkyn warbands do not segregate by gender, but are segregated by age. No individuals 

who have been mated are allowed to remain in warbands due to the likelihood of being killed 

and leaving behind a widow(er) or infant. Paired Dragonkyn are only allowed into warbands 

during dire situations. If several members leave a warband due to pairing, the small warband 

may combine with another small warband. Each warband has a leader called a Draken. If a 

warband is unable to mutually decide on a Draken, then the Conclave appoints one for them.   

Laws & Ethics 

Dragonkyn honor the laws of the Kingdom they live in, but carry out separate punishments 

within their own community. For instance, if a Dragonkyn steals from a hoard and is caught, the 

thief is brought before the local Conclave. If the thief is found guilty and does not repent, they 

are sentenced to a punishment known as “scaling.” This procedure is a public affair and is 

always carried out by a member of the Conclave. The thief is brought before the public and 

placed in stocks. A heated brand is prepared while the thief’s crimes are recited in public. A 

Conclave member then rips a scale from the criminal, and uses the brand to cauterize the spot, 

creating a permanent spot where a scale no longer grows. The scale is then etched with the 

name of the criminal and displayed to the community as a reminder of the crime. 

The most hated crime among Dragonkyn is the murder of another Dragonkyn. When one is 

found guilty of murder, the punishment is always permanent death. The only exceptions to this 

rule are the killing of an enemy during times of war, and self defense. 
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Politics 

Each community of Dragonkyn has 

a ruling Conclave comprised of up 

to four individuals, similar to the 

original four Dragons. This Conclave 

includes the eldest paired couple, 

the eldest unpaired female, and the 

eldest unpaired male in the 

community. The Conclave is also 

normally accompanied by a member 

from the Harmony of the Four, the 

major Dragonkyn religion. This 

religious adviser is not an official 

voting member of the Conclave, but 

offers guidance and opinions when 

requested. 

Once a year, a representative of 

each local Conclave travels to 

Jahdrosh for a meeting known as 

the Great Conclave. Each of these 

yearly meetings are thoroughly 

recorded and stored in the Hearth. 

Notable Celebrations 

Worship of the Dragon deities is highlighted every year during the Nest Festival, which occurs in 

the middle of November and celebrates the lineage and culture of the Dragonkyn. This festival 

features a theatrical retelling of the story of The Small One with a resolution in which the Four 

free the Small One and demolish the Strangers. Each major city is featured as well as its patron 

Dragon. 

Dragonkyn families and friends gather around the stages that are set up in each major 

Dragonkyn city and make a night of watching the performance. Leading up to the large 

performance, many vendors sell special treats and unique items related to the event. This 

includes element-inspired desserts, face painting, street food and more. Other rac- 

es are welcome to learn of the tales and are encouraged to tour the city they are visiting. This 

night is great for the local economy, as well as the pride of Dragonkyn.  
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Florakyn 
GUIDELINES FOR ROLEPLAYING A FLORAKYN 

 

There are countless tales, myths, and 

legends, of how Florakyn came to be, but 

the most reoccurring story is the coupling 

of Valaran Nature Spirits with mortals. 

Florakyn believe that the beliefs 

surrounding their true beginning are 

private, and they do not share or discuss 

them. Regardless of their origins, Florakyn 

are magical beings who are one with 

nature, and they hold it in high reverence. 

Most Florakyn prefer to live in small 

communities deep in the wild and untamed 

forests of Valara. Many act as guardians of 

these forests, while others adventure out 

in Valara to explore. Most find large 

settlements and cities crowded and 

uncomfortable after a time, and they 

generally stay in the outskirts of these 

places unless business requires otherwise. 

They are friendly and cooperative, and 

they keep to themselves unless provoked. 

Florakyn fear the selfish and destructive 

nature of other races. They staunchly 

defend the forests of Valara, and voice 

their opinions to those who blatantly 

disregard the community. 

A Florakyn values the Valaran world around them very highly. Everything they do has a 

reverence and respect for the natural materials they use. They are not impulsive, and it may 

take one several weeks to carefully gather materials for a project. Florakyn almost never have 

self-serving thoughts, and they commonly express their opinions to those who have a sense of 

greed or entitlement. Florakyn believe contributing to the community benefits everyone as a 

whole, which sometimes clashes with other cultures’ goals. There is also a subrace of Florakyn, 

called Sporakyn. Sporakyn differ from the majority of Florakyn in several ways. Instead of 

flowers, Sporakyn are covered in a considerable amount of mushrooms, fungus, and / or have a 

large mushroom cap. Sporakyn have roots or vine-like structures. 

Sporakyn tend to be much more recluse and even more mild-mannered. They have much 

smaller communities, and do not associate with other civilizations unless absolutely necessary. 

They avoid direct sunlight, but are not afraid of it.   
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GENERAL FACTS ABOUT FLORAKYN 

Lifespan 

The average natural lifespan of a Florakyn is four hundred years. Florakyn mature into adults 

around age fifty. 

Sporakyn live shorter than the average Florakyn, living about two hundred years. 

Locations on Valara 

Florakyn communities splinter off when they start to see that the population is outgrowing their 

natural resources. As a result, Florakyn have adapted to be able to live in many different 

ecosystems including deserts and frigid tundra. Florakyn who live in these areas are more like 

cactus or lichen with less vines and leaves overall. 

Outsiders are unlikely to find Florakyn villages, unless led to them. Without the need for 

buildings or mundane equipment, it can be difficult to distinguish a village from a clearing in a 

forest. Those lucky few who are invited into a Florakyn village may not easily find their way 

back, as the location can slowly shift over time to take advantage of changing soil nutrients. 

Sporakyn often find a nice damp cave in which to make a home. While it is not unheard of to 

have Sporakyn living in the open forest, they prefer a dense canopy that blocks the majority of 

sunlight, or swampy areas.  

Magic 

Florakyn feel a great affinity with Wild magic as it meshes well with their defensive and 

protective nature. Essence magic has always been a great boon, as it helps keep them 

flourishing. To the Florakyn, undead are seen as completely against the natural cycle of Valara. 

They take an aggressive stance against undead creatures, and destroy them as quickly as 

possible. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

The personality of each Florakyn is as varied as the plants they nurture. Florakyn are usually 

given names based on their physical attributes. Male Florakyn tend to be named more for trees 

than for flowers. Florakyn do not use surnames, like some other races, Florakyn refer to their 

city or region when introducing themselves. 

Garb 

Florakyn prefer comfortable and practical loose fitting clothing, if they wear any at all. Most are 

comfortable in their natural appearance without clothing, because they are covered with flowers 

and leaves. However, over time, Florakyn have chosen to wear loose fitting clothing as 

decoration, mimicking the cultures they interact with. 

Childhood 

A band of Florakyn adults, known as a Tassel, are responsible for the care of newly sprouted 

infants. These Florakyn share a home and devote their entire purpose to raising Sprouts. It is a 

completely voluntary institution, and is dissolved once a group of Sprouts has reached 
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adulthood. Groupings of this sort are simply a means to provide children with caring guardians 

while they grow. These individuals spend great amounts of time collecting nectar for the young 

ones. Any adult Florakyn with flowers is expected to share nectar from their flowers to add to 

the collective pot for the Sprouts. 

Florakyn children spend a lot of time learning how to live in harmony with the world around 

them. Their physical characteristics and personalities commonly determine their names, which 

are given by the Florakyn who care for them. 

Sporakyn children tend to follow and mimic the first adult Sporakyn they see, and quickly learn 

to fend for themselves. 

Coming of Age 

Sprouts retain a protective pod on their back for several years. As a young Florakyn grows, the 

pod becomes smaller in relation to their body. Eventually it is so small that it simply falls off at its 

final connection point near the shoulder blades. This usually occurs around the age of fifty. 

When the pod drops off, a Florakyn is considered to be an adult and may change their name if 

they wish. Most keep the name given to them as a child. 

Young adult Florakyn often go on journeys to visit other Florakyn communities and learn from 

them. Bags are packed with a month’s worth of supplies and they are provided with a hand-

drawn map of the local area. The Florakyn are sent with gifts for other communities that are 

used to pay for lodging and tutelage in various skills. When they return,  

a celebration is held and the young adults are encouraged to demonstrate the new skills they 

learned during their journey. 

Marriage & Relationships 

There is no true organized marriage in Florakyn culture. If there is a question about a 

relationship, the Obai are consulted, but this is rare. Relationships are fluid and follow the 

feelings of the Florakyn. Community is so important that it often bleeds into their relationships, 

and polyamorous relationships are common. 

Childbirth 

Pregnancy lasts a single growing season before a female Florakyn produces a palm-sized seed. 

This seed is then planted for about ten months in the birthing Grove. The Groves are tended by 

gardeners, known as Servants of the Mother, who ensure soil conditions are perfect. The 

gardeners double as religious leaders in the community. 

Seeds only sprout during non-winter months, which mean some seeds may be in the ground for 

more than a year. When the sprout finally makes its way up through the dirt, a small pod begins 

to grow. Only Florakyn seem to truly know when the pod is ready to be picked. Once the pod is 

picked, it begins to open and reveal an infant Florakyn within. The pod remains attached to the 

child’s back as they grow, providing protection against bumps or small injuries as the Florakyn 

learns to walk. 

Florakyn children, called “Sprouts,” are cultivated and grown like any other plant. Multiple 

children often sprout at the same time, although this number is highly dependent on the weather 

and season. 
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Sporakyn are slightly different. When a Sporakyn decides to create an offspring, they remove 

part of their body, and plant it in a decomposing log or very rich and damp soil. The nutrients 

and conditions must be perfect for this to be successful, which keeps Sporakyn from spawning 

infinitely.   

Death 

When a Florakyn dies, the body is respectfully prepared and buried in the community’s Grove to 

provide nutrients and strength to future generations. Most prefer to be buried in the Grove from 

which they sprouted. The death ceremony has two parts: firstly, part is for the community to say 

goodbye and celebrate the deceased. The second part is performed quietly by the Servants of 

the Mother, asking the blessing of Anima as the deceased is returned to Valara. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Florakyn are experts at manipulating natural fibers 

into different products. An Apprentice may start by 

weaving simple reed or grass baskets. As the 

craftsmen gains more skill, he or she moves to finer 

forms of weaving. Florakyn produce fabric from 

cotton and hemp, and cultivate silkworms for the 

delicate fibers they create. Some of the strongest 

rope in Valara is crafted by the nimble fingers of the 

Florakyn. 

Additionally, they are instinctive farmers, gardeners, 

and arborists. They hardly ever need to trade for 

food. They produce not only enough for themselves, 

but enough to trade for any goods they may require 

from outside sources. Many Florakyn are skilled in 

herbal ingredients and remedies, using Valara’s 

natural gifts to benefit those around them. 

Many Florakyn spend their free time working with 

honey bees. They go out of their way to find or 

create suitable homes where honey bees can build 

their hives. Florakyn cultivate gardens close to wild 

hives to help pollinate their crops. Excess comb from 

these hives is removed periodically for Florakyn to 

harvest honey and wax in order to create ceremonial 

candles, honey nectar for Sprouts, and a weak but 

delicious mead called Amber. 

Religion 

Anima is the deity most commonly worshiped by Florakyn. There is a small shrine to Anima in 

even the most modest of Florakyn villages. There is always at least one, and usually several, 

who take up the mantle to become a “Servant of the Mother.” It is they who ask for Anima’s 
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blessing for the birthing Grove on behalf of the community, and they who share the closest 

relationship to the natural world around them. 

Military 

In general, Florakyn have no organized military and they are opposed to war and needless 

violence. Largely pacifistic, they focus on defending themselves and preserving their Groves. 

Due to how delicate sprouts are, Florakyn defend their children ferociously. Grove Guardians 

are the last line of defense against attacks, while others use their skills in any way possible to 

draw the attack away from the villages and Groves. 

Florakyn are naturally adept at blending into their surroundings, and they use this to their 

advantage when fighting off monsters or attackers. Attackers find themselves at a disadvantage 

when fighting against Florakyn in their natural surroundings. Florakyn prefer stealth and 

cunning, leading them to develop guerrilla warfare tactics, which panic and scare off intruders 

rather than kill them. 

Florakyn avoid war as much as possible. They do not join sides, and remain neutral through the 

duration of war, unless a Florakyn forest or community is jeopardized.  

During these times, Florakyn are fierce in protecting their home and do almost anything to try 

and succeed. 

Select groups of Florakyn, known as Grove  

Guardians, are trained in the defense of the Groves. These groups excel in martial skills and are 

the last line of defense against attack. In times of conflict, Grove Guardians hold their positions 

at the Grove, defending, and do not leave the Grove for any reason. 

Laws & Ethics 

There is a general community understanding of “Do no harm to others.” There are no 

predetermined punishments if someone is to break this rule. There is sufficient community 

pressure to keep the code, or quell repeated transgressions. 

The only crime which merits swift and merciless punishment is the raising of undead. A Florakyn 

who raises undead or sommits similar acts is considered forsaken and corrupted. This Florakyn 

is no longer considered a child of Valara and is bound and wrapped in a black cloth from head 

to toe. They are secured to a tree in the center of the village for an entire day as an example to 

all other Florakyn. After the day has passed, the Obai leads the community in burning the 

Florakyn alive. The ashes are left to be spread by the wind, making sure to not allow them to 

settle within the Grove. This serves to remove the forsaken Florakyn from the community, 

preventing corruption of the Grove. 

Politics 

In each Florakyn community, the oldest member is considered the de facto leader. These 

leaders are referred to as Obai. The Obai’s role is to organize the community and make the 

decisions that affect the community as a whole. They teach the Sprouts how to read and write to 

help send messages to other communities. It is expected that most issues between two 

Florakyn should be resolved without the assistance of an Obai, however. The Obai should only 

be consulted if no agreement can be reached independently. 
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When dealing with other cultures and merchants, Florakyn who travel have the most contact 

with outsiders. To a limited degree, these Florakyn are autonomous in making decisions and 

may consult with the Obai before making any large promises or agreements. If the leader or 

representative of a group wishes to speak directly with the Obai of a Florakyn community, the 

Obai travels outside the village in the company of several older members of the community to 

conduct the meeting. Florakyn value hospitality and guests are always treated well. 

Within the Florakyn society, there is a group called The Circle of Ivy. Florakyn who belong to 

The Circle of Ivy have a different world view than their more peaceful brethren. They share 

many of the same attributes, but they do not take the same approach to those who threaten 

Valara. Aggressive and violent, members of the Circle of Ivy band together in small groups to 

raid the villages, towns, and cities of those they believe are corrupting the balance of nature. If 

they are successful, The Circle remove the inhabitants of reclaimed areas completely, killing 

them if required. 

Once an area has been reclaimed, The Circle of Ivy plants seeds to spur local plant growth. 

They will destroy or burn down buildings and infrastructure to provide ash and nutrients for the 

soil. 

The Circle of Ivy has two rules that members vow to uphold: never produce children, and always 

consider the needs of Valara before their own. Children are a burden to groups with limited 

supplies, who need to move quickly. 

When interacting with regular Florakyn society, there is usually very little tension between the 

two groups. The Circle of Ivy receives supplies from Florakyn villages often, as well as recruits. 

While The Circle’s tactics are looked down upon, many Florakyn support their ideals. 

To avoid detection, The Circle of Ivy rarely gathers together as a whole group. Members of 

smaller groups simply move between groups for communication, or use secret methods to send 

messages. This practice ensures that even if some members are captured or killed, The Circle 

of Ivy lives on and can never be fully extinguished. 

Notable Celebrations 

The longest day of the year, also known as the Summer Solstice, is celebrated by Florakyn as 

The Day of the Sun. Many Florakyn villages and individuals celebrate this day by basking in the 

sun for the entire day, having small picnics. It is a very lighthearted day, and though most 

Florakyn still work and farm during the celebrations, they seem happier and less focused on the 

task. There is no large party or feast, but most Florakyn put aside differences and share a meal 

with any neighbor they choose. This day is celebrated as a time of community and peace.  
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Feralkyn 
GUIDELINES FOR ROLEPLAYING A FERALKYN 

 

Feralkyn are a race of animalistic 

humanoids on Valara. They are as varied 

as the animal types from which they 

evolved. Feralkyn are not descended from 

magical or mythological creatures. Many 

Feralkyn consider their race to be a 

collection of separate Tribes, segregated by 

their heritage. There are several prominent 

Tribes: Rodent, Avian, Feline and Canine. 

While there are others, these are the 

largest and most dominant Feralkyn Tribes 

on Valara. 

The origins behind Feralkyn are a variety of 

myths, legends, and creation stories. No 

Feralkyn is certain about the true history of 

their evolution on Valara. Some believe 

their creation was the work of an ancient 

Fae known only as the Sculptor. This Fae 

created anthropomorphic clay figurines 

which were part animal and part human, 

and then brought them to life. Others 

believe they are simply a more enlightened 

version of their animal nature and the 

product of natural evolution.  

Among all the races of Valara, Feralkyn are 

among the most varied. Their behaviors 

and preferences are greatly influenced by the animal they most resemble. Some Feralkyn may 

also be born color-blind, and this is especially true among some of the Feline Feralkyn Tribes, 

which have a predominance of either red-green or blue-orange colorblindness.  

Unlike many of their animal ancestors, no Feralkyn sees only in monochromatic colors.  

Prey and predator types do not always interact very well together. However, they are not 

automatically antagonistic or mortal enemies.  

Some breeds of Feralkyn believe themselves to be highly sophisticated even if others don’t 

believe them to be. Other Feralkyn have no such qualms and acknowledge that they are less 

cultured than some of the more civilized races. Overall, Feralkyn are more inclined to support 

their own race before others.  
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GENERAL FACTS ABOUT FERALKYN 

Lifespan 

Feralkyn typically live between forty and sixty years, though some have been known to live as 

long as eighty years. 

Locations on Valara 

Feralkyn are found throughout Valara. Some Tribes have a settled home village — typically in 

seclusion and difficult to reach by non-Feralkyn — while others do not. Outsiders are welcome, 

but most rarely venture into Feralkyn villages because one finds the accommodations ill-suited 

to non-Feralkyn forms. For example, Avian Feralkyn maintain large eyries at the top of high 

mountain ranges, and the easiest way in or out is through a series of rope ladders.  

Some of the most well-known Feralkyn communities are the Feline Feralkyn city of Ryllria, 

home to the Felis Tribes, the Avian  

Feralkyn city of Sylvarth, home of the Paxaro Tribe, and the Avian Feralkyn city of Krome, home 

of many of the Kerme Tribes. A large concentration of Reptilian and Amphibian Feralkyn live in 

Handleton, and there are rumors of underground villages among the Bug Feralkyn, although 

these rumors can be neither confirmed nor denied.  

The best-known Aquatic Feralkyn city is the city of Agluentia. Many Aquatic Feralkyn describe 

the city as a paradise, though visitors may not agree. Other Aquatic Feralkyn settlements are 

small villages located in ideal fishing locations. 

Magic 

Most practitioners of magic among Feralkyn have an affinity for Wild or Essence magic. Many 

believe that Wild magic does the least harm to Valara. While they are in no way restricted in 

which schools they may study, practitioners of Wild magic are often accorded more respect than 

others. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Naming traditions should fit in line with the animalistic nature of the Feralkyn. This means no 

common “human” names such as Robert or Sarah. Names should typically be more exotic and 

natural sounding and fit with the specific culture of the Feralkyn Tribe. For example: Feline 

Feralkyn names should almost sound as if they can be rolled and trilled on the tongue, such as 

Raliana, Pirro, Hashti, and Sanaa. Avian Feralkyn names are based around a specific theme, 

such as names associated with gems, minerals, flowers and colors.  

Aquatic Feralkyn names are chosen by a community elder with little thought involved. It is not 

uncommon for the Aquatic Feralkyn to change their name as they travel to attempt to adjust to 

other societies. Among themselves, Aquatic Feralkyn don’t even use names, and some have 

been known to forget their original name completely. 
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Garb 

Most Feralkyn wear simplistic clothing made from natural fabrics and leathers. Their clothing 

can be highly colorful, especially among the Avian Feralkyn. Most Feralkyn avoid metal, 

preferring to use bone or wood buttons for closures. Armor worn among Feralkyn is typically 

made of leather, since metal can often catch and pull on fur and feathers.  

Feralkyn are also very comfortable in their own skin, though they recognize that many races 

value modesty. While they never appear completely naked in mixed company, Feralkyn can 

appear very immodestly dressed by some standards, especially in warm weather, because 

putting layers of clothes on over fur and feathers makes them extremely uncomfortable. When 

Feralkyn are among others of their kind, this imposed sense of modesty is greatly relaxed.  

Childhood 

The games Feralkyn play as children are lessons, often teaching basics in things such as 

tracking, hunting, or basic life skills. Wrestling games help Feralkyn constantly to improve their 

strength, while playing hide-andseek improves their ability at hiding. 

Feralkyn do not typically have a formal education. However, many Feralkyn practice an oral 

history, sharing stories through the ages of the Tribe’s accomplishments with the young and old 

alike. 

Coming of Age 

In most Feralkyn Tribes, children usually have an informal rite of passage to mark the transition 

to adulthood. This transition can occur as early as three-to-four years old and as late as fifteen-

to-sixteen years old. These rites of passage include everything from a simple ceremony to 

celebrate the child’s birthday to a more formalized task, such as retrieving a sacred object, 

spending several nights in contemplation at a solitary location, or sacrificing childhood 

mementos in a bonfire ceremony.  

Marriage & Relationships 

Feralkyn practice a variety of formal and informal marriage customs. Depending on the Feralkyn 

Tribe, mates are seen as everything from property to treasured loved ones who should be 

protected at all costs. Some Feralkyn form temporary marriages that last for the duration of 

raising children, while others mate for life to a single spouse or group of spouses.  

Childbirth 

Feralkyn often experience multiple births that are celebrated with either small private gatherings 

reserved for family or large gatherings in which the entire Tribe rejoices. In many cases, a 

special gift or blessing is either bestowed on the infant or the new family. 

Death 

Most Feralkyn cultures either do not have organized death rites and ceremonies or are very 

secretive regarding these rites. Feralkyn maintain simple beliefs that in death, their bodies are 

returned to Valara to continue nurturing the world. For many, this means being buried so that 

their bodies may nurture the land. Avian Feralkyn believe in being buried in special crypts 

carved into trees so that the departed’s spirit may fly free throughout Valara.  
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SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Craft skills vary among Feralkyn, but many are skilled in Smithing as a way to protect 

themselves. Feralkyn Tribes are known for artistic crafts such as weaving, glass working, 

making musical instruments, or even creating unique blends of tea. Feralkyn often find an outlet 

in crafts as a way of expression. Aquatic Feralkyn excel at water-based crafts, such as fishing, 

sailing, and boat building.  

In general, most Feralkyn have at least a few trades for which they are known. Training in 

specific trades ranges from rudimentary self-teaching to structured, guided apprenticeships. 

Tribes that are isolated or are considered more primitive often have rudimentary and unrefined 

training methods in comparison with other cultures and races. Most Feralkyn excel in nature-

themed trades, such as hunting, tracking, forestry, ranging/ scouting, gathering, herbalism, 

animal husbandry, or fishing. 

Many Feralkyn Tribes do not have an organized Guild system, primarily because they lack the 

sophistication to understand the need for one. Avian Feralkyn have a system of Guilds to benefit 

all Avian Feralkyn Tribes, and Feline Feralkyn have a system of apprenticeships to ensure that 

those who wish to learn a craft will find a teacher. Feralkyn who have remained closer to their 

animalistic side typically do not have an organized Guild. 

Feralkyn practice a system of barter and trade in exchange for the goods and services being 

sold. The concept of buying products with coin is not well understood, and many Feralkyn, 

especially those who have not traveled or lived among other races, are easy to deceive about 

the true value of coins. Feralkyn who have coins are more likely to melt them down for the base 

metal or string them and use them for jewelry.  

Aquatic Feralkyn and Feralkyn who are comfortable on or around water make excellent sailors 

and navigators. They often either join or create Fishing, Navigation, or Seafaring Guilds.  

Religion 

Feralkyn worship nature deities if a specific Tribe has not developed a set religion. For most, 

worship is primarily a matter of not bringing harm to Valara or to an aspect of Valara. 

Military 

If they have a settled area in which they live,  

Feralkyn will defend their lands. For those Tribes who do not have a settled village or town, or 

who have incorporated themselves into large cities inhabited by other races, there is no 

organized military system. 

Law & Punishment 

Laws are usually set by the leaders, rulers, or Alphas of a Tribe. Punishment varies depending 

on the seriousness of the crime and on the Tribe’s own views about what constitutes a crime.  
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Politics 

Feralkyn who maintain a pack or group structure are ruled by the simple concept: the strongest 

member leads the rest. While there may only be one leader, many Feralkyn will become 

advisors to assist the leader. Others may be historians, teachers, or community leaders. 

However, tribes are organized, ultimately, based on how they view themselves. Those who 

have embraced a more enlightened attitude are more likely to have an organized political 

structure than those who are still more in touch with their animalistic side. 

Aquatic Feralkyn are drawn to “lead by example” style leaders. As a result, the leader is usually 

the one who is viewed as whoever has accomplished the last great task. Elders in the 

community are treated with nearly equal amounts of respect, but are usually not seen in the 

same light as the current leader. 

Notable Celebrations 

Though it varies from pack to pack and tribe to tribe, most Feralkyn celebrate a version of the 

Feast of Flesh, a holiday to remember the ancestors and those who have passed. They honor 

their dead with a meat feast and tales of the departed. Because many Feralkyn are so short-

lived, this is a critical time also to recount the mistakes of others to ensure that they are not 

repeated.  
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Feline Feralkyn 
SOCIETY & ITS ORGANIZATION 

 

Most Feline Feralkyn worship a pantheon of 

seven spirits: Razak the Warrior, Pirro the 

Shaman, the Shrouded One, Ralina the Child,  

Sanaa the Mother, Kimone the Father and 

Ratgrar the Wise. It is said these seven were 

once Feline Feralkyn. Worshipers of the Seven 

believe them to now be different aspects of 

Valara, each representing the world in some 

way.  

Razak and the Shrouded One were said to 

come from the Panthera Tribes. Razak followed 

the Warrior’s path and helped unite the separate 

bands of nomadic Feline Feralkyn into the three 

Tribes that exist today. It is also said he trained 

the first Katashin warriors so others would 

benefit from his knowledge. The Shrouded One 

is believed to have been an acolyte to the 

Realm of Death, and it was the Shrouded One’s 

knowledge that introduced death Essence 

magic to the Tribes. The origins of the Shrouded 

One, including a name, are a mystery, although it is believed that those who seek Death’s 

embrace petition the Shrouded One.  

Sanaa and Pirro were said to come from the Jubatus Tribes. Sanaa the Mother is often depicted 

as a cheetah Feline Feralkyn and it is thought she practiced Healing and Essence magics. She 

trained the Healers and midwives of the Tribes, so all Feline Feralkyn would survive and 

prosper. Pirro the Shaman was a practitioner of Prime magic and an ardent student and follower 

of the Paragons of the Elemental Realms. He trained the Katashin in Prime magic so others 

would be able to learn this path. 

Ralina, Ratgrar and Kimone were said to have come from the Felis Tribes, although Kimone is 

believed to be part Felis and part Panthera. Ralina the Child is often depicted as a calico-

patterned Feline Feralkyn and is seen in poses that suggest play and youthfulness. Ralina is the 

guardian of children and the keeper of their dreams. Ratgrar the Wise is depicted as an all-black 

Feline Feralkyn with a white star upon his forehead. Ratgrar was a scholar and Artisan, and it is 

through him Feline Feralkyn developed a love of song and music. It is said Ratgrar’s voice was 

so exquisite, he would bring tears to the eyes of even the most hardened criminals and soften 

the hearts of the most stubborn of nobles.  

Kimone the Father is the mate of Sanaa the Mother. Through Sanaa, the idea of monarchy was 

created and passed down among the Tribes. Kimone and Sanaa were the first rulers before 

Feline Feralkyn split into separate Tribes. To ensure peaceful rulership, Sanaa declared that 

rulers must be siblings. The children of Kimone and Sanaa share all three tribal bloodlines and 
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were named rulers over the three Tribes when Kimone and Sanaa passed on. It is their 

descendants who have maintained the current lines of rule to this day.  

Feline Feralkyn maintain a Temple to the Seven in each of their villages or cities. The head of 

the Temple is called the Lumineer.  

Military 

The Panthera Tribes of Feline Feralkyn are typically more war-like, often invading their 

neighbor’s lands in the hopes of enlarging their own territories. Raids are often conducted over 

a perceived slight, such as not acknowledging a particular Tribe’s leaders with a gesture of 

respect. It is among some of the small Panthera Tribes where the practice of acquiring slaves 

first began. Captured enemies were sold or given as reparation to families who had lost 

members fighting in war.  

The Panthera Tribes routinely train and drill small warbands to ensure that their battle prowess 

is unmatched. To signal the start of a battle, kettles are beat upon, and large fires are lit so 

smoke signals can be seen by the enemy. Archers and spellcasters remain behind the front 

lines and aim for a “kill zone,” typically targeting an area where non-combatants dwell. This 

often serves to eradicate or severely injure non-combatants and demoralize the enemy.  

The Jubatus Tribes train small bands of skirmishers who excel in fast strikes against the enemy 

before retreating. Bands of skirmishers usually only consist of five members, but each member 

is trained to use a variety of thrown and ranged weapons, including poisons. They are skilled in 

slipping behind enemy lines undetected and using any means necessary to subdue their 

targets.  

The Felis Tribes train scouts who excel in tracking and hunting. Most members of the Felis 

Tribes prefer to use their smaller size for stealth and rarely rely on brute strength alone. They 

excel in magic, and many have no qualms about using Prime magic, especially offensively to 

warn off enemies.  

Law & Punishment 

Tribe comes first and foremost. Any crime made against the Tribe would be judged by the 

consortium and mated rulers. Their code is a simple one:  

• Honor family first; eldest child often assumes care of elderly parents 

• Do not share troubles with outsiders; keep it in the Tribe 

• Do not show emotion when dealing with outsiders; keep them guessing 

• Seek training within the Tribes first, but there is no shame in finding teachers among 

outsiders 

• Actions should not bring shame to the Tribe, and these actions include mating with a 

non-furred race or stealing from the Tribe 

Politics 

The three major Feline Feralkyn Tribes, Jubatus, Panthera, and Felis, practice monarchy, with a 

pair of sibling rulers in charge of the well-being of the rest. The current rulers of the Jubatus are 

two brothers, Shar and Senra. The current rulers of the Panthera are a brother and sister, 

Rashawna and Rath. The current rulers of the Felis are the twins Kreshti and Shylar. The sibling 
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rulers are always either from the same litter or from one litter apart. The right to rule follows the 

mother’s line, so in cases where the siblings are separated by age and perhaps fathers, the 

maternal line is what connects them. The rulers only step down when one dies. 

The monarchs are served by a small consortium of advisers who help to uphold the laws of the 

Tribes. The advisers are appointed by the rulers for five-year terms, and there is almost always 

a balance between the number of males and females who serve at any given time. In addition to 

the advisers, each Tribe has a Nanjia, an Ohmaro and several Katashins. The Nanjia is part-

tutor, part-guardian and helps raise the children of the Tribe. The Ohmaro is the historian of the 

Tribe and preserves the Tribe’s heritage and oral traditions. The Katashins provide specialized 

training of skills for those who wish to learn them. Each Tribe maintains at least one Katashin to 

train in martial combat and one Katashin Master of Wild magic, but after that, the number of 

Katashins among a Tribe can vary. It is possible those who wish to learn very specific skills may 

need to search for their own Katashin teacher among other Tribes.  
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Canine Feralkyn  

SOCIETY & ITS ORGANIZATION 

 

Canine Feralkyn worship the Paragons Ra’tol or 

Cragmathe. The fiery passion of Ra’tol appeals to 

the baser instincts in Canine Feralkyn, many whom 

believe that unnecessary emotions cloud one’s 

judgment. For those who worship Cragmathe, it is 

the unyielding, patient aspect of this Paragon that 

appeals to them. 

Military 

There is no formal military among packs, though 

they all are known to be vicious when defending 

their territories and families. 

Law & Punishment 

Crimes such as theft, assault, and murder are 

punished swiftly and harshly. Canine Feralkyn 

believe in an “eye for an eye” style of punishment. 

Punishment can range from caning, branding, or 

even maiming. Murder Canine Feralkyn who roam 

on their own are regarded with much curiosity and 

some suspicion by those still bound to a pack. 

Though a banished Canine Feralkyn generally 

attempts to avoid being interrogated about their 

status, other Canine Feralkyn usually push to know 

the whole story. The pack strives for unity, and such 

banishment is usually reserved for those who 

repeatedly defy the will of the pack and its Leader.  

The pack Leader’s word is final. The pack Leader metes out punishment and has final say in 

any matter of dispute. 

resulting in non-permanent death is punished with the guilty party receiving a death, usually in 

slow and painful ways. Murder that results in permanent death is punished with the guilty party 

receiving three deaths. Canine Feralkyn who disobey a pack Leader’s commands are banished 

from the Tribe. 

Politics 

Canine Feralkyn form small, familial communities, which separate frequently into new groups as 

the pack grows. These splinter communities are generally spread far apart when possible to 

allow each group access to its own resources. Aside from a community dividing to establish a 

new one, Canine Feralkyn rarely leave their homelands, because they are closely tied by 

familial bonds. Canine Feralkyn are very social creatures and travel in groups, even when away 

from their homes. 
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Avian Feralkyn  

SOCIETY & ITS ORGANIZATION 

 

Most Avian Feralkyn worship a triad 

pantheon of nature spirits: the Great Tree, 

the Farmer, and the Harvester. The Great 

Tree represents the power of nature, 

symbolizing strength and endurance. The 

Farmer represents everyday life and 

reminds Avian Feralkyn to give thanks for 

all aspects of that life. The Harvester 

represents death and rebirth and is 

believed to collect the souls of the fallen, 

ensuring they are reborn among the 

Tribes. Avian Feralkyn believe in 

reincarnation, and all souls will be reborn 

to a new life.  

The Great Tree is primarily depicted with 

overarching branches in shades of green 

on white. The Farmer is represented as an 

older Avian Feralkyn standing strong and 

proud, wearing brown and green robes. 

The Harvester is a robed and masked 

figure depicted in shades of black and 

gold.  

The Lady is not considered a religious figure, however, she is believed to be the creator of the 

Sacred Groves. It is said she harvested seeds from the Great Tree and planted them in circles 

to form a protective enclave where fallen Avian Feralkyn are placed to wait their next rebirth in 

the land. Some Avian Feralkyn believe she is the unacknowledged wife of the Farmer.  

For those Avian Feralkyn who choose to follow another religion, most worship Anima or the 

Paragons of Life. 

Military 

Most Avian Feralkyn do not excel in fighting since they typically lack brute strength. Tribes do 

not have an active, standing military, although some of the Eyan Tribes have developed and 

trained an elite force of guards. Weapon training is encouraged, and anyone who wishes to 

learn is taught the basics. Those who wish to follow a warrior’s path must either venture outside 

the Avian Feralkyn Tribes for training or seek a teacher among the Eyan cultures.  

Law & Punishment 

The Avian Feralkyn Tribal Councils create the laws for the Tribe. These laws and punishments 

may vary among the Tribes, but in general, Avian Feralkyn respect life, and any actions that 

harm or take a life are held to be the most serious, almost always punished with the offender 
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being declared an outlaw and banished from the Tribe. A ritual ceremony, known as Ohmake 

(oh-ma-kay) is performed to mark this banishment, and the offender’s name is removed from 

the Tribe’s oral records, never to be spoken again.  

Politics 

Avian Feralkyn are ruled by a Tribal Council. Each Tribal Council makes laws that benefit the 

entire Tribe. There is always a minimum of three and a maximum of seven Councilors. Each 

Councilor serves until they choose to step down or die. Councilors rarely leave the Tribes, as 

they are needed to mediate disputes and help govern.  

There is one additional respected position among Avian Feralkyn Tribes: the Midwife. She is 

responsible for delivering children and overseeing the birth ceremony. Each Tribe typically has 

one Midwife and one apprentice. The Midwife has complete say over who she chooses as her 

apprentice, and the apprentice serves from the age of ten until the Midwife retires around the 

age of thirty. The apprenticeship averages ten years long. 

Among the Avian Feralkyn, there are four main Tribes, although each breed is considered a 

minor family group. Family groups do not intermingle much, if at all: 

Paxaro include the Peacock, Parrot, Toucan, Magpie, and Jay. This Tribe prefers warmer 

climates, but can adapt to other climates in time. 

Kerme include the Raven, Crow, Buzzard, and Vulture. This Tribe lives everywhere.  

Eyan include the Owl, Eagle, Hawk, Falcon, Osprey, and Kite. This Tribe lives everywhere, but 

is found more in mountains or dense forests. 

Canu include the Lyrebird, Bird of Paradise, and other songbird types. This Tribe lives 

everywhere.  
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Reptilian Feralkyn 

SOCIETY & ITS ORGANIZATION 

 

Almost all Reptilian and Amphibian Feralkyn 

believe in Lady Luck. Since their lives are so 

rough, they believe that nothing but sheer luck 

has allowed them to survive this long. Others tend 

to follow the Paragons of Life or the Paragon of 

Death. 

Military 

The primary tactic for Reptilian and Amphibian 

Feralkyn is: “Let someone else deal with it.” 

Reptilian and Amphibian Feralkyn do their best to 

get someone else to do the hard combat, and 

they make sure the dirty work can’t be traced 

back to them. 

Law & Punishment 

Reptilian and Amphibian Feralkyn prefer to leave 

laws and punishment to the real authorities, doing 

their best to remain anonymous in a situation. 

They typically do not seek out authorities, 

because that draws attention to themselves. 

Politics 

Reptilian and Amphibian Feralkyn have a strong sense of family, but one’s loyalty is also easily 

bought. They choose sides depending on who has the deeper pockets. To a Reptilian or 

Amphibian Feralkyn, information is power. 
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Rodent Feralkyn  
SOCIETY & ITS ORGANIZATION 

 

Faith in a higher power doesn’t pay well, though Rodent Feralkyn have been known to offer their 

services as professional mourners at funerals — for a modest sum, of course — and to 

discretely help themselves to the offerings left by others in various temples. 

Military 

Masters of subterfuge and guerrilla warfare, Rodent Feralyn are less likely to have formal 

militias than they are to band together when the need arises in small strike forces comprised of 

individuals whose skills complement each other’s. It’s also not uncommon to find Rodent 

Feralkyn for hire as mercenaries — even in service to their own kind. 

Law & Punishment 

Rodent Feralkyn tend to adopt their own codes that they develop through the life lessons they 

come across during their travels and interactions. This usually leads to their ethics and “honor” 

having different manifestations than other races, and even other Rodent Feralkyn. Some 

Rodent Feralkyn may have a rule where “you never cross a Goblinfolk,” because every time 

they have, bad things have happened. It varies from area to area, and one can never expect the 

same rules to be followed by every Rodent Feralkyn. 

Politics 

Rodent Feralkyn Politics rely on the Golden Rule: Whoever has the coin makes the rules. 

Rodent Feralkyn politics are subtle and conniving. While some Rodent Feralkyn have seats of 

importance or power in an area, most tend to stay out of the spotlight. When coin doesn’t work, 

deception and sabotage usually do. 
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Bug Feralkyn 

SOCIETY & ITS ORGANIZATION 

 

Hives may have specific deities, spirits, or 

Paragons they believe in, however, most prefer 

to steer clear of any kind of formal worship, 

unless the entirety of the local Hive has chosen 

to follow the Queen’s or King’s preferred faith.  

Artemisian Mantis Feralkyn do not worship any 

figure. Dedication to their culture and training 

consumes them. Ka’ab Mantis Feralkyn worship 

The Three Purities. 

Arachnid Feralkyn worship The Great Web, 

believing it to be their calling to document the 

entirety of The Great Web.  

Military 

Bug Feralkyn do not have large or formal 

militaries. Each local Hive has guards and 

martial forces to defend the Hive. These 

defenses often include complex networks of 

natural and magical traps. 

Law & Punishment 

Bug Feralkyn live in a Hive society — the good of the Hive outweighs the good of an individual. 

The Hive is protected, at all costs, from threats and outsiders.  

While few outside races have ever gained enough acceptance to learn the more intimate details 

of the individual Hives, it is apparent Bug Feralkyn are very protective of their collective. It is 

rare for traitors or threats to exist for long. 

All the laws of the local Hive are made very clear and are usually quite straightforward, with the 

punishments laid out as well. Many outsiders have commented that they see the punishments of 

Bug Feralkyn as rather harsh and brutal, however, Bug Feralkyn have the lowest internal crime 

rate of all the races. 

Politics 

Each aspect of life in a Bug Feralkyn Hive is overseen by a foreman, who reports back to the 

Queen or King of the Hive.  

Arachnid Feralkyn are governed by a Council of Elders with one representative from each Hive 

serving on the Council and up to three advisers serving each Elder. Mantis Feralkyn Hives are 

also governed by three Elders that administer to the various aspects of tribal life. Artemisian 

Elders may have their rules challenged to ritual combat, while Ka’ab Elders engage in polite 

debate and discussion.   
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Primate Feralkyn 

SOCIETY & ITS ORGANIZATION 

 

Primate Feralkyn are devoted followers of Anima, such that many consider regular bathing an 

insult. Every touch of the wind or brush of dirt is a blessing, and they are just as like to be found 

romping in a mud puddle as they are in snow, their prayer looking very much like play to an 

outsider. 

Military 

While there is no standing military in or among Tribes, in times of great threat, the three Tribes 

will stand together against a common enemy. Each will also come to the aid of other Tribes if 

one Tribe cannot handle the threat themselves. 

Law & Ethics 

Kongs value honesty above all else. “Do not waste time with honey soaked words,” is one of the 

Kongs favored mottoes. Ikas value cleverness over strength of might. “A clever mind survives 

longer than a strong arm,” is one of their favored mottoes. Lemurias value patience. Lemurias 

never rush into anything, always trying to account for any variable before making a choice or 

final decision. 

Politics 

Primate Feralkyn are comprised of three main Tribes: Kongs, Ikas, and Lemurias. Kongs 

represent the Gorillas, Chimpanzees,  

Gibbons, and Orangutans. Ikas represent the Monkeys. Lemurias represent the Tarsiers, 

Lemurs, and Lorisoidea. 

Each of the three Tribes of primates is known for different traits. Kongs are proud, brutally 

honest, and straightforward to a fault. Many mistake these traits for arrogance. Kongs are what 

most would think of when they look to a Warrior leader of the Primate Feralkyn. The Kongs are 

among the first to inform someone of their stupidity, as well as the first to compliment 

someone’s achievements. Kongs are always honest about their own shortcomings as those 

shortcomings could become a liability in battle. 

The Ikas are clever and cunning, often quite playful, very dexterous, and quick. Ikas prefer 

agility over raw physical power. Ikas are the most social of all the Primate Feralkyns and usually 

the most welcome, until their mischief is discovered. 

The Lemurias are quiet and mysterious; the most educated in magical mysteries as well as 

hidden secrets and lores. They value intellect and patience. Lemurias are content with being 

overlooked, unless discussing magic or hidden, ancient secrets. Conversations on these topics 

can last for hours. 
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Equine Feralkyn 

SOCIETY & ITS ORGANIZATION 

 

Equine Feralkyn do not see themselves as 

particularly religious. Some may worship 

nature spirits but there are no formal religious 

practices established among the Herds.  

Military 

Equine Feralkyn do not have a formal military. 

The Chief Stallion is in charge of defense 

among the Herd. If danger threatens the Herd, 

young children are placed into the center, and 

the Chief Stallion and strongest Mares form a 

perimeter around them.  

Young males attempting to form their own 

herd will often practice raids against other 

established herds in an attempt to steal Mares 

for their own herd. Once a young male has 

stolen a Mare and mated with her, the Mare 

will become a permanent part of the new 

herd. Males may also wish to win an 

established Herd by challenging the Chief 

Stallion and winning the dominance fight. If a 

male wins the fight over the Chief Stallion, the 

old Chief is driven from the Herd if he wasn’t 

killed in the fight.  

Law & Punishment 

Equine Feralkyn believe that the Herd is most important. Children are the future and are to be 

protected, always, even if it means sacrificing your own life to keep them safe. Because of this, 

neglect is chief among the offenses that can be committed within the Herd, and the punishment 

is grave. 

Discipline is maintained first through body language, and then, if needed, through physical 

contact such as biting, kicking, nudging, or other means of forcing a misbehaving herd member 

to correct their behavior.  

As a last resort, herd members are banished from the Herd.  

Politics 

There are three types of Equine Feralkyn: Mares, Stallions, and Geldings. Mares are female, 

Stallions are male, and Geldings are neutered. Stallions and young males oversee the defense 

of the Herds, while Mares and young females are in charge of domestic chores and childcare. 
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Geldings serve an important role among Equine Feralkyn as oral historians and teachers for the 

Herds. 

Herds consist of a single Queen who oversees the governance of daily life, the Chief Stallion, 

and a group of Mares, their foals, and immature Equine Feralkyn of both sexes. Occasionally a 

few, less-dominant males remain within the Herd.  

The position of Queen is held by the strongest Mare. She must be strong not only physically but 

mentally and emotionally as well. She is the most mature Equine Feralkyn, responsible for the 

overall safety of the Herd, familiar with the terrain and resources available. She takes the lead 

when the herd travels, determines the best route, when to move from one place to another, and 

claims the right to drink first from watering holes and stake out the best location for grazing. 

Below the Queen is the Chief Stallion. The Chief’s main role is to fight off predators and other 

males, and to keep the group together when the Herd travels. The Chief Stallion’s position is 

open to challenges from any male who wishes to lay claim to the position. Dominance fights can 

be violent and result in death if the challengers do not establish rules before the fight.  

Since the Herd must cooperate and stick together, a hierarchical system was established by the 

first Queen for the purpose of determining which herd member directs the behavior of others, 

eats first, drinks first, and so on. The Queen, or one of the higher-ranked Mares, assumes the 

role of exercising control and moderating aggressive behavior in the herd. Other Mares in the 

Herd establish their rank and usually retain that rank even if the Herd is taken over by a new 

Chief Stallion. If a Mare becomes weak, ill, or injured, then she drops in rank within the Herd. 

New Mares being introduced to the Herd must assume the lowest rank in the Herd until they can 

establish their own place.  
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Gearlings 
GUIDELINES FOR ROLEPLAYING A GEARLING 

 

Gearlings were at one time lifeless golems 

built to serve the ancient races of Valara. 

They were constructs created from metal 

and fueled by the magic of the Anturi. 

After the fall of the Anturi civilization, it is 

said that the Paragon Ge’lina pitied the 

lifeless and unused forms, deciding to 

give them life and sentience. They call 

themselves “Metal-Born,” but are 

commonly referred to as Gearlings. They 

are awe-inspiring: their metal plates are 

bound together by pure magical energy 

with light shining out from between each 

piece of their bodies and from the runes 

that adorn their surfaces. 

Known for their steadfastness and 

resoluteness, Gearlings stand by their 

decisions no matter the outcome. If a 

Gearling calls you friend, you have gained 

an ally who accepts your faults and 

defends you, but if one calls you enemy, 

you have gained a foe that patiently and efficiently plots your destruction. 

Though normally referred to as “emotionless” and without personality,  Gearlings are merely 

slow to become emotional and prefer to keep their emotions hidden from all but themselves and 

their closest friends. Gearlings decide on an emotion after considering the situation and their 

personal stance on it. 

As a whole, Gearlings are less impulsive than other races. They are hesitant to choose a side in 

a dispute or come to a conclusion, but once a decision is reached, they will see their plans 

through to the end. When they plan, they create both a primary plan and several contingencies 

for both expected and unexpected difficulties. At their worst, Gearlings’ contingencies can grow 

to be so absurd they are viewed as failing to take action: “What happens if we are beset by 

wolves that breathe lightning while we walk through the forest? What about wolves that breathe 

fire?” However, if asked, a Gearling simply says it is better to be prepared for any situation. 

More experienced Gearlings are more comfortable with improvisation, not requiring an analysis 

of the situation from every angle. 

Gearling culture is built on the supportive structures of community. They are never selfish — 

their actions are always purposeful and for the greater good of their community. Gearlings are 
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neither prideful nor stubborn, being content to step aside for someone who is objectively better 

suited for a task. Leadership in Gearling communities is determined by The Assembly, a group 

of the wisest and most experienced Gearlings who help shape policy and procedure in the 

Gearling culture. 

GENERAL FACTS ABOUT GEARLINGS 

Lifespan 

Gearlings live an average of two hundred years. A Gearling is considered “inexperienced” until 

their tenth year, when they are recognized as a full member of the community. While The 

Assembly is normally composed of Gearlings that have lived one hundred years or more, there 

are rare cases of younger members being added. The magic inside of a Gearling fades after 

two hundred years. There has never been a recorded Gearling who lived older than two 

hundred years, as their creation is normally consistent. 

Locations on Valara 

The most well known Gearling city is Alloy City, located on the western edge of Survahl. 

Gearlings tend to build fortified and gridbased towns and cities, preferring a large community 

over a small village. 

Magic 

Gearlings are naturally inclined to use magic, as it is a large part of their creation and continuing 

life. The majority use Essence magic in reverence to Ge’lina. There are many that also practice 

Prime magic, for it has many uses, and many Gearlings have a touch of Prime magic within 

them alongside the Essence that fuels them. There are rumors and tales of Gearlings that use 

Wild magic, but most of Gearling society scorns Wild magic as they believe it is too chaotic to 

use effectively. 

LIFE, CUSTOMS, AND TRADITIONS 

Names and Naming Traditions 

Gearling names frequently have mathematical or geometric influences. As they were created by 

the Anturi centuries ago, it is uncommon, but not unheard of, for Gearlings to choose a more 

Elven name. Gearling names are normally androgynous in nature. 

Garb 

In general, Gearlings live in towns and cities, and their clothing reflects this. Their attire 

prioritizes function over fashion with simple tunics, trousers, and robes. Hooded cloaks or tunics 

are common while Gearlings travel outside of their community, to avoid attention, though once 

they are comfortable in their new surroundings, Gearlings may dress a bit more elegantly to put 

other races at ease. 

Most Gearlings own a light suit of armor. On formal occasions, Gearlings don their armor like 

others don their formal best. Gearlings take pride in their armor and keep it maintained and 

ready for use. 
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Childhood 

Childhood is a time of learning and determining which trades and tasks are best suited for the 

Gearling. Gearlings from the ages of one to five work with a variety of Gearling adults. The 

young spend time with cooks, animal-handlers, crafters, cleaning crews, carpenters, and more. 

They learn that every Gearling has its place, and every place is as important as the others to 

build a strong and stable community. When a Gearling is nine years past its creation, it begins 

its mandatory military training. Here they learn weapon skills, war training, tactics, and how to 

work as a unit to best ensure victory. 

Coming of Age 

Ten years after creation, a Gearling graduates from the mandatory one year of military training 

and begins a three-year term of service. Most Gearlings serve in some form of town guard or 

military unit, but others serve in their community as healers or crafters. After this time of 

mandatory service, Gearlings are free to do as they please, many choosing to continue their 

trade to better benefit the community. Gearlings are expected to continue honing their military 

skills, as they are expected to join the military in times of trouble. 

Marriage & Relationships 

Gearlings only consider compatibility when forming relationships. While a Gearling is expected 

to get along with other Gearlings in the community, they are not all friends. Conflicts may 

require the intervention of an elder or a member of The Assembly to mediate. 

Gearlings do not look at marriage in a traditional sense. As they do not have reproductive urges, 

sexes, or feelings of deep love, they see no reason to choose a mate. They may find another 

Gearling, or multiple Gearlings, who they are compatible with, but they see no reason to 

officially announce the partnership. 

Childbirth 

Gearling creation is a spectacular affair to witness. It is an elaborate ritual conducted within a 

Repository. Every large Gearling city has a Repository. It is normally built upon a hill, or, when 

in flatter terrain, a pyramidal-shaped building. This structure is the highest point in any Gearling 

City and is used for the sole purpose of piling the metal of dead Gearlings, as well as scrap 

metal and raw ore, creating a wealth of raw material from which Gearlings are created, called 

the Stock. 

Every new moon, The Assembly gathers in the Repository. Based on the amount of material in 

the Repository, they determine if they should perform the Ritual of Awakening or not. Smaller 

towns and communities normally perform the ritual only when there is enough material to create 

five to seven Gearlings, as they do not collect as much material as the major cities do. A prime 

number of Gearlings is always created, most commonly in a batch of seven. Because of this 

phenomenon, Gearlings have adapted the phrase “We Will Not Be Divided.” In the large cities, 

The Assembly normally choose to only perform the Ritual once a year, during the Spring 

Equinox when day and night are equal. This day is seen as a celebration to Ge’lina. 

The Ritual of Awakening involves The Assembly forming a circle around the Repository and 

beginning a low chant. Over the course of three hours, the chant slowly increases in volume as 

The Assembly circles the Repository. At the end of the three hours, The Assembly approaches 
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the Repository and places their hands toward it, summoning their energy to ask Ge’lina to grace 

them once again with her gift of life. 

After the ritual, a number of new Gearlings emerge from the Repository, created from the 

material. Gearlings may show masculine and/or feminine features or body shapes, but they do 

not recognize themselves as either sex. 

Very rarely, only one Gearling will emerge from the Stock. This Gearling is usually referred to as 

an Apex. Apex Gearlings are regarded with skepticism and fear, and have historically been 

narcissistic tyrants outcast from Gearling society. Apex Gearlings are created with a variety of 

materials, using as much material as possible, seemingly without pattern. 

There are also tales of the Nightsmithed. Nightsmithed Gearlings step out of the Repository 

during a solar eclipse, always in groups of three, without The Ritual of Awakening being 

performed. These Gearlings are entirely black in color and are rumored to be unable to cast 

Essence or Prime magic. Many say they are children of Anima, created by Wild magic. Others 

believe they are created by Seneroth. Nightsmithed are typically ostracized and are more 

impulsive than their brethren. 

Death 

When a Gearling dies, their metal plates fall to the ground and a magical breeze rustles the 

grass as the magic dissipates from their form. Gearlings attempt to recover these metal plates 

and great respect is given to those Gearlings who recover plates from dangerous situations. 

These plates are added to a Repository, normally in the closest Gearling community, or in the 

place of creation for the deceased. The Gearling brings the plates to a member of The 

Assembly, who accepts them and adds them to the Stock. Those wishing to pay their respects 

to the dead simply come to the Stock and engage in what remembrance they feel appropriate. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Most Gearlings know at least the basics of Smithing. The 

Gearling mindset, however, leads them to create items of 

functionality rather than beauty, so they do not even 

attempt to challenge Dwarvenfolk for their exquisite 

craftsmanship in metalworking. Gearlings produce 

practical goods in whichever field they work. Their work is 

known for its endurance rather than its aesthetics. 

Religion 

Gearlings worship Ge’lina as the great creator of the 

race, though other deities may be worshiped. The 

Repository in each Gearling settlement also serves as a 

shrine to Ge’lina. 

Military 

Before the Great Awakening, the original Gearling 

golems were primarily military constructs in the Anturi 
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military. After the Great Awakening, Gearlings continued to pass down their military knowledge 

and skill. As a result, every Gearling settlement, town, and city has a militia of highly trained 

soldiers who defend the community. Training in each brigade focuses on organization, tactics, 

and working as an impenetrable unit. Each military force has strong front-line fighters supported 

by their magic-wielding comrades. 

Within the Gearling military, but operating as a separate entity, is a specialized unit of Gearlings 

called Reapers. Reapers are an elite force working directly for The Assembly, and are often 

used by the military for covert operations. They are the investigators of Gearling communities, 

the ones that track down criminals when the Town Guard fails, and they ensure that The 

Assembly is kept safe. Most non-Gearling Valarans do not know of Reapers, and normally only 

encounter them when inside of a Gearling city, when Reapers are seen walking about in pairs, 

keeping an eye on outsiders and collecting information on the city’s current events. 

Reapers are responsible for investigating possible threats to their assigned community and to 

Gearlings as a whole. They are often used to scout before military activity, gaining as much 

intelligence on the opposition as possible, and relaying it to military leaders. Reapers also 

occasionally venture outside of Gearling communities, examining the surrounding area and its 

people, as well as following up on rumors or leads of importance to The Assembly. 

To become a Reaper, a Gearling must be in the military for at least ten years. At that time, they 

may apply to become a Reaper. The Reaper Commanders look over the individual’s military 

record, criminal record, and observe the Gearling during their day-today operations. If accepted, 

the new Reaper is given the red metal plates that mark their status of Reaper. These plates are 

fused to the back of the Gearling’s hands. The Reaper is then trained in the basics of stealth, 

investigation, and law enforcement. During their time as a Reaper, a new recruit may be 

assigned to a “Reaper Trail,” a rare duty where they are tasked to follow an outcast Gearling 

until they die to collect the metal of the deceased. 

Unless on a Reaper Trail, Reapers always operate in units of two. This is normally a master-

apprentice scenario, but can also be two equals who work well together. While on official 

Reaper business, the two Gearlings do not refer to themselves by their names. If asked, they 

simply refer to themselves as “One” and “Two,” in no particular order. This is to disguise their 

names, as well as cause discomfort and confusion among those they are investigating. 

Laws and Ethics 

In Gearling culture, laws are always written down and made public, meant to protect and uphold 

the “Greater Good” of the community. 

The worst crimes in Gearling society are the most selfish: theft, bribery, and premeditated 

violence. While crimes such as assault, murder, and arson are forbidden, other social taboos 

such as hoarding material wealth and refusing hospitality are also viewed as substantial crimes 

in Gearling culture. 

When laws are broken, a trial is held and presided over by an odd number of members from 

The Assembly. After both sides have presented their cases and told their sides of it, The 

Assembly decides the verdict. Punishment is often forced labor to teach the value of working for 

the greater good, but if a Gearling is a repeat offender, they are banished from Gearling society. 
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Within Gearling culture, there is a subset of individuals commonly referred to as The Divided. 

These are Gearlings who interpret serving the greater good differently than the majority of 

Gearling culture. They believe that murder can be justified if it is used to prevent a future threat, 

instead of only acting when the threat becomes reality. They also support the amassing of 

material wealth as it allows them to support others and be generous in times of trouble. The 

Divided believe in ruling through fear, using preemptive violence as a means to control those 

who would not agree to peaceful coexistence. Looked upon with pity and disdain by the majority 

of Gearling society, the Divided often become adventurers in order to fulfill their desires and to 

avoid becoming exiled. The Divided are not forbidden from Gearling communities, but often hide 

their beliefs while traveling within a community so as not to become victims of prejudice. 

Politics 

Politics in Gearling society means two things: The Assembly and Military leadership. The 

Assembly is normally composed of seven members (depending on the size of the community), 

and new members are chosen by the current Assembly. New members of The Assembly are 

chosen based on their leadership skills and their history of service and support of the 

community. More importantly, new members will have skills currently needed by the community. 

Popularity does not normally play a factor in the choice. 

Military leadership is given to those experienced in the ways of war and defense. Military 

background and dedication to the art of war may help one to be chosen for the title of 

Commander. This choice is made by The Assembly, and normally there is at least one 

Commander that is part of The Assembly. Commanders are in charge of all military actions but 

discuss all matters with The Assembly before they act. Like The Assembly, the number of 

Commanders depends on the size of the community, but is normally between one and five. As 

Commanders do not participate in votes, they have no need to be kept in odd numbers. If there 

is a disagreement between an even number of Commanders, they will bring their problem to 

The Assembly, or simply refer to the Commander that sits on that council. 

Gearlings do not normally interfere with the affairs of other races, unless directly asked to. If a 

situation threatens the Gearling community, they will first approach the other party, and attempt 

to resolve the conflict with words and agreements before military action is required. While 

Gearlings are hesitant to take drastic action, they do believe in a show of force. When a 

representative of The Assembly travels to negotiate, they usually arrive with multiple squadrons 

of their military and are never without two or more Reapers by their side. 

When it comes to other societies, Gearlings are open but skeptical, endeavoring to treat all 

others with equal respect. They welcome all travelers to their communities (unless they are in a 

defensive military situation) and enjoy traveling to other communities, as well. Gearlings often 

create efficient trade routes between cities and towns, and they love to experience new items 

and wonders. 

Notable Celebrations 

For the first week of each year, Gearlings celebrate the Festival of Life. During this time, 

Gearling cities and towns light up the area with rows of candles, torches, bonfires, lanterns, and 

other sources of light. Some observers even mention that every Gearling seems to glow just 

slightly brighter between their connected plates. As Gearlings do not typically show intense 

emotion, there are no parties or large celebrations. This festival is to thank Ge’lina for giving 
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them life and to show respect for the Prime Planes for granting them power. For the entire week 

of the Festival, Gearling settlements shine like beacons in the night and the lights continue even 

during the day.  

Gearlings welcome other races, showing off their crafts and arts that are usually inspired by the 

Festival, having depictions of the Paragons, elemental themed crafts, and similar wares. 

Gearlings also gather when they have time to tell the stories of Gearling heroes and origins. 

During the Festival, work and responsibilities do not cease. To an outsider, it may even seem 

like somebody pulled a prank on the Gearlings, covering their towns in lights, while the 

Gearlings just go about their day.  
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Orklings 
GUIDELINES FOR ROLEPLAYING AN ORKLING 

 

Orklings are very similar to Orks, and they have green 

or black skin just the same. Orklings have a very 

primitive society known as a Mob, ruled by a War 

Leader and a High Shaman. War Leaders are the 

strongest of the Mob and must demonstrate their 

dominance at all times to prove their rank. When a War 

Leader is challenged, strength is the only language 

used. These shows of strength often lead to injuries and 

death, the victor gaining the title of War Leader. 

The High Shaman is second only to the War Leader, 

and it is only the High Shaman who provides council to 

the War Leader. High Shamans are experts in the 

magical arts, most prominently Essence magic. 

Since the Mob is ruled by strength, many Orklings 

believe “might makes right.” They always welcome a 

fight, and most would rather die on the battlefield than run. There isn’t much that deters a 

charging Orkling. 

Orklings differ from their Ork ancestors in many ways. Orklings are more cognitively developed, 

having created their own culture. Orklings may be impulsive and ornery, but they are not the 

extremely violent and bloodcrazed creatures that they borrow their name from. While Orks are 

normally considered monsters, Orklings have made their mark on Valara as a relatively civilized 

people. 

GENERAL FACTS ABOUT ORKLINGS 

Lifespan 

An Orkling can live up to fifty years, but this is exceedingly rare, and those who live past their 

fourth decade are mostly Shamans. Many Orklings are killed in battle or infighting before they 

turn thirty. Orklings are considered adults by age eleven. 

Locations on Valara 

Only one large long-standing Orkling Mob settlement has been recorded. Mob Beng lived in a 

place called Maw, in the Jag’d Tooth Mountains. Few have gotten close enough to learn much 

about this settlement. The Jag’d Tooth Mountains are an inhospitable place, desolate and eerie. 

Orkling Mobs are normally a traveling force, making camp and a ruckus wherever they decide to 

stop for the day. It is rare for a Mob to settle down for too long, as the urge to fight and conquer 

leads the Mob toward the next horizon. 
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Magic 

Orkling magic use is uncommon, and Essence is predominantly used, as Healers for the Mob. 

Use of Wild or Prime magic by Orklings is less common, although some practice these styles. 

Orklings who use Wild or Prime are normally at the front of the fight, serving as shock troops. 

Any Orkling that wields magic is called a Shaman.   

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Orkling names are short and monosyllabic. Names often have hard consonant sounds at the 

beginning. 

Orklings do not use surnames, and instead refer to the Mob they are from. 

Garb 

Orkling garb is not the finest or the neatest, and it’s usually assembled from what can be 

scavenged and repaired. Orklings are not afraid to modify their outfits to better suit them in 

combat; removing sleeves, buttons, and decorative fabrics. Scraps of thick animal hide with 

salvaged bits of metal is a common sight. 

Childhood 

Childhood is a tough time. As a child, every Orkling must struggle to survive after their first year. 

In any litter, only one Orkling is expected to reach adulthood. There is no formal training system, 

although it is expected that the young Orklings will learn the basics of survival from those 

around them. 

Coming of Age 

When an Orkling reaches maturity in their eleventh year, they are recognized as a member of 

the Mob and given the right to challenge decisions via duels. Coming of age ceremonies vary 

from Mob to Mob, but are normally held in spring, and center around perseverance through 

pain. The two most common ceremonies are hunt a dangerous animal with only a simple 

weapon, and fasting for several days to show determination. 

Marriage & Relationships 

Orklings may form a bond to conceive children. During this time, the Orklings tend to argue as 

they divide responsibilities between them. When the female Orkling reaches her last month of 

pregnancy, the male Orkling is expected to assume the duties of the female. 

Orklings are far from peaceful, and their relationships tend to strain under the tension.  

For this reason, most Orkling bonds do not last more than a few years. After they separate, both 

Orklings are obligated to still look after their children. But as any Orkling adult can scold 

children, this is not seen as a heavy burden. 

Childbirth 

Childbirth is recognized as another mouth for the Mob to support for a time. There is no great 

celebration, just recognition that a female will be able to resume her normal duties very soon. 
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When an Orkling mother is ready to give birth, the two eldest Orkling women, who are known as 

the Consort, pick her up and carry her into the wilderness. There, she gives birth to her litter of 

three to five Orklings, and the Consort brings them all back to the Mob. 

Death 

Death is an expected part of an Orkling’s life. Members of the Mob tell the High Shaman how 

they want their weapons and personal items divided, and upon their death, the High Shaman is 

responsible for adhering to the requests. It is rumored that the High Shaman sometimes ignore 

these wishes and instead give these items to those in power to gain favor. Orklings immolate 

their dead. After battle, a massive funeral pyre is built to send the souls of the deceased to the 

fires of Ra’tol. 

SOCIETY & ITS ORGANIZATION 

Crafts & Trades 

Orklings engage in a variety of crafts, most with an eye toward violence. Smithing and 

woodworking are both very common. Orklings use pottery to store food and goods. Jewelry is 

uncommon but not unheard of. Orkling jewelers mostly focus on pieces that can be used as 

piercings. Orklings craft items that normally have sharp points and angles, as this is considered 

attractive in Orkling society. 

Religion 

Orklings commonly worship Ra’tol for his fiery strength and passion. Orklings value the 

unpredictable beauty and destructive power of fire. The High Shaman of the Mob is dedicated to 

the worship of Ra’tol, yelling war cries and singing hymns in reverence to the Paragon. Many 

nights, especially before a battle, the High Shaman will construct a large bonfire, and lead a 

loud chant, stirring the flames of passion in the Mob. 

Military 

To an Orkling, military means the Mob. 

In times of war, everyone is expected 

to take up weapons and defend the 

Mob and crush their foes. Those who 

don’t are regarded as weak. Even 

elders and older children grab 

whatever they can to cause pain. The 

youngest children are watched by the 

Consorts who stand guard, armed to 

the teeth. Orklings consider death in 

battle as glorious and desirable. To die 

outside of battle is viewed as a waste 

of life. 

Laws & Ethics 

To an Orkling, might is right. Any 

action is permitted, if it can be backed 
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up with a show of power. This often takes form as a duel, which is the preferred way of resolving 

disputes in a Mob. 

Duels are highly regulated in Orkling society. The challenged chooses the weapons, and the 

challenger chooses the location. In most duels, magic is abhorred, unless agreed upon 

beforehand. Duels continue until one party yields or dies. It is not uncommon before a duel 

begins for Orklings to agree to a duel with no punches pulled; a fight to the death. 

The main exception to the rules against using magic is a duel to determine High Shaman.  

While Shamans are expected to know how to use weapons, the challenge of High Shaman is 

one of magic alone. The duels for War Leader and High Shaman are almost always to the 

death. 

Politics 

Mobs are the most important function of an Orkling’s existence. In great numbers come great 

strength. Mobs rarely grow to more than fifty or sixty members. The volatile nature of Orklings 

and the amount of arguing leads to splits among the Mob. Generally when a Mob has outgrown 

itself, it will split into two smaller Mobs. Mobs are generally named after the current War Leader, 

but sometimes carry the name of an Orkling Hero, or past War Leader that is revered among 

the Mob. 

The War Leader is the strongest fighter in the Mob, and demands the most respect. They have 

won many duels to earn this title and will not hesitate to win more. War Leaders decide which 

battle strategies will be employed, the locations of groups, and command their Mob from the 

battlefield. War Leaders get first choice of spoils after the battle and also assume all 

responsibility for a failed battle. 

Similar to the War Leader is the High Shaman. Any Orkling with the ability to cast spells is 

considered a Shaman, but the most powerful Shaman in the Mob demands the title of High 

Shaman. The High Shamans are responsible for religious duties, as well as ensuring other 

Shamans pull their weight in battle. The High Shaman is normally the only one to advise the 

War Leader within a Mob, but does not attempt to put themselves above the War Leader. In 

very rare cases, Mobs are led by one Orkling who wears both titles. This is usually a very 

powerful Orkling, who defends each title separately. 

Notable Celebrations 

Dark Fire is a night of celebration for Orklings, but a night of terror for any civilization near them. 

Performed normally on the night of the Winter Solstice, the longest night of the year, some 

Orkling Mobs decide to celebrate it when they feel like, but it is always on a cold winter night. 

When the sun sets below the horizon, Orkling Mobs light torches, bonfires, and pyres. A large 

war cry lets out among the Mobs, announcing their presence to the world around them. Within 

an hour, the Mobs form war parties, armed with anything flammable they can gather. These war 

parties burst out from the Mob and begin to light vegetation on fire as they make their way to the 

nearby settlements of other races. They create a trail of flaming dead grass and trees behind 

them, as they continue their war cries and blare on horns of battle. As they reach the 

settlements, they throw the flammable objects at them, trying to catch as much on fire as they 

can. Once a blaze has started, the war party stands on the outskirts of town, ready for 
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challengers. If nobody meets them, and simply put out the fires, they return to the Mob as 

unchallenged victors. If they are met with resistance, they will fight to the death. 

This celebration, to Orklings, is a time of victory and challenge. If they are slain, they were not 

worth keeping. If they win, they are heroes. If they are not met with any challengers, the Mob 

grows more confident, as it means that they are too strong to be challenged. The night ends 

with huge feasts of freshly roasted animals. Many Mobs see this as a form of prayer to Ra’tol, 

and in honor of the first Black Orkling.  
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Ogrelings 
GUIDELINES FOR ROLEPLAYING AN OGRELING 

 

Ogrelings may look like ogres, but are not. While 

they share an ancient relation with the monstrous 

Ogres, Ogrelings are more civilized. All Ogrelings 

have yellow or red skin, and they normally have 

tusks protruding from their lower jaws. Ogrelings are 

fearless in battle, and when they decide to fight, 

they are all-in. There is one exception: Ogrelings 

are deathly afraid of Fae and find these creatures 

completely unnatural and terrifying. Each Ogreling 

handles this fear differently; most run away, while 

some become enraged and try to destroy the 

creature in any way they can. This fear does not 

usually carry over to the Faekyn race, however most 

Ogrelings are very distrustful of them. 

Ogrelings live in groups called Caves. Their society 

has been based around living in caves for many 

generations. Most Ogreling Caves have structures 

built around the Cave, such as small farm houses, 

guard towers, and mills. 

An Ogreling Cave is led by a Cave Master, who is 

the most talented and best fighter in the Cave. The 

Cave Master chooses a Sword Hand and Shield 

Hand to assist him or her in administration of duties. 

Sword Hands are responsible for discipline and order within the Cave, as well as keeping track 

of supplies. The Shield Hand is responsible for raising and training the young, as well as 

maintaining the Dance. 

The Dance is a metaphor for survival, as well the term used for the literal act of moving and 

traversing the mountainsides where the Cave lives. Ogrelings live by the Dance and continue 

survival by the Dance. From their earliest years, Ogrelings are taught about the Dance. Survival 

is the Ogreling’s focus, and they do not take it lightly. 

Ogreling society is based around the Cave and continued survival. This makes Ogrelings more 

cautious than some other races, namely Orklings. An Ogreling might actually try to figure out 

why something is the way it is, and they might consider personal and group survival before 

engaging in an action. However, if danger looms, the Ogreling is a fierce and unwavering 

opponent. Ogrelings demonstrate a high degree of loyalty to those who have earned their trust 

and will make great friends and companions to those they keep close.  
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Like Barbarians and Orklings, Ogrelings see the world in a primitive way. They are a strong 

people, but they are seen as less intelligent. They would rather spend their coin on anything 

practical, rather than extraneous. Ogrelings pride themselves on being strong and hearty. 

GENERAL FACTS ABOUT OGRELINGS 

Lifespan 

Ogrelings live between forty and fifty years, on average. The oldest recorded Ogreling was 

seventy years old when she passed. Ogrelings mature rapidly; they are considered young 

adults at age five and full adults by their ninth year. 

Locations on Valara 

Ogrelings live primarily on the continent of Sudareth, in a settlement known only as Cave Rosk. 

Other Caves and settlements exist, but most are hidden in the mountains and hills of the world, 

and Ogrelings do not make a point to let their locations be known. 

Magic 

Magic is rarely used. Most Ogrelings who use it start with Essence magic for its practical uses, 

but it’s common to find entire Caves with no magic whatsoever. Ogrelings value weapon use 

and fighting skill. While they do not overtly shun Sages, most children are never taught or 

exposed to magic at all. 

LIFE, CUSTOMS & TRADITIONS 

Names & Naming Traditions 

Ogrelings have two names they use. Their true name, “Onameta,” and their common name, 

“Onamusa.” An Ogreling chooses their Onameta when they come of age, and this name will 

never change. When an Ogreling wishes to make a bargain or agreement, they will swear to it 

by their Onameta. The two most important bargains an Ogreling can make is pledging a 

commitment to a Cave and swearing to have a child. 

Most Onameta names are one to three syllables, often ending in “th.” 

An Ogreling Onamusa is the name that  

Ogrelings use to refer to each other, and this can change many times over an Ogreling’s life. 

Most Onamusa names are one or two syllables. 

Garb 

Ogreling clothing is simple and primarily made with leathers and furs rather than linens and 

silks. Homespun wool is common, as many Caves keep sheep and goats around their mountain 

homes. 

Childhood 

Once a child can eat solid food, typically after a year and a half, they are given into the Shield 

Hand’s care, and the parents continue with their work and lives. As soon as the Ogreling is 

released to the Shield Hand, they are expected to earn their keep. Shield Hands are responsible 

for the upbringing of all children of a Cave. They take children out to gather simple supplies, and 
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teach them the basics of what the Cave expects of them as an adult. The chief teaching duty of 

Shield Hands is to teach the Dance. The Shield Hand is very skilled in the Dance and is often 

the best within the Cave. 

Coming of Age 

Coming of age happens very early, around an Ogreling’s fifth year. The Ogreling is not 

necessarily mature at this point, but he or she recognizes they are expected to start producing 

something for the Cave. To acknowledge an Ogreling is of age, the Fire of Joining is held. Once 

a year, children spend the entire day building a bonfire, supervised by the Shield Hand. At dusk, 

the Sword Hand leads the entire Cave to the bonfire, then gives a speech about the history of 

the Cave. Finally, the Cave Master comes forward, and each child who has reached their fifth 

year swears to the Cave Master to help and serve the Cave. In return, they expect the Cave to 

provide them safety. The swearing ends with the Ogreling child revealing their chosen 

Onameta. After the ceremony, Ogreling children are given basic tasks around the Cave and 

come into their own around their ninth year, after more years of basic training. 

Marriage & Relationships 

Relationships are very temporary affairs for Ogrelings, lasting only until an Ogreling child is 

weaned. Mating is driven by females, and when they desire to have a child, they seek a mate 

from among the males. Females choose a male and asks to evaluate the quality of his craft and 

Dance. If she likes what she sees, a female Ogreling makes her potential mate an offer. Males 

can reject a female’s offer, but if they agree, the two Ogrelings make a pledge with their 

Onametas to bear a child. When this pledge is made, the two Ogrelings go before the Cave 

Master and swear to be with each other until they produce a viable child. After the child is 

handed to the Shield Hand, the two Ogrelings move on with their lives. 

Childbirth 

Childbirth is a simple thing in Ogreling society. When the times come for birthing, the father and 

mother summon the Shield Hand to witness the birth and to give their approval of the child. The 

Shield Hand holds the child before the mother does to imprint themselves on the child, and it is 

said that the Shield Hand whispers the secrets of the Dance to the newborn. 

Death 

Ogrelings spend their lives attempting to escape death. Ogreling life is said to be one great 

Dance to avoid death. A common saying taught to children is, “Life is a great chase, with you 

running ahead of a great bear. The bear is going to catch you if you stop dancing away from it.” 

Ogrelings maintain graves downhill from the Cave and secretly bury their dead at night.  

Children are told that these are the Bear Fields, and to go there invites the bear. Even adults 

tend to avoid the area, the superstition instilled within them at an early age. 

The Ogrelings who maintain the graveyard and bury the dead are known as The Rhythm. It is 

they who wash and bury the corpses, as well as maintain the graveyards and record the fallen 

in the Cave’s records. The Rhythm is a revered part of Ogreling society, and these Cave 

members do not take their job lightly. Often living in small shaves near or within the graveyard, 

The Rhythm distance themselves from the rest of the Cave, as to not interrupt the Dance. While 
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children normally fear The Rhythm, adult Ogrelings respect them, as they are usually the first 

ones to raise an alarm of attack, and sacrifice themselves to keep the Dance intact. 

SOCIETY & ITS ORGANIZATION 

Crafts &Trades 

Ogreling craft revolves around weaving wool and 

clay pottery. Sheep and goats are the only animals 

that easily live around the physical cave. These 

animals are integral to Ogreling society, providing 

occasional meat and a yearly crop of wool for 

weaving. Ogrelings also excel at weaving plants into 

containers, as this is one of the main ways 

Ogrelings have to store supplies. Living most of their 

lives in hilly and mountainous regions, Ogrelings are 

adept at mining clay and shaping it into useful items. 

Ogrelings have adopted skills to suit the rough 

terrain in which they live. Most are adept at 

mountain climbing, and they make natural fiber 

ropes to assist in this activity.   

Religion 

Ogrelings admit to the existence of the Paragons, 

but are not apt to worship any of them. A common 

question Ogrelings ask is, “What have the Paragons 

ever done to help me?” Ogrelings view the Paragons as powerful forces who do nothing. 

Instead of becoming trapped in worship and service to any of them, Ogrelings instead declare 

independence from all. The only deity Ogrelings have any interaction with is Seneroth, who they 

spend their entire lives trying to escape. 

Military 

Ogrelings do not have a standing army, and do not put much emphasis on military structure. In 

times of battle, The Cave Master confers with the Sword Hand and the Shield Hand for tactics 

and planning. The Sword  

Hand focuses on offensive action, while the Shield Hand organizes defense. The Cave Master 

has the final decision on all matters, but respects the Hands’ inputs. While the Hands are more 

of a planning role, the Cave  

Master fights along their Cave, bolstering the Ogrelings’ confidence and issuing commands from 

the front line. In battle, a Cave’s primary goal is to survive. They tend to use very defensive 

tactics, using their terrain and survival skills to outlast or dissuade the enemy before they get to 

the Cave itself. 

Laws & Ethics 

Ogrelings seek survival, and hate tricks and lies. While hesitant to take action, once engaged, 

the Ogreling’s sense of honor demands they carry it through to completion. Ogrelings keep their 
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word and their bargains, even if it doesn’t go their way. Ogrelings dislike Fae and see them as 

beings who spread trickery and lies to everything they touch. 

There are few laws among Ogrelings. Any Ogreling who feels they have been wronged declares 

a duel. The winner is seen as being in the right, and the matter is considered settled. Duels in 

Ogreling society are a chaotic affair, unlike the dueling traditions of Orklings. There are no rules 

governing combat, and the fight continues until one admits defeat or dies. 

In the rare situation where a particular Ogreling is considered toxic to the Cave and is disrupting 

the Dance, it is not uncommon for a number of Cave members to line up and continue to duel 

until the accused is dead or flees. 

While there are not clearly written laws in Ogreling society, anything that compromises the 

Dance of the Cave is considered abhorrent and is met with punishment in the form of duels. 

Politics 

Caves are ruled over by a Cave Master. The Cave Master is the strongest fighter, and as so, 

must be ready to prove their strength at any time. A fight for Cave Master is like any other duel 

and starts as soon as the challenge is declared and lasts until a victor emerges. Immediately 

afterward, the victor chooses their Sword Hand and Shield Hand, if required. The Shield Hand 

oversees basic Ogreling education and upbringing, while the Sword Hand enforces the Cave 

Master’s laws and punishments. 

Notable Celebrations 

The Day of the Dance, celebrated by Ogrelings in mid-June every year, is a day of celebration 

and remembrance. During this day, Ogrelings in all areas pay respects to their dead, gathering 

in their local graveyards dressed in minimalistic attire, as to not draw attention to themselves, 

but to give attention to their ancestors. Most wear neutral colored clothing, and are void of all 

jewelry and extravagance. On this day, Ogrelings bring a simple offering to The Rhythm, as a 

sign of respect and gratitude. These gifts are usually plates of food, basic supplies, or pieces of 

simple art. Ogrelings fast the entire day, to keep in mind that which the dead do not get to enjoy.  

The day is spent in hushed whispers and somber tones. Ogrelings will visit the graves of old 

friends, family, or past heroes, and pay their respects however they see fit. This usually involves 

burning herbs or quiet singing. When the sun begins to set, the Ogreling Cave makes way back 

to their home, again thanking The Rhythm as they leave. When the sun has fully set, the Cave 

explodes into a flurry of dancing, chanting, and playing music. A large bonfire is set up, and the 

entire Cave feasts for the night. They let out their feelings of sadness and anger for those who 

are dead and release their full inhibitions. They laugh, they argue, they fight, they love. All is to 

show thanks and respect for the Dance and to celebrate life itself. 
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