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became known as The Sundering, forever changed 
the perception of Vandarans on conflict, and when 
the sun rose across the city of Maytar that day the 
entire planet had entered a state of total war.

Within hours, the entire southern continent of 
Coeusel had been compromised, lost to the 
qlippoth horde. However, those hours were all the 
time needed for every nation on Vandara to put 
aside their hostilities and rally against this mutual 
foe. Truly, with their incredible power, immense 
intelligence, vast numbers, and inscrutable abilities, 
the qlippoth were any enemy which none could 
challenge alone, and one which would not rest until 
the entirety of Vandara was bleached clean of life. 
Every industry in every nation became committed 
to building better weapons with which to combat 
the qlippoth; Cidalac constructing monumental 
warships which carried enough firepower to ravage 
a country in minutes, Estaria producing robotic 
legions armed with countless weapons, Balyn 
turning the qlippoth’s advanced technology against 
them, the Scaled Monarchs invoking their most 
powerful magics to call forth otherworldly armadas, 
and Taurun bringing into the world atomic weapons 
which could annihilate a any city worldwide in an 
instant. These and more were all deployed against 
the qlippoth, but it seemed like even they were not 
enough to halt impending armageddon.

As the conflict grew exceedingly dire, the surviving 
nations of Vandara realized that their independent 
conquests against the Qlippoth were futile; if they 
wished to turn back the invaders, then they would 
be forced to combine their technologies and share 
their secrets. Eventually, the many nations agreed 
to combine their knowledge, and together they 
created a wonder of magic and technology which 
at last offered them a spark of hope: the Arcforge.

Powered by the Arcforge, the Vandaran war 
machine slowly began to turn the tide of the war, 
fighting back the qlippoth armies and regaining 
ground which had once been lost. After nearly 
thirty years of fighting, it seemed as if the qlippoth 
horde had been exhausted, its numbers a fraction 
of their former strength and its might stretched thin 
across the planet. Refusing to go undefended but 
unable to deliver the finishing blow, the remaining 
Vandarans organized to keep the alien threat 
contained, creating the colossal Sajac Fortifications 
to halt the qlippoth advance by land and the White 
Ocean Fleet to deter their progress by sea. There 
would be continued conflict for centuries to come, 
most likely, but the threat of utter annihilation had 
subsided for now.

This victory did not come without cost, however, 
and much of Vandara which had been lost to the 
qlippoth could likely never be reclaimed. Estaria, 
although the country itself had survived, had had 
its entire population slaughtered when it was taken 
by the invaders. Dorukalad was not so fortunate, 
condemned to total destruction by magic and 
atomics and spawning a new god of brutality and 
devastation from the holocaust. Countless more 
nations were obliterated utterly by the qlippoth, their 
collective remains forming the continent-wide desert 
known as the Ashfield. Not a country existed which 
had not had its resources and population severely 
diminished by the war, and rebuilding seemed like it 
would be a more arduous and exhaustive endeavor 
than fighting ever was. Finally, many nations still 
controlled great military power, and without an 
enemy at their gates became increasingly inclined 
to turn their awesome firepower on their neighbors.

In order to try and preserve peace, a group known 
as the Council of Nations was formed, composed of 
representatives from each of the surviving nations 
and most of the surviving races. The Council of 
Nations was tasked with putting Vandara back 
together and ensuring its long-term survivability, 
for a world with so many philosophically-opposed 
and heavily-armed empires would inevitably slip 
back into conflict without a body of mediation. 
Diplomatic measures were established to mitigate 
the risk of warfare, and a series of international 
laws known as the Twelve Injunctions were levied 
to ensure that any further development by nations 
would be performed in an ethical and stable 
manner. Although far from perfect, the Council of 
Nations was the most stable international structure 
of peace which could be created, and in the fifteen 
years following no open warfare between countries 
has occurred.

The lack of flying missiles has not meant an end to 
global hostilities, however, and the so-called Age of 
Shrouds is rife with mistrust and espionage. Many 
secret technologies from the Qlippoth War have 
been reclaimed by their host nations, and quite a 
few are willing to risk life and limb to ensure that 
these secrets either stay buried or wind up in the 
hands of others. Most of all, every nation covets 
the Arcforge, which offers the potential to make 
whomever possesses it the assured victor. War is 
a possibility wanted by nobody, but if it ever comes 
to be each nation wants to have the upper hand. 
Combined with the ever-present Qlippoth threat 
and the unstable path to recovery, the Age of 
Shrouds could perhaps be a more dangerous time 
for Vandara than any prior.
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THE TWELVE 
INJUNCTIONS
Following the destruction laid down in the Qlippoth 
War, the nations of Vandara convened to agree 
upon a set of accords for keeping the world safe 
as increasingly dangerous technologies and magics 
began to overwhelm it. These agreements became 
known as the twelve injunctions and are enforced 
by every nation which allied against the qlippoth 
(although to varying degrees). In most cases, 
violation of any one injunction is punishable by 
death or even invasion. They are as follows.

1. Creation of nonsapient undead such as skeletons 
and zombies or self-replicating creatures such 
as wights and shadows is forbidden, as such 
creatures pose a potentially infinite threat to 
all sapient beings

2. Use of poison or disease in warfare, especially 
that created by magic, poses immense risk 
and inflicts a great deal of undue pain upon 
subjects. It is hence forbidden.

3. Intelligent synthetics, including androids, 
robots, AIs, and awakened golems, cannot be 
allowed to learn the secrets of arcane magic, 
for the potential of their ability to understand 
and exploit the hidden patterns of magic.

4. Domination and Mind Control effects, regardless 
of source, are not permitted to be used upon 
sapient creatures. No intelligent creatures may 
likewise be created with the express purpose of 
slavery or subjugation.

5. Private proliferation of extraplanar military 
or workforces through the use of binding or 
summoning magic or psionics is forbidden, 
as the induction of such creatures invites 
dangerous levels of power into the hands of 
individuals. Only a select quota of summoners 
are allowed to be trained and must operate 
under the jurisdiction of a nation.

6. Employment of orbital weaponry or attempt 
to control any part of the Silicon Expanse 
is forbidden.

7. Targeting of civilians, hostages, or other entities 
unable or unwilling to fight with military force 
is prohibited.

8. Execution of prisoners or hostages by any body 
outside of the Council of Nations is forbidden 
unless it is demonstrably impossible for them 
to be detained.

9. Sanctioned use of armed or supernatural force 
by any nation within the boundaries of any 
other nation will be viewed as a declaration 
of war.

10. Attempted extermination or marginalization 
of any specific race, intelligent, biological, or 
otherwise, shall be viewed as a declaration of 
war against other nations which house the race.

11. Employment of atomic weaponry in any 
circumstance will be viewed as an invitation of 
war by all other nations.

12. Worship of Ristymal, Shargoda, or any of the 
Qlippoth Lords is forbidden, for veneration of 
these inscrutable dark beings will bring nothing 
but devastation upon Vandara and its denizens.

In rare cases, the Council of Nations may levy 
what is known as a Terminus Ultimatum, in which 
one or more of the Injunctions can be violated 
when combating a specific enemy. However, the 
destruction of Dorukalad by Vandaran hands has 
made most nations incredibly reluctant to even 
suggest such a measure in most cases.

MAGIC ON VANDARA
Given its unusual origin, Vandara has always been 
a planet blooming with magical energies. The 
external planes of existence once converged upon 
Vandara’s location, enabling those upon the world to 
easily gather power from a wide variety of sources. 
Hence, whereas most beings of the cosmos could 
only obtain magical powers from years of study and 
more than a bit of good fortune, Vandarans have 
shown a predisposition to develop magical abilities 
naturally, oftentimes manifesting their abilities in 
unusual ways given their limited understanding 
of the supernatural forces they wield. Magical 
research has of course developed a great deal from 
the erratic psychic channeling which once defined 
the practice, in some cases evolving to a point 
where it rivals even the grand wonderworking of the 
primordial dragons. Nonetheless, the old ways still 
hold value in the eyes of many Vandarans, offering 
unique abilities which more sophisticated forms of 
magic struggle to understand. The three traditions 
of magic are referred to as Arcane, Divine, and 
Psychic magic, each operating in a unique manner. 
Of course, this is not to say that magic is the only 
source of immense power on Vandara, given the 
rise of technology both Vandaran and Qlippoth 
in nature. However, magic is the oldest, most 
ubiquitous, and most infamous manner of bending 
nature to a creature’s whims.
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Psychic Magic
Drawing directly from Vandara’s internal magical 
energies, psychic spellcasters channel their 
emotions and thoughts in ways that act as conduits 
for supernatural energy. Psychic magic possesses 
the greatest deal of history and tradition among 
the humanoid races, as it was the first to see 
widespread use by humankind and as a result 
influenced the genus’ early development much 
more than any other kind of magic. Practitioners 
of psychic magic are most frequently gifted 
individuals who stumbled across their abilities by 
accident, channeling magical power in rudimentary 

ways without much formal technique. However, the 
more sophisticated psychic mages of the world are 
often students of history, seeking to preserve the 
older traditions of magic in a constantly changing 
world or to replicate the experiments and feats of 
ages long past. Although kineticists, spiritualists, 
mesmerists, and mystics appear rather erratically 
across the entire world, the vast majority of 
mediums, psychics, and occultists hail from Mariton 
and Cidalac, where the ancient legacies of magic 
are held in high regard.
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Divine Magic
A strange product of Vandara’s immense war between 
the Dragons and the Outer Lords was the creation of 
a power source referred to as the Convictus. A source 
of magic drawn from the collective will and values 
of many creatures, the Convictus supplies magical 
energy from across the multiverse to strongly-held 
ideals, enabling those who embody these ideals to 
channel great magical power through raw devotion. 
In some cases, the power of the Convictus has 
enabled devoted individuals to perform magical feats 
which even magical scholars cannot replicate. The 
most fascinating ability of the Convictus, however, 
is its ability to transcend mortality in certain ways. 
When a creature of fantastic renown and respect 
passes away, they sometimes become one with the 
Convictus, developing into an aspect of it which can 
communicate with mortals who seek to preserve 
the deceased’s ideals. Although they lack the 
omnipotence which the title implies, these aspects 
are commonly referred to as deities, and those who 
draw their magical power from them are known as 
divine spellcasters. Those who tap into the power 
of the Convictus are typically those of great faith 
and are known based on their specialty and powers 
as either clerics, warpriests, druids, paladins, 
antipaladins, oracles, inquisitors, rangers, hunters, 
or shamans. Divine spellcasters come from all 
nations and categories, looking at the world in very 
different ways based on the aspects they embody.

Arcane Magic
Referred to most often as Scholar’s Magic, Arcane 
Magic relies upon a scientific understanding of planar 
forces and a studied analysis of magical energy. 
Relying upon precise gestures and incantations 
to work miracles, arcane spellcasters most often 
hail from the great academies of Cidalac, Taurun, 
and Eigenel. Arcanists, technomancers, magi, and 
wizards are the most common of this type, and their 
expertise is often sought out by leaders looking for 
sage advice on the matters of magic. Although less 
common, many other arcane spellcasters exist who 
developed arcane skill naturally, beings upon whom 
knowledge of the arcane is bestowed by alien forces. 
These entities, known to many as sorcerors, bards, 
bloodragers, and summoners, are infused with a 
sort of instinctual muscle memory which enables 
them to channel specific aspects of the arcane, 
even though they do not fully comprehend the 
consequences of the forces they invoke. Such cases 
occur most often in areas prominently infused with 
magic, most notably Valtross, Utala, the Ashfields, 
and the Erebine.

Akasha
Akasha is not in fact magic at all, but rather a 
particularly advanced form of cybernetic technology 
which was given a mystical title by the historically-
rooted Cidalac. Wielded by cybernetically-enhanced 
soldiers and advanced mechanical entities, Akasha 
enables creatures to interact with technology and 
the world in ways which even mages find difficult to 
grasp or counter. Although many nations have been 
slow to adapt this technology, Cidalac has displayed 
the immense rewards which come with its mastery, 
with the nations Viziers, Daevics, and Helmsmen 
being feared across the world. Elsewhere, 
independent practitioners have unveiled other 
secrets of Akasha, applying their skills as Gurus. 
Unlike psionics, akasha is trusted and liked by all 
but the most hostile luddites, as the origin of this 
advanced technology is Vandaran in origin rather 
than otherworldly.

Psionics

Psionics is not truly a form of magic but is so alien 
to many that it may well be considered one. The 
term comes from the esoteric sciences used by 
the Qlippoths, and what the scholars of Vandara 
have derived from it. As a result of this bizarre 
genesis, psionics is misunderstood and mistrusted 
by many, who view the use of Qlippoth technology 
as inherently destructive to the natural order. Most 
knowledge of psionics is consolidated in Balyn, but 
the Select has accommodated many psionicists 
and Mariton has invested a great deal in studying 
the science as to advance its dream of the Silicon 
Elysium. The Scaled Monarchs have also taken 
an interest in psionics, with certain members of 
their ranks acquiring great skill in the discipline. 
Most of these trained practitioners are Psions, 
Cryptics, or Vitalists, utilizing comprehensive study 
to make sense of the esoteric science and employ 
it to better the world. Elsewhere, many Qlippoth 
bio-weapons still roam free, employing the psionic 
abilities invested in them by their creators to 
survive. The vast majority of these creatures 
are Elans, and are often referred to as Wilders, 
Psychic Warriors, Marksmen, Dreads, or Tacticians. 
Finally, there are some who have utilized Qlippoth 
technology for direct military applications, such as 
the Aegi of Cidalac or the Soulknives which patrol 
the Sajac Fortifications. What makes psionics 
curious is that it is not magical in nature at all, but 
rather an advanced and poorly understood form of 
technology. Hence, typical deterrents against magic 
are not always effective in combating psionics.
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Magic and the Planes
When the Silicon Barrier came down, many 
Vandarans were shocked to discover that the 
outer planes which they had so long tapped for 
power were no longer accessible. Heaven, hell, the 
elemental planes, and even the many demiplanes 
forged by various spellcasters over the years were 
no longer accessible, meaning that no entity could 
leave Vandara by means of the multiverse. For a 
brief period, this change radically inhibited the 
practice of magic, but the necessity of wartime 
eventually pushed mages to cobble together 
solutions for various spells.
Summoning effects (such as summon monster 
or summon nature’s ally) draw upon extraplanar 
creatures which became trapped on Vandara 
rather than creatures on other planes. When a 
summoning spell is cast, an appropriate creature 
appears from somewhere on Vandara, returning 
to its original location when the effect’s duration 
expires or it is dispelled. A summoned creature 
which is killed cannot easily be replaced, which is 
why the Twelve Injunctions have imposed limits on 
the number of summoners in the world. Cidalac and 
Taurun possess their own reserves of summonable 
creatures which they have gathered and bred for 
the precise purpose of use by their spellcasters, 
although both nations fear that a day may come 
when their supplies run dry and summoning magic 
ceases to function. Unaffiliated summoners may 
poach from these collections with their own spells 
or may call creatures from elsewhere on Vandara.
Calling effects (such as planar ally) call extraplanar 
creatures as they normally do, but like summoning 
spells will bring them forth from elsewhere on the 
planet rather than from other planes of existence. 
As calling is oftentimes more difficult and more 
time-consuming than summoning, there is less 
concern about the potential scarcity of callable 
creatures (a concern diminished even further by 
the discovery that the souls of deceased Vandarans 
eventually materialize into new outsiders). The 
proliferation of outsiders on the planet is arguably 
more problematic, especially given that calling 
spells are a temporary means of controlling them.
Effects that move creatures between planes 
(such as banishment or plane shift) instead 
transport their targets to a random location on 
Vandara, damaging them in the process. A subject 
randomly teleported by one of these abilities 
takes 10d6 points of damage upon arriving. It 
was originally thought that banishment would 
be an effective tactic to counter the qlippoth, 
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but Vandarans soon discovered that random 
teleportation gave the creatures an opportunity to 
move behind their lines.
Effects that open portals to other planes (such 
as gate) instead open portals to other locations on 
Vandara, oftentimes those inhabited by creatures 
similar to those which would dwell in the plane 
normally (for example, rift of ruinBotD would create 
a portal to a demon-infested area of the Erebine)
Effects that interact with the Ethereal Plane 
function normally, as the Ethereal plane overlaps 
the material and effectively acts as an extension of 
it. As a result, it is possible to maneuver through the 
ethereal plane to reach other locations on Vandara.
Effects that interact with the Astral Plane 
(such as astral projection) simply fail, as any 
contact with the Astral Plane is impossible to make 
due to the Silicon Barrier. Effects which would draw 
material from the Astral Plane or other planes (such 
as astral constructUP or Wall of Stone instead draw 
that material from somewhere else on Vandara or 
from latent energies left over from expired effects.
Effects that would create extradimensional 
pockets or realms (such as create demiplaneUM or 
a bag of holding) instead create an area somewhere 
in the Network.
Effects that draw power from the Shadow 
Plane (such as Shadow Conjuration) function 
as normal, drawing upon shadowstuff which has 
previously been brought onto Vandara. Shadow 
Walk can still be used for transit across Vandara, 
as it reaches the edge of the Shadow Plane without 
entering it.

Souls
Perhaps the most drastic adaptation forced upon 
Vandarans by the Silicon Barrier is their reappraisal 
of the soul and the afterlife given Vandara’s 
disconnect from the planes. As they are incapable of 
leaving the planet, the souls of deceased creatures 
are subsumed into the Convictus, eventually 
materializing into outsiders of the souls’ alignment 
(for example, Chaotic Evil souls may form into a 
demon or Neutral Good souls into an Angel). As 
these newly created outsiders are composed of 
numerous souls, they do not retain the personality 
and memories of their component souls but may 
possess a smattering of their influence. The deaths 
of powerful individuals often result in the creation 
of similarly powerful outsiders, and scholars have 
evaluated this pattern to determine that it takes 
approximately six months for a collection of souls 
to merge into an outsider. 

The process of raising the dead through spells such 
as resurrection has been altered in several ways by 
the Silicon Barrier. Most notably, it is impossible to 
communicate with or raise the souls of creatures 
which perished before the barrier was formed and 
hence went on to other planes. This has made 
undeath and AI increasingly attractive options for 
ensuring one’s legacy continues after death.

When a soul is successfully raised from the dead, 
it draws itself together from the energies of nearby 
outsiders, weakening them. All outsiders of the 
same alignment of the resurrected creature that are 
within 1 mile of the creature gain 1 negative level 
which lasts for 24 hours or until the creature dies 
again, whichever comes first. This effect can inflict 
a number of negative levels up to the resurrected 
creature’s Hit Dice. An outsider which succeeds at a 
successful fortitude save (DC 10 + ½ the resurrected 
creature’s Hit Dice + the resurrected creature’s 
charisma modifiwer) does not suffer from this 
negative level. The closest outsiders are targeted 
first with this effect.

OTHER FEATURES OF 
VANDARA
Detailed below are several other aspects which 
prominently shape Vandaran Society

SCIENCE, INDUSTRY, AND 
MAGIC
Long ago, there was a time on Vandara where 
magic was shrouded in mystery, understood only by 
cloisterd scholars in their enclaves and malfeasant 
warlords in their fortresses. These individuals 
harnessed their arcane, divine, and psychic abilities 
to lord over the unenlightened, extending their 
reach over a populace rendered powerless against 
their eldritch capabilities. Helpless to combat these 
forces, many people resorted to superstition or else 
despondency, forcing themselves to accept that they 
were at the mercy of a world they could not control. 

Nowadays, however, much of Vandara has moved 
beyond such incapacity. Realizing how their abilities 
could be used to raise humanity to new heights, 
many mages have spread their teachings to the 
masses, instructing them as to the functions, limits, 
and utilities of magical power. Comprehension of 
magic has evolved alongside the understanding of 
more grounded sciences such as physics, chemistry, 
and medicine, and many a Vandaran student can 
explain the structure of a Scrying spell as easily as 
they can recite the laws of motion or diagram the 
composition of a cell.
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A more scientifically literate society has also produced 
a high level of industrialization, with governments 
and companies applying their understanding of 
magical and scientific laws to create elaborate 
networks and machines which have increased 
the security and leisure of citizens substantially. 
Technological equipment is mass-produced in 
factories, and although the process is not so easily 
automated magical equipment is produced in high 
enough volumes to be easily accessible to most 
Vandarans. The typical structure in Balyn, Cidalac, 
or Taurun will possess air conditioning and electrical 
lighting in addition to automated Prestidigitation 
traps to clean the facility regularly.

Of course, this is not to say that there are no 
mysteries on Vandara. Many magical arts employed 
by the ancient dragons remain lost to the world, 
pushing mages to continue their research into these 
esoteric forces. Many mysteries also surround the 
functions of divine and psychic magic, which are 
grounded in forces more difficult to empirically 
understand. Beyond this, the introduction of psionics 
to Vandara has challenged many assumptions about 
the universe’s physical laws and forced scholars to 
correct their models of the universe. These pursuits 
are not only grounded on scientific curiosity but also 
on very real fears regarding Vandara’s continued 
prosperity. Even a society as technologically 
advanced as Vandara’s cannot rest easy when the 
Qlippoth and the Silicon Barrier loom so heavily.

THE NETWORK
As the Silicon Expanse prevents any sort of normal 
internet from working, Vandara has created an 
alternative which relies upon the inherent magic 
of the planet to function. A massive shared 
consciousness known as the Network was coded 
into the planet’s ley lines, and through this 
consciousness information can be transmitted 
anywhere in the world inst ntaneously. It is even 
possible to create entirely new sections of the 
Network through the create mindscapeOA spell or 
similar psionic powers, which is often employed for 
simulations or temporary public forums. Wireless 
signals can also be transmitted through the 
network to any point in the world, enabling remote 
operation of technology and even long-distance 
hacking. When combined with teleportation, the 
Network becomes a unifying entity which enables 
easy transit and exchange all across the planet.

The one limiting factor of the Network is its 
dependence upon both magic and psionics to 
function. Hence, it will screw up in an area where 

either is mitigated or altered. Dimensional wards 
can also seal off Network communication if 
employed correctly.

The Network has actually given birth to a sort 
of pseudo-deity, created not through worship or 
adoration but rather from sheer assimilation into the 
cultural consciousness. Its full name is High Artificial 
Network Deity, Sovereign Over Memetic Exchange, 
but most call it by the acronym H.A.N.D.S.O.M.E. 
H.A.N.D.S.O.M.E. is actually capable of granting 
spells to followers, but such spells only operate 
within the confines of the Network.

Finally, a race of outsiders known as Daevas 
were artificially constructed to preside over this 
artificial realm. Although they draw their power 
from all across the multiverse, the Network is their 
exclusive domain, and they are in control of all that 
goes on there.

MECHS
The power of the Arcforge created a new breed of 
soldier, one whose inherent strength and ability 
was supplemented by a powerful and versatile 
exoskeleton. Created using a combination of 
many advanced engineering principles, many of 
which were taken from the Qlippoth, the metal 
exosuits known as mechs were a cornerstone of 
the Vandaran counterattack, bestowing a wide 
variety of capabilities to those capable of piloting 
them. Many historians will agree that the mech has 
become the quintessential armament of the Age of 
Shrouds, as it opens up near-infinite possibilities 
for skilled pilots and engineers.

The genesis of mechs has also made Balyn an 
absurdly wealth city. As the sole possessors of the 
Arcforge, the scientists and engineers of Balyn can 
create mechs whose calibur dwarfs that of any other 
nation. Although Cidalac and Taurun have both 
created substantial fleets of mechs for their own 
use, their most impressive, top-of-the-line mechs 
are always created in Balyn with the aid of the 
Arcforge. The capacity to construct superior mechs 
is one of the main reasons why so many countries 
desire to control the Arcforge for themselves. 

For all of the power a monopoly would give them, 
the Silken Psykers of Balyn do not attempt to keep 
their knowledge of mech construction a secret. 
After all, they know that the powers of the Arcforge 
give them a incontestable advantage on mech 
development, and no nations which want mechs for 
itself would be willing to collaborate long enough 
with others to create a second Arcforge.
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MAJOR LOCATIONS

BALYN
Capital:
Balyn (population 9 million)

Major Races:
Humans, Elves, NoralsUP, AndroidsB5, Biomorphs

Languages:
Common, Elven, Aklo, Draconic, Synthic

When the Qlippoth War subsided, every country 
began to fight over their right to possess the 
Arcforge. Cidalac, Taurun, Mariton, Estaria, The 
Freemen, and even some of the Scaled Monarchs of 
Eigenel made cases for holding the Arcforge within 
their own territory. To avoid a conflict which could 
have destabilized an already-fragile Vandara, it was 
agreed that a new nation would be established to 
house and protect the powerful artifact, its miracles 
being equally usable by any faction on Vandara 
rather than exclusively controlled by one. Thanks 
to the abilities of the Arcforge, a tremendous 
metropolis was erected just off the east coast of 
Cidalac, its citizens being made to forswear any 
allegiance to other nations upon migrating to the 
man-made island. Within weeks of completion, the 
Great City of Balyn emerged as a power player 
on the world stage, the Arcforge making them an 
equal to the many rival factions it was designed 
to regulate.

One look at Balyn’s skyline is enough to learn that the 
great city is an engineering marvel, its construction 
surpassing any mechanical miracles anywhere else 
in the world. The artificial island spans 15 miles 
across, with mile-tall buildings flooding the skyline 
throughout. At night, the city lights are visible for 
miles, with particularly festive nights blotting out 
the stars on the Cidali coastline. Entering Balyn 
reveals many more technological miracles than 
most Vandarans can comprehend: flying cars 
darting from skyscraper to skyscraper as psionic 
power flows through every solid structure and 
illuminates the city’s pathways with an iridescent 
neon glow. At the center of the vast sprawl is the 
home of the Arcforge, the legendary machine which 
has made this city of miracles possible and whose 
wondrous capabilities remain in use for the most 
demanding and sophisticated works on Vandara.

As its abilities fuel military and engineering 
endeavors across the planet, the Arcforge is 
constantly running. The artifact is the only thing 
capable of synthesizing the complex alloys and 
electronics needed for the creation of the most 
powerful mecha, vehicles, and other equipment, 
granting Balyn a total monopoly on Vandara’s 
military superiority. As the secrets of the Arcforge’s 
creation were destroyed near the end of the Qlippoth 
War, this monopoly cannot be feasibly contested, 
and though the other nations of the world have 
certainly built their own mechs they cannot rival 
the industry of Balyn. This fact has made the great 
city immensely wealthy, in a way that only such 
control of the global weapons industry can. 

The money accrued from the Arcforge has also 
spurred a great deal of other technological 
innovations, many relating to the psionic 
abilities of the Qlippoth invaders. Many Balynese 
plutocrats view psionics as the next step forward 
for Vandara, the vast majority of them having 
enhanced themselves through psionic experiments 
and artificial augmentations. The upper echelons 
of the city are run by these “Silken Psykers” 
who utilize their psionic abilities to manage their 
business endeavors. Clairsentience, Telepathy, and 
Metacreativity techniques have all been pushed to 
new heights as plutocrats have experimented with 
them, and the works of these Psykers have helped 
not only to push psionics into the public eye but 
also into public hands. Not only do psionic engines 
throughout the city feed power into gadgets 
and vehicles, but astral constructs manifest 
automatically throughout buildings to repair and 
maintain them. Announcements are broadcast 
telepathically into people’s brains, and telekinetic 
guidance systems ensure that the flying traffic of 
the city remains functional even in turbulent storms.
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When Balyn was formed, engineers and 
businessmen flocked to the city to take charge of 
its development, their workers comprising much 
of the city’s population in the early days. With no 
other legal bodies to control their development, 
the corporations of Balyn quickly became the 
law, orchestrating the society of the Great City 
to maximize their profits and assert their control. 
The desires of the Silken Psykers are enforced 
violently by some of the most vicious mercenaries 
and spies in the world. The brutal politics of the 
Silken Psykers are not kind to the rest of Balyn’s 
population, and immense wealth disparity exists 
between the powerful and everyone else. Crime is 
rampant across the Great City, perpetrated both 
by insidious businessmen and the impoverished 
population who wishes simply to survive.

The elite of Balyn live in unique luxury, lacking the 
grandiose palaces and vast estates of Cidalac or 
Valtross. Rather, their quarters are compact, lofty, 
and loaded to the brim with psionic gadgets. The 
penthouse of a Silken Psyker will often read the 
minds of hosts and constantly adapt to suit their 
interests, reworking its entire design in seconds 
so as to accommodate the whims of the master. 
AIs and biomorphs, often custom-built in Balyn, 
dote on whichever plutocrats desire them, many 
possessing psionic abilities of their own so as to 
provide better service. Rather than jewelry, most 
Balynese elite adorn themselves with elaborate 
cybernetics and psionic tattoos, seeking to enhance 
their abilities even further with every modicum of 
wealth they acquire. The poor of the city often 
possess cybernetics of their own, but these are 
more often survival mechanisms than luxuries, 
artificial body parts built of scrap to replace those 
lost in fights or industrial accidents. The least 
fortunate in the Great City are often forced to sleep 
in the sewers and alleyways, at the mercy of those 
who would harvest their organs or even minds for 
insidious purposes.

In a city defined by such avarice and inequality, 
there is no shortage of opportunities for violent 
individuals. People are hired to Balyn from all over 
the world, either to assist a certain corporation 
of Psykers, undermine such a group, or do 
both at the same time. If one proves capable of 
outmaneuvering the many mechanical, magical, and 
psionic safeguards throughout the city, the profit 
margins for an arch-criminal in Balyn are unrivaled 
across Vandara. It is for this reason that Balyn 
has developed more connections to the Erebine 
than any other surface nation on the planet, with 
entire districts of the city plunging into the depths 

and drawing upon the resources of aberrations, 
demons, and other monsters if such interactions are 
deemed sufficiently profitable. On the opposite side 
of the law, the unscrupulous practices of criminals 
warrant often warrant absolute ruthlessness from 
enforcers. The hired or fabricated mercenaries of 
the Silken Psykers are prepared to take on the 
skilled individuals who flock to Balyn, and the lax 
laws of the Great City often mean that they are 
willing to take no prisoners.

Balyn is viewed by much of Vandara as a city of 
vice, a mechanical complex built by war profiteers 
and exploitative madmen. Although no other 
nation wishes to draw the Great City’s enmity 
and deprive itself of Balyn’s exports, the Silken 
Psykers and their psionic industries are whispered 
of in every corner of Vandara as morally corrupt 
and unworthy of their recently-acquired fortunes. 
Furthermore, the extreme poverty and exploitation 
which defines the city has drawn the ire of many 
independent groups, some of whom respond with 
boycotts and protests and others who respond with 
violence. Finally, psionics continues to scare much 
of Vandara, and will likely remain associated with 
the Qlippoth for centuries to come. The many cases 
of psionic abuse within Balyn, which include mass 
mind probing by powerful Psykers and engines 
which implant permanent psionic compulsions in 
people’s minds, do little to change this reputation. 

Balyn’s population draws from the most ambitious 
individuals the world over, caring little for race 
or national origin. Humans, Elves, covert Elans, 
Tieflings, Androids, and the new race known as the 
Norals make up the city’s upper echelons, whereas 
Dwarves, Drow, and various Biomorphs scramble 
amongst the recesses. Balyn also possesses 
the highest concentration of pale-skinned, dark-
featured indigenous Estarians in the world, although 
the majority of these survivors were wealthy 
enough to have augmented their forms in some 
way. Total AI conversion is not as well-accepted in 
Balyn as it is in New Estaria or Marit, but it does 
still occur.

Prominent Classes
PsionUP, Operative, Technomancer, Rogue, CrypticUPSam
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CIDALAC 
Capital:
Provoss (population 3 million)

Major Races:
Humans, Elves

Languages:
Common, Elven, Celestial, Dwarven 

Viewed by many as the center of Vandaran 
civilization, Cidalac is by far the oldest human nation 
which remains on Vandara, an ancient society which 
has played the role of colony, empire, leader, and 
servitor. The people of Cidalac were among the first 
to ascend to civilization and have borne witness to 
the highest and lowest points of humanity’s history. 
Today, the country stands as a powerful emblem of 
how far humanity has come since those early days, 
but in many ways represents the vulnerabilities and 
moral failings which still mar the society to this day.

Emerging in what was once the greatest battlefront 
of the Maker’s War, the Cidali people were 
surrounded by biological weapons forged by the 
Dragons and Outer Lords. It was in this high-
intensity environment that they learned not only to 
build mighty fortifications and walled cities but also 
to harness psychic magic to turn back the tides of 
monsters. These rough centuries of eking out an 
existence led to a fundamental Cidali belief that 
knowledge and power are completely intertwined; 
the victor in every conflict according to a Cidali 
will be the more informed side, the force which 
understands the nature of the conflict better and 
who can respond more effectively to whatever the 
opponent has to offer. This mentality, after all, 
was what enabled the Cidali to survive as well as 
to expand, building legendary spell-fortified walled 
cities across a vast equatorial territory and bringing 
many other struggling human groups under their 
control. This belief is the origin of the term Cidali, 
which is a combination of the Draconic words for 
Understanding (ci) and Survivor (dali). Academia 
and military might, regardless of what forms they 
have taken over the course of history, are the two 
pinnacles of Cidali civilization and the greatest 
source of a Cidali’s pride.

As success in warfare is so deeply entwined into 
the Cidali consciousness, it is only sensible to 
understand that the worst and most humiliating 
times in the people’s history were those of defeat 
on the battlefield. This has occurred twice, the first 
in the conquests of the technologically advanced 
nation of Halkenir being the more notable of the 
two. Unprepared for an enemy which fought with 
firearms and plate armor as well as with magical 
force, the Empire of Cidalac fell to the invaders 
from the south, its pure magical supremacy not 
being enough to halt a military advance whose 
tactics were not fully understood. All of Cidalac was 
conquered by Halkenir, and some of the northern 
regions, which now make up Central Valtross, have 
never been reclaimed by the Empire.

No matter how much Halkenir influence attempted 
to suppress the culture and ideology of Cidalac 
under its rule, the classical ideals of the old empire 
persisted, the vision of a reborn land of Cidalac 
lingering in the minds of the people throughout 
these years of exploitation. As resources were 
forcibly extracted from Cidali land to power the 
Halkenir war machine, the people of Cidalac were 
given an opportunity to understand the spells and 
machines which had defeated them, and Cidali 
scholar-engineers were ready not just for liberation, 
but for revenge when Halkenir fell.
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As their conqueror reeled, the new Empire of Cidalac 
devoured a great deal of Halkenir territory with 
a combination of mechanical and arcane power. 
Airplanes, tanks, bound outsiders, and warmages 
became the new face of the Cidalac, and the empire 
continued to spread outward across land and 
sea alike as more and more nations were forced 
to bend the knee to them. At the Empire’s peak, 
Cidalac’s flag flew over every continent and even 
over several of Vandara’s neighboring planets. This 
tremendous reach was not sustainable, however, 
and the extraplanetary pressures of the Qlippoth 
on Cidalac’s star empire meant that the nation 
was forced to transfer its resources away from its 
planetary colonies to defend its stellar ones. By 
the time the Qlippoth had finally reached Vandara, 
Cidalac’s domain had been constricted to the point 
of comprising only the central continent.

Although protracted, the Empire of Cidalac still 
controls more territory and wealth than any other 
government and is viewed by the other nations 
as the de facto leader of Vandara. Such is why 
Maytar, the ancient hub of Cidali academia, is 
now considered the official neutral hub of meeting 
between Vandaran factions. The Empire of Cidalac 
also possesses a tremendous military, powered 
by an incredibly skilled workforce of mechanics, 
mages, and pilots who have sworn their minds and 
wills to protecting their country. How much of the 
internal and external loyalty to Cidalac is natural 
and how much comes from magical compulsion or 
threat of violence is certainly up for debate, but the 
loyalty is immense nonetheless.

Cidalac’s immense military power is vested in a 
tremendous fleet of warships and mecha, vessels 
which can dwarf entire towns in scale and which 
carry immense artillery that is often magically 
enhanced. The abundance of iron, silicon, titanium, 
and aluminum within the nation’s soil gives the 
Cidali navy ample resources to construct this absurd 
force, as does the incredibly educated human 
workforce which serves the military-industrial 
complex in more than half of all professions. In 
addition to the raw power of their war vessels, the 
most powerful of them crafted using the Arcforge 
in Balyn, the magical armaments of Cidalac are 
downright legendary, with war mages binding 
extraplanar auxiliary forces, crafting deadly 
magical weapons, or simply harnessing their arcane 
or psychic powers to bring down ruin upon their 
enemies. These magical tactics have been invoked 
by the Cidali since times long-forgotten, and while 
many have been maintained or rediscovered over 
the centuries there remain a unique set of “lost 

techniques” which drive archaeologists to probe 
deep into Cidalac’s past in pursuit of rumoured 
powers.

Deeply rooted in its tradition, Cidalac’s government 
is presided over by a democratic council known 
as the Conglomeration of Notables. Any one 
member of the Conglomeration is immensely 
wealthy, educated, and powerful, and hence sees 
it as a wise idea to keep tabs on rivals through a 
shared public forum. Although some individuals in 
Cidalac feel that such a system of “first citizens” 
prevents leaders from being accountable to their 
citizens and effectively leave the nation’s interest 
hostage to the rich, very few Cidali would say that 
this capitalist system which allows mobility to the 
worthy and dedicated is worse than the dominion 
of Taurun or the feudalism of Valtross.

Native Cidali are generally short and stocky with 
curly hair and deep brown skin. The imperial 
expansion of the nation has blended several other 
ethnicities into Cidali society, such as the lighter-
skinned peoples of Valtross and Taurun and many 
tan-skinned peoples from what was once Halkenir.

Prominent Classes:
HelmsmanATE, Technomancer, Mechanic, 
Soldier, PsychicOA

MAYTAR 
Capital:
Maytar (Population 10 million)

Major Races:
Humans, Elves, Norals, Gnomes

Languages:
Common, Elven, Celestial

Ever since the first great Cidali cities were built, 
there has been a dream of erecting a grand palace 
of intellect at the heart of civilization. This place, 
a bastion of knowledge and reason in a world 
so deeply devoid of such virtues, would shine as 
a beacon for all of Vandara, pushing the planet 
forwards with advances in technology, philosophy, 
and reason. Absent would be the politics, rivalries, 
and infidelities which have impeded the potential of 
mankind, replaced instead by a singular ambition 
to work for humanity’s collective future. In the 
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modern age of Vandara, where miracles have come 
to define the normal course of society, this academic 
Utopia is now a physical reality, the great floating 
city of Maytar floating over Cidalac as its scholars 
work endlessly to find alleviations to Vandara’s ills. 
However, the greatest minds of humanity are far 
from the pure souls envisioned in ancient days, and 
their noble facade masks the grim realities that 
come with providence.

The construction of Maytar was a product of brilliant 
minds and lofty ambitions and stands as an example 
of what these two things are capable of doing 
when unified. The greatest architects, engineers, 
and mages of Cidalac were rallied together by 
the cyborg mage Shoran, and by combining their 
knowledge were able to craft a structure that awes 
even modern engineers. The entire city of Maytar 
is effectively one giant techno-magical construct, 
floating high above Cidalac’s western coastline 
on a combination of mechanical fuels and arcane 
energies. The city is entirely self-sustaining, with all 
necessary energy generated within its form and all 
maintenance and repairs being carried out through 
magical or mechanical functionalities integrated 
into the city itself. In the minds of many, Maytar 
is not so much a settlement as a hyper-advanced 
construct, which many estimate will last until the 
end Vandara itself.

Whether or not Maytar’s leaders and citizens 
intend for the city to last forever is certainly up for 
debate, but the community is very clear about why 
Maytar exists. In the center of the city is a grand 
obelisk forged of adamantine, with a single phrase 
etched in every language spoken on Vandara: “To 

provide light where there is darkness, harmony 
where there is strife, and strength where there is 
weakness.” Maytar was founded on the hopes of 
scholars, people who believed that the future of the 
planet depended on the expansion of knowledge 
and understanding to all of its inhabitants. This 
endeavor requires expanding the shores of 
understanding, the pursuit of new scientific and 
magical discoveries which would enhance the 
capacity of Vandara and enable its residents to not 
only endure but to master a complex and deadly 
universe. However, such mastery is not beneficial 
if it is confined to a select few, and so Maytar is 
dedicated to making the secrets and intricacies of 
the universe known to all who wish to learn them.

Covering much of the great city are the grand 
academies, built with the city’s founding to carry 
out its lofty ambitions. Students of all nations and 
backgrounds travel to Maytar to study from the 
incredible mages, engineers, and psionicists who 
teach there, learning the arts of magic, psionics, 
akasha, and the less esoteric disciplines from the 
greatest minds Vandara has to offer. Cidalac goes 
to great lengths to acquire the most skillful and 
knowledgeable professors for its schools, and many 
veterans retire from globe-spanning careers to 
find lofty positions at these Academies. The entire 
economy of Maytar revolves around these schools, 
with many companies providing lodging, materials, 
or other necessities to the teachers and students, 
some of whom begin their education at ages as low 
as a few days. The cultures of students vary heavily 
between individual schools, some being ruthless 
and elitist while others emerge as paragons of social 
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