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GRIM LORE

INTRODUCTION

OVERVIEW OF EONELL
/n the annals of time,
etched with the blood
and sorrows of

countless renerations,

lles the tale of Eonell
This world, once resplendent with the
harmonious symphony of ma pic and
technrolofy, row stands as a testament
to the Fra pility of creation and the

inexorable maprch of ertropy.

1, Grimscribe, ancient and eternal, Aave
withessed the rise and Fall of empipre.s,
the birth of wonders, and the tra pic
Jdescent /nto chaos. ~Yerein, [ recount the
story of Eonell, a world fForever altered éy

the ca.ta.c(y.rm Known as the Ruptupre.

THE AGE OF ARCANE
PROSPERITY

In epochs past, Eonell was a realm where
magic and technology wove together
seamlessly, creating a tapestry of unparalleled
splendor. Cities of towering spires and
intricate cybernetics hummed with the
lifeblood of arcane energies, their very essence
intertwined with the fabric of reality. The air
itself shimmered with the residue of
enchantments, and every breath taken by its
denizens was imbued with a hint of the
mystical.

The inhabitants of Eonell, masters of both
spellcraft and machinery, lived in a state of
symbiotic equilibrium with their creations.
From the floating citadels that drifted lazily
among the clouds to the subterranean
labyrinths powered by the heartbeat of the
earth, this was an age of marvels, an era where
the impossible became mundane.

THE RUPTURE

Yet, as with all things of great beauty, a
shadow loomed ever closer. The Rupture, a
calamity whispered of in ancient prophecies,
struck with a ferocity that sundered the very
core of Eonell. I remember the day the sky
cracked open, a violent maelstrom of energies
tearing through the heavens. The world's
magical core, the source of its boundless
power, imploded in a cataclysmic event that
reverberated across the cosmos.

In an instant, the arcane lifeblood that
sustained the world was severed. Magic, once
as pervasive and essential as the air, vanished,
leaving behind a stark, desolate reality. The
great cities, bereft of their sustaining energies,
crumbled into ruin. The skies, once alight
with floating castles and shimmering aether,
grew dim and foreboding. Eonell was
transformed into a wasteland, a broken echo
of its former self.

THE PSYCHIC AWAKENING

From the ashes of this devastation, a new
force emerged among the survivors—psychic
abilities. Unlike the controlled and predictable
magic of old, these newfound powers were
wild and volatile. Those who wielded them
did so at great risk, for their unpredictability
often led to destruction as much as salvation.
Communities, fragmented and struggling for
survival, gathered in the remnants of the old
cities, fortifying themselves against the
dangers of the wilds.



In these strongholds, the survivors scavenged
for remnants of lost technologies and ancient
artifacts, striving to harness whatever power
they could to sustain themselves. It is here,
amid the decaying grandeur of their forebears,
that they grappled with their nascent psychic
abilities, each day a struggle for existence
against a world that had turned hostile and
unforgiving.

THE NEW WORLD OF
EONELL

Today, Eonell is a land of stark contrasts. The
eerie silence of abandoned, tech-laden ruins
speaks of a glorious past, while the desperate
cries of the present echo through the
crumbling halls. The fractured communities,
fortified against the wilderness, are isolated
beacons of hope and defiance. Outside their
walls, the land is a perilous expanse where the
brave or the foolhardy venture in search of
relics and resources.

0, Grimscpibe, have seen the rise of the
pr/at/'c Dominron In the therJr‘ouAJ
(a.é_yr/'nt‘.c, the rule of the Ruin Re_rents
over the decayed metro/oo(/'.ce.c, and the
haprsh reipn of the Wasteland Soveresl ras
I'n the aunfor FNAZL T wilds. Eaclh faction,
each supvivop, c(/'hJJ‘ +o the vest/res of
a Aycfahe era, ,ﬁ‘:/«/'v/'hcf to capve out a
Futupre amidst the prulns.

Eonell, a world once vibrant with the
symphony of magic and technology, now
stands as a testament to the endurance of life
against the odds. Itis a realm where every step
is fraught with peril, every breath a struggle

for survival, and every dawn a victory against
the encroaching darkness.

THE RUPTURE

In the annals of Eonell’s history, few events
stand as cataclysmic and transformative as
the Rupture. I, Grimscribe, ancient and
ageless, bear witness to this epochal disaster,
a calamity that cleaved the world asunder and
irrevocably altered the course of destiny.

PRELUDE TO
CATASTROPHE

Eonell, in its prime, was a realm where the
arcane and the technological coexisted in
exquisite harmony. The ley lines of magic ran
deep and true, their currents interwoven with
the circuits and conduits of advanced
cybernetics. Scholars and artificers plumbed
the depths of both sorcery and science,
pushing the boundaries of what was possible.
Yet, in their hubris, they overlooked the fragile
balance that sustained their world.

Whispers of a foreboding prophecy echoed
through the ages, carried by the winds of time.
Ancient texts, hidden in the deepest vaults,
spoke of a cataclysm that would rend the
fabric of reality. Few paid heed to these
warnings, dismissing them as the ramblings
of mad seers and doomsayers. But I,
Grimscribe, saw the signs and felt the tremors
in the aether.

THE DAY THE WORLD
SHATTERED

The Rupture began as a mere tremor, a subtle
disturbance in the arcane flows. Then,
without warning, the skies darkened, and a
deafening silence fell upon the world. It was
as if Eonell itself held its breath, teetering on
the brink of an abyss. The ground quaked
violently, and fissures of blinding light tore
through the heavens.

In a cataclysmic burst, the magical core of
Eonell imploded. The very heart of the world's
arcane power was sundered, releasing a



shockwave that rippled across the land. Cities
that had stood for millennia were obliterated
in an instant, their towers reduced to rubble
and dust. The implosion severed the ley lines,
casting the world into a void where magic
could no longer flow.

I recall the screams, the chaos, the
overwhelming sense of loss. The implosion
created a maelstrom of arcane and psychic
energies, warping reality and reshaping the
landscape. Mountains crumbled, forests
withered, and seas boiled away, leaving
behind a barren wasteland. The very air
crackled with residual energy, a haunting
reminder of the power that once was.

THE AFTERIVIATH

As the dust settled and the initial shock
subsided, the survivors emerged from the
wreckage, bewildered and broken. The once-
mighty cities lay in ruins, their streets littered
with the detritus of a bygone era. The
survivors, bereft of the magic that had once
permeated their lives, faced a stark and brutal
reality. The grand symphony of arcane and
technological marvels was silenced, replaced
by a cacophony of despair and ruin.

Communities that had flourished on the
symbiosis of magic and technology found
themselves grappling with the newfound
emptiness. Without the arcane energies to
sustain them, the remnants of civilization
struggled to adapt. It was in this bleak
landscape that a new force began to stir—
psychic abilities, raw and untamed, emerged
among the survivors. These powers,
unpredictable and often perilous, became
both a boon and a curse.

THE NEW ERA

In the wake of the Rupture, Eonell entered a
new era, one marked by the relentless struggle
for survival. The landscape was now a mosaic
of desolation and danger, where the remnants

of the old world lay buried beneath layers of
ruin and decay. The survivors banded together
in fortified enclaves, scavenging for resources
and relics of the past to sustain their fragile
existence.

The Rupture was not merely a physical event
but a profound transformation of the world's
very essence. The loss of magic and the rise of
psychic abilities reshaped the cultural and
social fabric of Eonell. Factions emerged, each
adapting to the new world in their unique
ways, the Cryptic Dominion in their
subterranean lairs, the Ruin Regents amidst
the decaying metropolises, and the Wasteland
Sovereigns roaming the harsh expanses.

A WORLD FOREVER
CHANGED

Eonell, once a beacon of magical and
technological marvels, now stands as a
testament to the impermanence of greatness
and the enduring spirit of its inhabitants. The
Rupture shattered not just the physical world
but the very foundations of its society. Itis a
world where every day there is a battle against
the remnants of the past and the uncertainties
of the future.

As [, Grimscribe, continue to chronicle the
A/'.rtapy of Eonell, [ see in rits /aea/a(e a
resilience born of nece:.r/'-f:y, a
Jdetermination to for_re a /aa.té tﬂpouJﬁ
the Jdarkness. The '?u/otupe, t‘oud‘% a
ca.ta.c(y.cm, has _riven rise to a new Jdawn—
a harsh, uhy/'e(.?/'ncf dawn, but one that
carries the £licker of Aa/oe. Eonell
endures, scarred but unbpoken, a woprld

SForever cAahJeJ Yyet ever Jdefrant.



CURRENT STATE

Eonell, a world once brimming with arcane
brilliance and technological marvels, now lies
cloaked in a shroud of desolation. The echoes
of the Rupture still reverberate through its
ruined landscapes, a haunting reminder of a
cataclysm that shattered not only the physical
realm but the very essence of its existence. I,
Grimscribe, ancient witness and eternal
chronicler, have traversed the breadth of this
broken world, and herein I recount its current
state.

THE BARREN
WASTELANDS

In the aftermath of the Rupture, Eonell's
landscapes have been transformed into vast
expanses of barren wastelands. Where once
verdant forests and fertile plains thrived, now
only desolation remains. The land is scarred
and lifeless, the soil barren and unable to
sustain the vibrant flora that once adorned it.
The sky, often a brooding gray, hangs heavy
with the weight of lost hope.

Amidst these wastelands, the ruins of ancient
metropolises stand as silent sentinels of a
bygone era. Towering spires, now crumbling
and overgrown with tenacious vines, cast long
shadows over the desolate ground. These
once-great cities, filled with the hum of
magical and technological energies, now lie in
eerie silence, their glory faded and forgotten.

THE FORTIFIED ENCLAVES

In this harsh and unforgiving world, the
survivors have gathered in fortified enclaves,
remnants of the old world now repurposed for
survival. These enclaves are bastions of hope
amid the surrounding chaos, where fractured
communities strive to rebuild amidst the
ruins.

Within the crumbling walls of these
strongholds, life clings tenaciously. The

survivors have adapted to their new reality,
utilizing whatever remnants of technology
and scraps of arcane knowledge they can
salvage. Scavenging has become a way of life,
as people search the ruins for anything that
might aid their continued existence. These
enclaves are often ruled by factions, each with
their own vision for the future, and alliances
and rivalries shape the daily lives of their
inhabitants.

THE RISE OF PSYCHIC
ABILITIES

With the severing of magic, a new force has
emerged among the survivors—psychic
abilities. Unlike the controlled and studied
magic of the past, these powers are wild and
unpredictable, a double-edged sword that can
bring both salvation and destruction. The
emergence of these abilities has added a layer
of complexity to an already chaotic world.

Communities have learned to harness these
abilities, albeit cautiously. Psychic healers
mend wounds with a touch, while seers
glimpse fragments of possible futures.
However, the volatility of these powers often
leads to unintended consequences, making
those who wield them both revered and
feared. The enclaves have become crucibles of
experimentation, as survivors strive to
understand and control their new gifts.

THE FRACTURED
FACTIONS

Eonell is now a tapestry of fractured factions,
each vying for control and survival. The
Cryptic Dominion, rulers of the labyrinthine
subterranean networks, delve into ancient
secrets and arcane machinery. The Ruin
Regents, who hold sway over the decaying
metropolises, maintain a semblance of order
amidst the chaos. The Wasteland Sovereigns,
nomadic tribes adapted to the harsh



wilderness, traverse the badlands in search of
resources and relics.

Each faction has carved out its own domain,
marked by distinct cultural and social
practices. The Cryptic Dominion's engineers
and psychic navigators manipulate the
complex imprints of the underground. The
Ruin Regents' tech specialists and social elites
preserve and innovate upon old-world
technology. The Wasteland Sovereigns, with
their fierce warriors and Psykers, dominate
the trade routes and shifting landscapes of the
wastelands.

THE PERILS BEYOND THE
WALLS

Outside the relative safety of the enclaves, the
wilderness is a perilous expanse filled with
dangers both known and unknown. Savage
beasts, twisted by the residual energies of the
Rupture, roam the land. Rogue Psykers, driven
mad by their uncontrolled powers, pose a
constant threat. The remnants of old-world
technology, now malfunctioning and
unpredictable, create hazards at every turn.

Despite these dangers, brave souls venture
beyond the walls in search of resources,
knowledge, and relics of the past. These
expeditions are fraught with risk, but they are
essential for the continued survival of the
enclaves. Each journey into the wilderness is a
test of endurance and cunning, a struggle
against the very world itself.

A WORLD IN FLUX

Eonell, in its current state, is a world of stark
contrasts and constant flux. Itis aland where
the remnants of a glorious past clash with the
harsh realities of the present. The survivors,
resilient and resourceful, navigate this ever-
changing landscape, forging a path through
the ruins and reclaiming fragments of their
lost heritage.

1, Grimscpibe, have seen the endurance of
the Auman .r/o//v't In the face of
overwhelmin o adversity. The current state
of Eonell i's a testament to the J‘tr-ethA
and Jdetermination of Its Inhabitants.
Amidst Jdesolation and Jdan_rer, there /s a
c)'~//'mme/~ of Aa/ae that, one Ja.y, Eonell
m/'cfét rise From the ashes and reclaim rts
Former plory. Cneil then, the stru rle
continues, and the story of Eonell
unFfolds, cﬁa/ate/- A‘y céa./ater, In the annals

oF tlime.



GEOGRAPHIC AL
REGIONS

THE WASTELANDS

The Wastelands of Eonell, once teeming with
life and beauty, now stretch out as desolate
expanses of barren earth and twisted
remnants. I, Grimscribe, have wandered these
forsaken lands, documenting their
transformation from fertile havens to the
harsh, unforgiving terrains they have become.
Here, the very air is heavy with the weight of
sorrow and lost glory.

OVERVIEW

The Wastelands are the most expansive and
unforgiving region of Eonell. They are
characterized by vast plains of cracked earth,
scorched by relentless sun and scarred by the
remnants of the Rupture. This land, once lush
and green, now stands as a testament to the
cataclysm that ravaged the world. The few
remnants of flora and fauna that remain are
twisted and mutated, struggling to survive in
this harsh environment.

KEY LOCATIONS

THE RUINS OF OLD
VIETROPOLISES

These once-grand cities now lie in ruin, their
towering spires and magnificent structures
reduced to rubble and ash. The remains of
these metropolises are scattered across the
Wastelands, their crumbling edifices
providing shelter for scavengers and outcasts.
Each ruin tells a story of a time when magic
and technology flourished, now replaced by
eerie silence and haunting memories.

ELDERSPIRE

A towering city that once stood as a beacon of
magical and technological prowess, now a
labyrinth of broken towers and crumbling
walls. Elderspire is a haven for scavengers
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who brave its depths in search of valuable
relics.

SOLACE HEIGHTS

Once a bustling hub of trade and culture, now
a skeletal framework of its former self. Solace
Heights is known for its extensive
underground tunnels, where many seek
refuge from the harsh surface conditions.

SCAVENGER CAIVIES

Scattered throughout the Wastelands are
makeshift camps of survivors who have
chosen to live beyond the relative safety of the
enclaves. These scavengers eke out a living by
salvaging whatever remnants of the old world
they can find.

CAVIP IRONCLAD

This well-fortified camp was established by a
group of former engineers and
technomancers. They use their skills to
repurpose old-world technology for survival.

RUSTED VALE

Aloosely organized camp where the
inhabitants live off the land and the ruins
around them. It is a place where barter and
trade thrive, and where the law is as harsh as
the land itself.

THE SHATTERED PLAINS

A vast stretch of land marked by jagged rocks
and deep chasms, the Shattered Plains are a
dangerous and treacherous area. The ground
here is unstable, prone to sudden collapses
and hidden pitfalls.

CRUVIBLE RIDGE

An area known for its frequent seismic
activity, where the ground is constantly
shifting and breaking apart. It is said that
treasures of the old world lie buried beneath
its unstable surface.

ECHO CANYON
A series of deep, narrow canyons that create a
natural labyrinth. The canyons are filled with



the echoes of the past, making navigation
treacherous.

THE TOXIC VIARSHES

Once a series of fertile wetlands, the Toxic
Marshes have become a deadly expanse of
polluted water and noxious gases. The air here
is thick with toxic fumes, and the ground is
treacherous and unstable.

MVIRE OF DESPAIR

A particularly dangerous section of the
marshes where the water is black and viscous.
Few who enter this area ever return, and those
who do are often changed in unsettling ways.

VENOVI BOG

A place where the remnants of arcane
experiments have left the water teeming with
dangerous creatures and strange phenomena.
Itis both feared and sought after for the rare
resources that can be found.

LIFE IN THE WASTELANDS

Surviving in the Wastelands requires a
combination of resilience, resourcefulness,
and ruthlessness. The inhabitants, whether
scavengers, nomads, or outcasts, have
adapted to their harsh environmentin a
myriad way.

SCAVENGERS

These hardy souls live by salvaging the
remnants of the old world. They are experts in
repurposing technology and have an intimate
knowledge of the ruins and their dangers.

NOVIADS

Groups of people who constantly move across
the Wastelands, following the scarce
resources and avoiding the many dangers.
They are skilled in navigation and survival,
often using their psychic abilities to sense
threats and opportunities.
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OUTCASTS

Individuals or small groups who have been
exiled from the enclaves. They live on the
fringes of society, surviving through cunning
and sheer willpower. Many are driven mad by
the isolation and the harshness of their
environment.

FLORA AND FAUNA

The Wastelands, though barren, are not
entirely devoid of life. What remains has
adapted in strange and often deadly ways.

TWISTED VINES

These plants have developed a hardiness that
allows them to thrive in the cracked earth.
They are often used by scavengers for their
medicinal properties.

DESERT STALKERS

Predatory creatures that have evolved to
survive in the harsh conditions. They are swift
and silent, making them formidable hunters.

GLOWSHROOMVIS

Bioluminescent fungi that grow in the darkest
corners of the ruins. They provide a source of
light and occasionally, nourishment, though
their consumption can have unpredictable
effects.

THE PSYCHIC
PHENOIVIENON

The Wastelands are a crucible for the
emergence of psychic abilities. The ambient
energies left by the Rupture interact with the
survivors in unpredictable ways, often
enhancing latent psychic potential.

Seers: Individuals who can glimpse the future
or see through the veil of reality. They are both
revered and feared, their visions often cryptic
and unsettling.



HEALERS

Those who can mend wounds and cure
ailments with a touch. Their abilities are vital
in the Wastelands, where medical supplies are

scarce.

WIELDERS

Individuals who can harness raw psychic
energy as a weapon. They are powerful but
often unstable, their abilities a double-edged
sword.

THE ENDLESS STRUGGLE

Life in the Wastelands is a constant battle
against the elements, the creatures, and often,
against other survivors. It is a place where
only the strongest, the smartest, and the most
adaptable can hope to survive. The
Wastelands are a crucible, forging those who
endure into something more than human,
something capable of facing the challenges of
this new, brutal world.

7, Grimscpibe, have seen the resilience of
these Supvivors, their tehac/’t_y In the
Sface of oveMAe(m/'hJ 0dds. The
Wastelands are a harsh and anfor pivia g
land, but within its Jdesolate expanse lies
the /ndomitakble :/a/'r/'-f: of Eonell’s /oeo/o(e,
Strivin g to reclaim a future from the

ashes of the past.

SUBTERRANEAN
NETWORKS

Beneath the desolate surface of Eonell lies a
labyrinthine world of darkness and mystery.
The Subterranean Networks, vast and
sprawling, are home to those who have sought
refuge from the chaos above. I, Grimscribe,
have wandered these shadowed tunnels and
caverns, documenting their secrets and the
lives of those who dwell within. Here, in the
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bowels of the earth, ancient machinery hums
with residual arcane energy, and forgotten
creatures lurk in the shadows.

OVERVIEW

The Subterranean Networks are a complex
web of tunnels, caverns, and underground
cities that stretch for miles beneath the
surface of Eonell. These networks were once
the domain of miners and engineers, but now
they serve as sanctuaries for those who have
adapted to the darkness. The Cryptic
Dominion, a faction descended from the
dungeon dwellers of Eonell's medieval past,
reigns supreme in these depths, maintaining a
fragile balance between the remnants of old-
world technology and the emergent psychic
powers.

KEY LOCATIONS
THE GREAT LABYRINTH

An immense and intricate network of tunnels
that form the backbone of the Subterranean
Networks. The Great Labyrinth is both a
haven and a trap, its winding passages
offering both refuge and peril.

HEART OF SHADOWS

The central hub of the Great Labyrinth, where
the Cryptic Dominion's council convenes. This
vast cavern is illuminated by bioluminescent
fungi and arcane crystals, casting an eerie
glow on the ancient machinery that fills the
space.

WHISPERING HALLS

A section of the labyrinth known for its
peculiar acoustics, where the faintest whisper
can carry for miles. It is said that the walls
themselves are imbued with psychic energies,
amplifying the thoughts and voices of those
who traverse it.

THE ARCANE VAULTS

Hidden deep within the Subterranean
Networks are the Arcane Vaults, repositories



of ancient magical artifacts and forbidden
knowledge. These vaults are heavily guarded
and often booby-trapped to deter would-be
thieves.

YVAULT OF FORGOTTEN SPELLS

A massive chamber filled with scrolls and
tomes of arcane knowledge. The air here is
thick with the residue of ancient
enchantments, and only the most skilled and
cautious can navigate its secrets.

CHAIVIBER OF RELICS

A vault housing powerful magical artifacts,
many of which are too dangerous to be used.
The Cryptic Dominion guards these treasures
zealously, aware of their potential for both
salvation and destruction.

THE VIACHINE CATACOVIEBS

Alabyrinth of ancient machinery and arcane
constructs, the Machine Catacombs are a
testament to the technological prowess of
Eonell's past. Here, the lines between magic
and technology blur, creating a unique and
perilous environment.

ENGINE OF ETERNITY

An enormous, still-functioning machine that
predates the Rupture. Its purpose is unknown,
but its constant, rhythmic hum resonates
through the surrounding tunnels, a reminder
of a bygone age.

CLOCKWORK GRAVEYARD

A sprawling expanse filled with the remains of
ancient automatons and mechanical
constructions. The Cryptic Dominion
scavenges this area for parts and knowledge,
ever wary of the dangers that still lurk within.

THE GLOOVI CAVERNS

These vast, dark caverns are filled with an
oppressive sense of dread. The Gloom Caverns
are home to twisted creatures and hidden
dangers, their depths largely unexplored and
shrouded in mystery.
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ABYSSAL CHASM

A seemingly bottomless pit that dominates
the Gloom Caverns. It is said that those who
peer into its depths can see visions of the past
and future, though few return unscathed.

SPECTER’S HOLLOW

A haunted cavern where the spirits of those
lost during the Rupture are said to linger. The
air is cold and thick with sorrow, and eerie
whispers echo through the shadows.

LIFE IN THE
SUBTERRANEAN
NETWORKS

Living in the Subterranean Networks requires
adaptation to darkness and isolation. The
inhabitants have developed a unique culture
and society, shaped by their environment and
the constant threat of danger.

CRYPTIC DOIVENION

The dominant faction within the
Subterranean Networks, the Cryptic
Dominion is a society built on the remnants of
ancient arcane and technological knowledge.
They are ruled by a council of elders and
maintain strict control over the arcane vaults
and machine catacombs.

TECH-TUNNELERS

A sub-faction of the Cryptic Dominion, these
engineers and hackers specialize in modifying
ancient technologies to sustain and defend
their subterranean homes. They are skilled in
both repair and innovation, making them
invaluable to the community.

VIIND WEAVERS

Psychic navigators who use their abilities to
traverse and map the complex psychic
imprints left in the catacombs. They are
essential for exploration and defense, their
powers allowing them to sense and



manipulate the psychic energies that
permeate the tunnels.

SHADOW BROKERS

Social manipulators who control the flow of
information and illicit goods through the
dominion. They trade in secrets as much as in
tangible wares, their influence reaching into
every corner of the Subterranean Networks.

FLORA AND FAUNA

The Subterranean Networks are home to
unique flora and fauna, adapted to life in
perpetual darkness and often exhibiting
strange, otherworldly characteristics.

GLOWCAPRP VIUSHROOMVIS
Bioluminescent fungi that provide light and
sustenance. They are a staple of the
subterranean diet and are often cultivated in
large underground farms.

CAVE CRAWLERS

Insect-like creatures that thrive in the dark,
feeding on detritus and occasionally attacking
larger prey. They are both a nuisance and a
resource, their chitinous shells used for armor
and tools.

SHADOW SERPENTS

Elusive and dangerous, these serpents can
blend into the shadows and strike with deadly
precision. They are revered and feared, often
seen as omens by the inhabitants of the
Subterranean Networks.

THE PSYCHIC
PHENOIVIENON

The Subterranean Networks are rich with
residual psychic energies, a byproduct of the
arcane experiments and magical cataclysms
that shaped them. These energies have given
rise to powerful psychic abilities among the
inhabitants.
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PSYCHIC ECHOES

Residual psychic imprints that linger in the
tunnels, often replaying moments of the past.
Mind Weavers use these echoes to navigate
and explore the labyrinth.

WRAITHS

Manifestations of intense psychic energy,
wraiths are spectral beings that can possess
the living and manipulate the environment.
They are both a threat and a source of power,
their presence a constant reminder of the
Subterranean Networks' haunted past.

PSI-CONSTRUCTS

Constructs created through the fusion of
psychic energy and ancient technology. They
serve as guardians and tools, their very
existence a testament to the ingenuity and
resilience of the Cryptic Dominion.

THE ENDLESS STRUGGLE

Life in the Subterranean Networks is a
constant battle against the elements, the
creatures, and the shadows of the past. Itis a
place where survival depends on knowledge,
cunning, and the ability to harness the strange
energies that permeate the depths. The
inhabitants, though isolated from the surface,
are bound together by their shared struggle
and their determination to carve out a life in
the darkness.

0y, Grimscprbe, have walked these shadowed
halls, éear/'hcf witness to the resilience
and /'hJeAu/'-f:y of those who Jwell within.
The Subterrancan Aetworks are a prealm
of hidden wonders and (umé/'nor dan_rers, a
wor(J beneath a war(J, w‘e/‘e the /aa..ct and
present Intertwine in an eternal Jdance of

supvival and J/'Jcavery.



CITY STRONGHOLDS

In the aftermath of the Rupture, the few
remaining city strongholds of Eonell stand as
bastions of civilization amid the chaos. These
enclaves of humanity, fortified against the
encroaching wilderness and the pervasive
dangers, are symbols of resilience and
ingenuity. I, Grimscribe, have walked their
shadowed streets and documented their
stories, capturing the essence of survival and
adaptation in a world turned hostile.

OVERVIEW

City strongholds are the last remnants of
Eonell's once-great metropolises. These
fortified cities are enclaves of relative safety,
where survivors have gathered to rebuild and
protect what little remains of their former
glory. Each stronghold is a microcosm of the
old world, clinging to the vestiges of magic
and technology while grappling with the new
realities of psychic abilities and constant
threats.

KEY LOCATIONS
IRONHOLD

A formidable fortress-city, Ironhold is known
for its towering walls and impregnable
defenses. Itis a place where the old world's
technology is meticulously maintained and
where order is enforced with an iron fist.

THE BASTION

The central keep of Ironhold, a massive
structure that houses the city's leadership and
military command. Itis a hub of activity,
where strategies are devised, and the city's
defenses are coordinated.

THE ARCANE QUARTER

A section of the city dedicated to the study and
preservation of old-world magic. Here,
scholars and mages work tirelessly to unlock
the secrets of the past, seeking to reclaim the
lost arcane arts.
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NEW DAWN

A city built atop the ruins of a once-great
metropolis, New Dawn is a beacon of hope
and renewal. Its inhabitants are focused on
innovation and progress, striving to create a
new future from the ashes of the old.

THE SOLAR SPIRE

A towering structure that serves as both a
source of power and a symbol of hope. The
spire harnesses solar energy, providing the
city with a renewable source of electricity and

light.

THE RECLAMATION DISTRICT

An area dedicated to the reclamation and
repurposing of old-world technology. Here,
engineers and scavengers work together to
restore and adapt ancient machines and
devices.

SHADOWFEN

A city shrouded in darkness and mystery,
Shadowfen is a place where secrets are traded
like currency. It is a haven for those who
thrive in the shadows, from spies and
assassins to black market traders.

THE VEILED VIARKET

A sprawling underground bazaar where
anything can be bought or sold. It is a place of
intrigue and danger, where deals are made in
whispers and shadows.

THE SILENT CITADEL

The stronghold of the city's ruling council, a
group of enigmatic figures who control
Shadowfen from behind the scenes. The
citadel is a place of secrets and power, its halls
filled with hidden chambers and concealed
passages.

ZENITH

Perched high in the mountains, Zenith is a city
of isolation and introspection. Its inhabitants
are known for their philosophical pursuits
and their mastery of psychic abilities.



THE AETHERIUM

A grand library and academy dedicated to the
study of psychic phenomena. Here, scholars
and practitioners delve into the mysteries of
the mind, seeking to harness and control their
psychic powers.

THE SKYWARD KEEP

A fortress that overlooks the entire city,
providing both protection and a vantage point
for observing the surrounding lands. Itis
home to the city's leaders and its elite guard.

LIFE IN THE CITY
STRONGHOLDS

Life within the city strongholds is a blend of
old-world traditions and new-world
adaptations. Each city has developed its own
unique culture and way of life, shaped by its
environment and the challenges it faces.

IRONHOLDERS

The people of Ironhold are disciplined and
orderly, valuing strength and resilience. They
maintain a strict hierarchy and place a strong
emphasis on military training and
technological maintenance.

DAWNERS

The inhabitants of New Dawn are optimistic
and forward-thinking, focused on innovation
and progress. They are known for their
collaborative spirit and their efforts to rebuild
and improve upon the past.

SHADOWFENITES

The people of Shadowfen are cunning and
resourceful, thriving in a world of secrecy and
intrigue. They excel in subterfuge and trade,
using their wits and skills to navigate the
complex web of their city’s politics.

ZENITHIANS

The residents of Zenith are contemplative and
introspective, dedicated to the pursuit of
knowledge and the mastery of psychic
abilities. They value wisdom and mental
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discipline, striving to achieve a deeper
understanding of their powers.

FLORA AND FAUNA

Each city stronghold has its own unique
ecosystem, adapted to the specific conditions
of its environment.

IRONHOLD

IRONWOOD TREES

Sturdy trees with metallic bark, providing
both timber and a natural defense against
pests and disease.

STEELBEAKS

Birds with razor-sharp beaks, adapted to the
urban environment and often used as
messengers.

NEW DAWN

SUNBLOSS0OVIS

Flowers that thrive on solar energy, their
petals glowing with an inner light.

VIECHANIZED CRITTERS

Small, robotic creatures repurposed from old-
world technology, aiding in maintenance and
scavenging.

SHADOWFEN

NIGHTSHADE VINES

Plants that thrive in darkness, their tendrils
reaching out to ensnare the unwary.

SHADE STALKERS
Predatory creatures that blend into the
shadows, hunting by night.

ZENITH

WINDWHISPER PINES

Trees that grow in the high altitudes, their
needles producing a soothing, melodic sound
when the wind blows.

AETHER HAWKS

Birds of prey that have developed a sensitivity
to psychic energies, often used by Zenithians
as companions and scouts.



THE PSYCHIC
PHENOIVIENON

The city strongholds are centers of psychic
activity, each with its own unique
manifestations of these abilities.

IRONHOLD

Psychic abilities here are often focused on
combat and defense, with warriors developing
enhanced reflexes and mental fortitude.

NEW DAWN

The focus in New Dawn is on innovation and
healing, with many residents developing
abilities that aid in technological repair and
medical treatment.

SHADOWFEN

Psychic powers in Shadowfen are geared
towards stealth and manipulation, with
practitioners able to blend into shadows and
influence the thoughts of others.

ZENITH

Zenithians have developed a wide range of
psychic abilities, from telekinesis to mind
reading. Their focus is on mastery and control,
using their powers to gain insight and achieve
harmony.

THE ENDLESS STRUGGLE

Life in the city strongholds is a constant
balance between maintaining order and
adapting to the ever-present threats of the
outside world. Each city faces its own unique
challenges, from the harsh environments and
resource scarcity to the dangers posed by
rogue psykers and mutated creatures.

7, Grimscpibe, have seen the Jdetermination
and Inrenulty of the Inhabitants of

these .ﬁ‘:rohcféo(.?.c. Their resilience in the
Face of adversity /s a testament to the

endurin g :/a/'p/'t of Eonell The crty
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J‘trahcfﬁa().s‘ Stand as beacons of Ao/oe
and c/vilization In a world torn apart Ay
the /?a/atare, each one a fortress of

supvival and a cradle of rebirth.

FACTIONS & SUB-
FACTIONS

CRYPTIC DOVINION

Beneath the scarred and desolate surface of
Eonell, in the labyrinthine tunnels and vast
underground cities, lies the realm of the
Cryptic Dominion. I, Grimscribe, have walked
these shadowed halls, bearing witness to the
secrets and perils that lurk below. The Cryptic
Dominion, descendants of the dungeon
dwellers of Eonell's medieval past, have
carved out a domain in the depths of the
earth, where ancient machinery hums with
residual arcane energy and twisted creatures
prowl the darkness.

OVvVERVIEW

The Cryptic Dominion is a faction that reigns
over the subterranean networks stretching
beneath the wastelands of Eonell. These
underground cities, filled with remnants of
arcane machinery and haunted by the ghosts
of the past, are both a refuge and a prison for
their inhabitants. The Cryptic Dominion
maintains a delicate balance of power, relying
on their knowledge of ancient technology and
their mastery of psychic abilities to navigate
the treacherous depths.

SOCIETY AND CULTURE

The society of the Cryptic Dominion is
structured around a hierarchy of knowledge
and skill. Those who possess the deepest
understanding of the ancient technologies
and the most potent psychic abilities hold
positions of power and influence. The
dominion is governed by a council of elders,



wise and venerable individuals who guide
their people with a blend of tradition and
innovation.

THE COUNCIL OF ELDERS

The ruling body of the Cryptic Dominion,
composed of the most knowledgeable and
powerful individuals. They oversee the
governance of the subterranean cities and
make decisions regarding the use of ancient
technologies and psychic abilities.

THE TECHNOIVIANCERS

Skilled engineers and hackers who maintain
and modify the ancient machinery that
sustains the dominion. They are revered for
their ability to breathe life into the remnants
of the past.

THE IVIIND WEAVERS

Psychic navigators who use their abilities to
traverse and map the complex psychic
imprints left in the catacombs. They are
essential for exploration and defense,
manipulating psychic energies to protect and
expand their domain.

THE SHADOW BROKERS

Social manipulators who control the flow of
information and illicit goods through the
dominion. They trade in secrets as much as in
tangible wares, their influence reaching into
every corner of the subterranean networks.

KEY LOCATIONS

HEART OF SHADOWS

The central hub of the Cryptic Dominion, the
Heart of Shadows is a vast cavern illuminated
by bioluminescent fungi and arcane crystals.
Itis here that the Council of Elders convenes,
and where the most crucial decisions
regarding the dominion's future are made.

THE ELDERS’ CHANVIBER
A grand hall where the council meets, its walls
lined with ancient tomes and arcane artifacts.
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The chamber is a place of power and wisdom,
where the fate of the dominion is decided.

THE CRYSTAL GARDENS

An area within the Heart of Shadows where
bioluminescent fungi and arcane crystals are
cultivated. The gardens provide light and
sustenance, and are also a place of meditation
and reflection for the dominion's inhabitants.

THE VIACHINE CATACOVIES

Alabyrinth of ancient machinery and arcane
constructs, the Machine Catacombs are a
testament to the technological prowess of
Eonell's past. Here, the lines between magic
and technology blur, creating a unique and
perilous environment.

THE ENGINE OF ETERNITY

An enormous, still-functioning machine that
predates the Rupture. Its purpose is unknown,
but its constant, rhythmic hum resonates
through the surrounding tunnels, a reminder
of a bygone age.

THE CLOCKWORK GRAVEYARD

A sprawling expanse filled with the remains of
ancient automatons and mechanical
constructs. The Cryptic Dominion scavenges
this area for parts and knowledge, ever wary
of the dangers that still lurk within.

THE ARCANE VAULTS

Hidden deep within the subterranean
networks are the Arcane Vaults, repositories of
ancient magical artifacts and forbidden
knowledge. These vaults are heavily guarded
and often booby-trapped to deter would-be
thieves.

YVAULT OF FORGOTTEN SPELLS

A massive chamber filled with scrolls and
tomes of arcane knowledge. The air here is
thick with the residue of ancient
enchantments, and only the most skilled and
cautious can navigate its secrets.



CHAIVIBER OF RELICS

A vault housing powerful magical artifacts,
many of which are too dangerous to be used.
The Cryptic Dominion guards these treasures
zealously, aware of their potential for both
salvation and destruction.

THE GLOOIVI CAVERNS

These vast, dark caverns are filled with an
oppressive sense of dread. The Gloom Caverns
are home to twisted creatures and hidden
dangers, their depths largely unexplored and
shrouded in mystery.

ABYSSAL CHASM

A seemingly bottomless pit that dominates
the Gloom Caverns. It is said that those who
peer into its depths can see visions of the past
and future, though few return unscathed.

SPECTER’S HOLLOW

A haunted cavern where the spirits of those
lost during the Rupture are said to linger. The
air is cold and thick with sorrow, and eerie
whispers echo through the shadows.

SUB-FACTIONS
TECH-TUNNELERS

Engineers and hackers who have adapted to
the underground life, the Tech-Tunnelers
modify ancient technologies to sustain and
defend their subterranean homes. They are
the backbone of the Cryptic Dominion,
ensuring that the remnants of the old world
continue to function.

TECHNOVIANCER GUILD

A collective of the most skilled Tech-
Tunnelers, responsible for maintaining the
vital machinery that powers the subterranean
cities. They are constantly innovating and
adapting, their knowledge of technology
unrivaled.
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IVIIND WEAVERS

Psychic navigators who use their abilities to
traverse and map the complex psychic
imprints left in the catacombs. The Mind
Weavers are essential for exploration and
defense, their powers allowing them to sense
and manipulate the psychic energies that
permeate the tunnels.

WE AVERS' CONCLAVE

A gathering of the most powerful Mind
Weavers, who train new recruits and oversee
the use of psychic abilities within the
dominion. They are revered for their wisdom
and their ability to guide others through the
labyrinthine tunnels.

SHADOW BROKERS

Social manipulators who control the flow of
information and illicit goods through the
dominion. The Shadow Brokers trade in
secrets as much as in tangible wares, their
influence reaching into every corner of the
subterranean networks.

THE VEILED NETWORK

A shadowy organization that oversees the
trade of information and goods within the
dominion. They are masters of deception and
intrigue, their operations shrouded in secrecy.

FLORA AND FAUNA
GLOWCAP VIUSHROOVIS

Bioluminescent fungi that provide light and
sustenance. They are a staple of the
subterranean diet and are often cultivated in
large underground farms.

CAVE CRAWLERS

Insect-like creatures that thrive in the dark,
teeding on detritus and occasionally attacking
larger prey. They are both a nuisance and a
resource, their chitinous shells used for armor
and tools.



SHADOW SERPENTS

Elusive and dangerous, these serpents can
blend into the shadows and strike with deadly
precision. They are revered and feared, often
seen as omens by the inhabitants of the
Subterranean Networks.

THE PSYCHIC
PHENOIVIENON

The Subterranean Networks are rich with
residual psychic energies, a byproduct of the
arcane experiments and magical cataclysms
that shaped them. These energies have given
rise to powerful psychic abilities among the
inhabitants.

PSYCHIC ECHOES

Residual psychic imprints that linger in the
tunnels, often replaying moments of the past.
Mind Weavers use these echoes to navigate
and explore the labyrinth.

WERAITHS

Manifestations of intense psychic energy,
wraiths are spectral beings that can possess
the living and manipulate the environment.
They are both a threat and a source of power,
their presence a constant reminder of the
Subterranean Networks' haunted past.

PSI-CONSTRUCTS

Constructs created through the fusion of
psychic energy and ancient technology. They
serve as guardians and tools, their very
existence a testament to the ingenuity and
resilience of the Cryptic Dominion.

THE ENDLESS STRUGGLE

Life in the Cryptic Dominion is a constant
battle against the elements, the creatures, and
the shadows of the past. Itis a place where
survival depends on knowledge, cunning, and
the ability to harness the strange energies that
permeate the depths. The inhabitants, though
isolated from the surface, are bound together
by their shared struggle and their
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determination to carve out a life in the
darkness.

I, Grimscribe, have walked these shadowed
halls, bearing witness to the resilience and
ingenuity of those who dwell within. The
Cryptic Dominion is a realm of hidden
wonders and lurking dangers, a world
beneath a world, where the past and present
intertwine in an eternal dance of survival and
discovery.

RUIN REGENTS

Amidst the decaying remnants of Eonell's
once-great metropolises, the Ruin Regents
have carved out their dominion. These rulers
of the urban ruins, inheritors of a bygone era's
grandeur and decay, wield power through a
blend of old-world technology and new-world
cunning. I, Grimscribe, have wandered
through their crumbling streets and echoing
halls, chronicling the rise of the Ruin Regents
and the harsh realities of life under their rule.

OVvVERVIEW

The Ruin Regents are a faction that dominates
the decayed urban landscapes of Eonell. These
city-states, once centers of magic and
technology, now lie in ruins, their grandeur
taded but not forgotten. The Ruin Regents
maintain control through a mixture of
technological prowess, psychic abilities, and
ruthless governance, striving to preserve and
revive the remnants of the old world while
forging a new path forward.

SOCIETY AND CULTURE

The society of the Ruin Regents is hierarchical
and rigid, with power concentrated in the
hands of a few elite rulers. These leaders,
known as the Regents, oversee the
reconstruction and governance of their
respective territories, using their knowledge
of old-world technology and their command



of psychic abilities to maintain order and
control.

THE REGENTS

The ruling elite of the Ruin Regents, each
Regent controls a specific territory within the
ruins. They are often former technocrats,
military leaders, or powerful psykers who
have risen to power through strength and
cunning.

THE CIRCUIT LORDS

Technological specialists who maintain and
innovate upon the old-world technology that
sustains the city-states. They are responsible
for the infrastructure and technological
advancements that keep the cities
tunctioning.

The Echo Sentinels: Psychic defenders who
use their abilities to protect the city-states
from internal and external threats. They are
highly trained and highly revered, their
powers crucial to the security and stability of
the Regents' rule.

THE GILT GUILD

The social elite who control commerce and
trade within the ruins. They are the
merchants, bankers, and diplomats who
ensure the flow of goods and information,
their wealth and influence underpinning the
Regents' power.

KEY LOCATIONS
NEON HAVEN

A city-state known for its neon-lit streets and
thriving black markets, Neon Haven is a center
of commerce and innovation amidst the ruins.

THE SPIRE

The tallest building in Neon Haven, a remnant
of a skyscraper that now serves as the seat of
power for its Regent. The Spire is a beacon of
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light and authority, visible from every corner
of the city.

THE GLOAMV BAZAAR

A bustling market where anything can be
bought or sold. The Bazaar is a hub of trade
and intrigue, where merchants and smugglers
ply their wares under the watchful eyes of the
Gilt Guild.

IRONCLAD CITADEL

A fortress-city built within the remains of an
ancient industrial complex, Ironclad Citadel is
known for its formidable defenses and
military might.

THE IRON KEEP

The central stronghold of the city, housing the
Regent and the military command. The Keep
is a heavily fortified structure, bristling with
ancient weaponry and advanced defenses.

THE FORGE DISTRICT

An area dedicated to the production and
maintenance of technology and weaponry.
The Circuit Lords oversee the forges, ensuring
that the city's defenses and infrastructure are
always in peak condition.

SILENT SRFEIRE

A city-state shrouded in mystery and
shadows, Silent Spire is a place of secrets and
subtle power.

THE SHADOW TOWER

The central hub of Silent Spire, a towering
structure that houses the Regent and their
most trusted advisors. The tower is filled with
hidden chambers and secret passages, a place
of both governance and intrigue.

THE WHISPERING HALLS

A network of underground tunnels and
chambers where the Echo Sentinels train and
operate. The halls are filled with psychic
energy, their walls resonating with the
thoughts and whispers of the past.



GLIVIVIERING OASIS

A city-state built around a rare and precious
source of clean water, Glimmering Oasis is a
beacon of hope and renewal amidst the
desolation.

THE CRYSTAL PALACE

The heart of Glimmering Oasis, a grand
structure built around the central wellspring.
The Palace is a place of beauty and power,
where the Regent rules and the Gilt Guild
ensures the prosperity of the city.

THE VERDANT GARDENS

Lush, green spaces cultivated around the
water source. The Gardens provide food and
medicine for the city, and are a place of peace
and respite for its inhabitants.

SUB-FACTIONS
CIRCUIT LORDS

Technological specialists who maintain and
innovate upon the old-world technology that
sustains the city-states. They are the backbone
of the Ruin Regents' infrastructure, ensuring
that the ancient machines continue to
function.

TECHNOLOGICAL SYNDICATE

A collective of the most skilled Circuit Lords,
responsible for overseeing the technological
advancements and infrastructure of the city-
states. They are constantly seeking new ways
to repurpose and improve old-world
technology.

ECHO SENTINELS

Psychic defenders who use their abilities to
protect the city-states from threats. They are
the guardians of the Ruin Regents, their
powers a crucial element of the city's defense.

SENTINEL ORDER

A disciplined and highly trained group of Echo
Sentinels who protect the city-states and train
new recruits. They are respected and feared,
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their abilities essential to the security of the
Ruin Regents.

GILT GUILD

The social elite control commerce and trade
within the ruins. They ensure the flow of
goods and information, their wealth and
influence underpinning the Regents' power.

GUILD OF COVIVIERCE

The governing body of the Gilt Guild,
responsible for managing trade and commerce
within the city-states. They are masters of
negotiation and finance, their decisions
shaping the economic landscape of the Ruin
Regents.

FLORA AND FAUNA

IRONWOOD TREES

Sturdy trees with metallic bark, providing
both timber and a natural defense against
pests and disease. They are cultivated within
the city-states for their utility and resilience.

RUSTBEAKS

Birds with sharp beaks and metallic feathers,
adapted to the urban environment. They are
often used as messengers, their resilience
making them ideal for navigating the ruins.

NEON VINES

Plants that thrive in the presence of residual
energy, their leaves glowing with a soft, neon
light. They are cultivated for their beauty and
their potential medicinal properties.

THE PSYCHIC
PHENOVIENON

The urban ruins of the Ruin Regents are rife
with psychic energies, a legacy of the arcane
and technological experiments of the past.
These energies have given rise to unique
psychic abilities among the inhabitants.



PSYCHOKINETIC ENGINEERS

Individuals who combine their knowledge of
technology with their psychic abilities to
manipulate machines and energy. They are
invaluable to the Circuit Lords, their powers
enhancing the functionality of old-world
technology.

PSYCHIC ENFORCERS

Echo Sentinels who use their abilities to
enforce order and protect the city-states. Their
powers allow them to sense and neutralize
threats, maintaining the stability of the Ruin
Regents' rule.

TELERPATHIC DIPLOVIATS

Members of the Gilt Guild who use their
psychic abilities to negotiate and manipulate.
They are adept at reading thoughts and
emotions, their powers giving them an edge in
the complex world of commerce and trade.

THE ENDLESS STRUGGLE

Life under the Ruin Regents is a constant
battle for survival and power. Each city-state
faces its own unique challenges, from the
ever-present threat of rogue psykers and
mutated creatures to the internal strife and
political machinations that shape the Regents'
rule.

0 Grimscpibe, have walked the streets of
these Jeca.y/'hcf metpo/ao(/'.ce.c, Aear/'ncf
withess to the resilience and Ihfenuity of
thelpr inhabitants. The RPuln Re_rents are a
testament to the endurin g .c/a/'r/'-t of
Eonelly each c/'f.-y-.c'ta.te a beacon of
civilization amidst the ruins. Thelr rule is

Aa./‘.&“, but tAe/'/- Jdetermination to /-ec/a./'fn
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and rebuild /s a flicker of Aa/ae In a wopld

Forever céancfeé Ay the &’a/otare.



WASTELAND
SOVEREIGNS

Across the haprsh, Jesolate expanses of
Eonell’s wastelands roam the Wasteland
Sovere/ frs; nomadic tpribes who have
a.Ja./oteJ to Supvive In the most

unfor pivin g conditions. These flerce and
resourcefeul /oeo/o(e have carved out a (ife
amidst the rulns and barrens, relyin gy on
thelr wits, thelr strehcfté, and their
rewfound /OJ‘ycA/‘c abilities €o nravi_rate
the perils of thelr environment. J,
Gprimscpibe, have /'ourheyeé with these
pribes, CA/‘DAI'C//'AJ <helr .rtruJJ/e.r and
-t/«/'um/oé.c ‘n a world where oh(y the Stron

endure.

OVERVIEW

The Wasteland Sovereigns are a collection of
nomadic tribes that traverse the vast
wastelands of Eonell. They are masters of
adaptation and survival, each tribe developing
its own unique culture and way of life suited
to the harsh conditions. These tribes are
fiercely independent but often form alliances
to protect themselves from the myriad threats
that lurk in the wastelands.

SOCIETY AND CULTURE

The society of the Wasteland Sovereigns is
tribal and decentralized, with each tribe
governed by its own leaders and customs.
Despite their independence, the tribes share a
common respect for strength, resilience, and
the ability to adapt. Leadership is often earned
through feats of bravery and skill, with the
strongest and most cunning rising to
positions of power.
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TRIBAL CHIEFTAINS

The leaders of each tribe, chosen for their
strength, wisdom, and ability to lead their
people through the challenges of the
wastelands.

RAVAGER RIDERS

Warriors who patrol the wastelands on
armored convoys, protecting their tribes and
hunting for resources. They are skilled in
combat and survival, often riding modified
vehicles built for speed and durability.

SANDSPEAKERS

Psychic navigators who use their abilities to
sense dangers and guide their tribes through
the shifting sands and treacherous terrain.
They are revered for their insight and often
serve as advisors to the chieftains.

TRIBAL CONCLAVE

A council of elders and diplomats who
represent their tribes in alliances and
negotiations. They work to maintain peace
and cooperation among the tribes, ensuring
mutual survival.

KEY LOCATIONS
NOMVIAD'S REST

A central meeting place for the tribes,
Nomad's Rest is a sprawling encampment that
serves as a hub of trade, communication, and
alliance-building. It is a place where tribes
come together to exchange goods, share
information, and forge bonds.

THE GRAND PAVILION

Alarge tent where the Tribal Conclave meets
to discuss matters of importance and resolve
disputes. Itis a place of diplomacy and
decision-making, central to the cohesion of
the Wasteland Sovereigns.



THE VIARKET GROUNDS

An open area where traders set up stalls to sell
their wares. The market is a bustling hub of
activity, filled with the sights and sounds of
commerce and barter.

THE RAVAGED PLAINS

A vast, open expanse of cracked earth and
scattered ruins, the Ravaged Plains are both a
hunting ground and a battlefield. The tribes
patrol this area in search of resources and to
defend their territories from threats.

THE BLEAK OUTRPOST

A fortified encampment was used as a base of
operations for the Ravager Riders. Itis
strategically located to monitor the plains and
respond to threats quickly.

THE FALLEN VIONUIVIENT

The remnants of a grand statue from the old
world, now toppled and broken. It serves as a
landmark and a symbol of the past's grandeur
and the present's harsh reality.

THE SHIFTING SANDS

Aregion of ever-changing dunes and hidden
dangers, the Shifting Sands are both a natural
barrier and a source of mystique. The
Sandspeakers lead their tribes through this
treacherous landscape, using their psychic
abilities to navigate and survive.

THE IVIRAGE OASIS

A rare and precious source of water hidden
deep within the sands. Itis a closely guarded
secret, known only to a few tribes who use it
as a sanctuary and a bargaining chip in
negotiations.

THE WHISPERING DUNES

An area where the wind creates eerie sounds
as it moves through the sands. Itis said that
the whispers carry messages from the past,
guiding those who know how to listen.
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THE BONE WASTES

A desolate area littered with the remains of
ancient battles and long-dead creatures. The
Bone Wastes are a place of danger and
mystery, where only the brave or the
foolhardy venture.

THE GRAVE OF TITANS

A valley filled with the skeletal remains of
colossal beasts, relics of a time before the
Rupture. Itis a place of reverence and fear,
where the tribes come to pay homage to the
past.

THE SILENT CRYPTS

Underground tombs and catacombs that hold
the remains of ancient warriors and their
treasures. They are often raided by the tribes
for valuable artifacts, but the crypts are also
fraught with traps and dangers.

SUB-FACTIONS
RAVAGER RIDERS

The warriors and protectors of the Wasteland
Sovereigns, the Ravager Riders patrol the
wastelands on heavily modified vehicles. They
are skilled in combat and survival, their
loyalty to their tribe unmatched.

IRONFANG CLAN

A prominent group of Ravager Riders known
for their fierce combat skills and their ironclad
vehicles. They are the frontline defenders of
their tribe, always ready to face any threat.

SANDSPEAKERS

Psychic navigators use their abilities to sense
and predict the shifting dangers of the
wastelands. They are essential for guiding
their tribes and ensuring safe passage through
the most treacherous areas.

WINDWHISPER SECT

Arespected group of Sandspeakers known for
their profound psychic abilities and their deep
understanding of the wastelands. They are the



spiritual and navigational leaders of their
tribe.

TRIBAL CONCLAVE

The diplomatic and leadership body of the
Wasteland Sovereigns, the Tribal Conclave,
works to maintain alliances and resolve
conflicts among the tribes. They are the voice
of reason and unity in a world of chaos.

ELDER COUNCIL

The most senior members of the Tribal
Conclave, chosen for their wisdom and
experience. They are the arbiters of justice and
the keepers of peace among the tribes.

FLORA AND FAUNA

THIRSTWVINE

A hardy plant that thrives in the arid
conditions of the wastelands. Its roots tap
deep into underground water sources, and it is
valued for its medicinal properties and as a
source of hydration.

DUST SCORPIONS

Large, predatory insects that roam the
wastelands. They are dangerous but also
valued for their venom, which is used by
tribes for both poison and medicine.

GHOSTHAWKS

Birds of prey that soar above the wastelands,
their keen eyes spotting prey from great
distances. They are often used by the tribes for
hunting and scouting.

THE PSYCHIC
PHENOIVIENON

The wastelands are rich with residual psychic
energies, a legacy of the Rupture. These
energies have given rise to unique psychic
abilities among the Wasteland Sovereigns,
abilities that are crucial for their survival.
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VISION SEEKERS

Individuals who can see glimpses of the
future, their visions guiding their tribe's
actions and decisions. They are both revered
and feared, their abilities often seen as a

double-edged sword.

IVIEIND BENDERS

Psykers who can influence the thoughts and
emotions of others. They are skilled in
diplomacy and subterfuge, using their powers
to negotiate and manipulate.

ELENVIENTALISTS

Psykers who can manipulate the elements of
the wastelands, using their abilities to control
sand, wind, and heat. They are essential for
protecting their tribe and navigating the
harsh environment.

THE ENDLESS STRUGGLE

Life among the Wasteland Sovereigns is a
constant battle against the elements, the
creatures, and the ever-present threat of other
tribes. Each day is a test of strength and
resilience, a struggle for survival in a world
where only the strongest and most adaptable
can thrive.

I, Grimscribe, have traveled with these
nomadic tribes, bearing witness to their
indomitable spirit and their unyielding will to
survive. The Wasteland Sovereigns are a
testament to the enduring strength of Eonell's
people, each tribe a beacon of resilience and
adaptability in a world forever changed by the
Rupture.



KEY LOCATIONS &
LANDVIARKS

ALTARS & TEVIPLES

In the Forsaken world of Eonrell, amidst
the rulns and the Jdesolation, there remarn
hallowed places of worship and power. The
altars and temples of Eonell are relics of
a time when ma_pic and falth were
Intertwined, Sanctuapies where the old
SIS were revered and ancient pituals
performed. [, Grimscribe, have stood /n the
Shadows of these sacred sites, chronicling

thelp storlies and the (/'hJe/-/'hJ power

téey hold.

OVvVERVIEW

The altars and temples of Eonell are scattered
across the landscape, each one a testament to
the world’s once-vibrant spiritual life. These
sites are often shrouded in mystery and
danger, guarded by ancient magic and the
spirits of the past. They serve as places of
pilgrimage and power, where the brave and
the desperate seek guidance, protection, and
the remnants of lost arcane knowledge.

KEY LOCATIONS

ALTAR OF THE FORGOTTEN
CRAFTSIVIEN

A site of great reverence and mystery, the Altar
of the Forgotten Craftsmen is a place where
the old world’s master artisans were said to
have communed with divine forces.

THE STONE CIRCLE

A ring of massive, intricately carved stones
that encircle the altar. Each stone bears the
symbols and sigils of ancient crafts, and itis
believed that the spirits of the craftsmen still

27

linger here, offering their guidance to those
who seek it.

THE ANVIL OF ETERNITY

At the center of the altar stands a great anvil,
said to be imbued with the power to forge
artifacts of immense power. It is a place of
pilgrimage for blacksmiths and artificers, who
hope to channel the ancient craftsmanship in
their work.

TEVIPLE OF THE FALLEN
DEITY

This temple, now in ruins, was once dedicated
to a powerful deity whose name was lost to
time. It is a place of dark worship and lost
power, where the boundaries between the
mortal realm and the divine are thin.

THE SHADOWED HALL

The main hall of the temple, filled with
crumbling statues and faded murals depicting
the glory and downfall of the fallen deity. Itis
a place of eerie silence, where the echoes of
ancient prayers still linger.

THE VEIL OF SHADOWS

An inner sanctum shrouded in perpetual
darkness. It is said that those who enter this
chamber can commune with the spirit of the
fallen deity, though many who seek its power
are never seen again.

SANCTUARY OF THE HOLY
SEAL

A place of light and purity, the Sanctuary of
the Holy Seal is one of the few remaining sites
of untainted magic. It is a sanctuary of healing
and protection, guarded by powerful wards
and ancient guardians.

THE SEALED CHAIVIBER

A room at the heart of the sanctuary, where a
powerful seal is kept. This seal is said to
protect Eonell from even greater evils, and
only the most devout are allowed to approach
1t.



THE GARDEN OF LIGHT

Surrounding the sanctuary is a lush, vibrant
garden filled with plants and flowers of
unmatched beauty. The garden is a place of
peace and healing, where the weary can find
respite from the harsh world outside.

DESERT RUINS OF THE
ETERNAL SUN

Located in the heart of the wastelands, these
ruins were once a grand temple dedicated to
the sun god. The temple's remains are a stark
contrast to the desolate surroundings, filled
with ancient relics and the remnants of solar
magic.

THE SUN DIAL PLAZA

A vast open space dominated by a massive sun
dial, its shadow casting time across the plaza.
It is said that the sun dial can predict solar
events and that those who understand its
workings can harness its power.

THE SOLAR SANCTUM

The inner sanctuary of the temple, where the
high priests once performed rituals to honor
the sun god. The sanctum is filled with golden
artifacts and ancient scrolls, their magic still
potent.

RITUALS AND PRACTICES

THE RITE OF RENEWAL

Aritual performed at the Sanctuary of the
Holy Seal, where participants seek to cleanse
themselves of corruption and renew their
connection to the light. It is a deeply spiritual
ceremony, involving prayers, chants, and the
use of sacred herbs and oils.

THE FORGE BLESSING

At the Altar of the Forgotten Craftsmen,
blacksmiths and artificers perform the Forge
Blessing, a ritual to invoke the spirits of the
ancient craftsmen. The ritual involves the
forging of a symbolic artifact and the offering
of precious materials to the anvil.
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THE SHADOW COIVIIVIUNION

In the Temple of the Fallen Deity, worshippers
perform the Shadow Communion, a
dangerous ritual to commune with the spirit
of the fallen god. The ritual requires offerings
of blood and darkness, and it is said that those
who survive the communion are granted
powerful, albeit dark, boons.

THE SUN’S EVIBRACE

In the Desert Ruins of the Eternal Sun, the
Sun’s Embrace is a ritual to honor the sun god
and seek his favor. The ritual involves
meditative sunbathing, the burning of
incense, and the recitation of ancient hymns.
Itis believed to bring warmth and protection
to those who perform it.

FLORA AND FAUNA

LUMINA BLOOMVIS

These rare flowers, found only in the Garden
of Light, glow with a soft, ethereal light. They
are used in healing rituals and are believed to
possess restorative properties.

SHADOW FERNS

Growing in the darkest corners of the Temple
of the Fallen Deity, these ferns are said to
thrive on the lingering darkness and spiritual
energy. They are used in rituals of shadow
magic and protection.

SUNSTONE LIZARDS

Inhabitants of the Desert Ruins of the Eternal
Sun, these small lizards have scales that
reflect sunlight, making them appear to glow.
They are considered sacred creatures and are
often used in rituals to honor the sun god.

THE PSYCHIC
PHENOIVIENON

The altars and temples of Eonell are focal

points of psychic energy, where the boundary
between the physical and the spiritual is thin.
These sites amplify psychic abilities, allowing



practitioners to perform feats that would be
impossible elsewhere.

SPIRIT CHANNELERS

Individuals who can communicate with the
spirits lingering around the altars and
temples. They are often sought out for their
ability to gain insight and guidance from the
past.

PSYCHIC HEALERS

Psykers who use their abilities to heal and
cleanse, drawing on the potent energies of the
sacred sites. They are essential in rituals of
renewal and protection.

SHADOW WEAVERS

Practitioners who harness the dark energies of
the Temple of the Fallen Deity. They use their
psychic abilities to manipulate shadows and
commune with the fallen deity, often walking
a fine line between power and corruption.

THE ENDLESS STRUGGLE

The altars and temples of Eonell are not just
places of worship but battlegrounds in the
struggle for survival and power. Each site
holds relics and secrets that can tip the
balance in the ongoing conflict between the
factions. Protecting and controlling these
sacred sites is a constant challenge, as they are
coveted by all who seek to harness their
power.

0y, Grimscpribe, have stood In awe of these
anclent /o(a.ces, Aea./-/'ncf withess to the
rituals and the reverence they /aspire.
The altaps and tem/a(es of Eonell apre
beacons of the past, puldin the
Supvivops tArauJA the Jdarkrness of the
present and offerin s a J//'m/ase of the

pPower and J{ary that once was.
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NATURAL WONDERS

In the midst of Eonell's devastation and
pruin, there remaisn /ooczéet.c of a.J‘toh/.J'A/.hJ
natural éeauty and power. These natural
wonders are remnants of the worlds
Former splendor, untouched by the
ﬁu/oture,.f Feull wrath op transformed rnto
Somethin o e?“"-({)’ ma_pnificent and

dan _rerous. 1, Gpimseprbe, have marveled at
these wonders, Jocumentin o their

Jrahéeuﬁ and the stopries tAe_y /'h.s‘/a/'pe.

OVERVIEW

The natural wonders of Eonell are awe-
inspiring landscapes and phenomena that
hold significant cultural, spiritual, and
practical importance. These locations are
often the subject of legend and lore, drawing
pilgrims, adventurers, and scholars alike. Each
wonder is unique, embodying the raw power
and beauty of nature, and often holding
arcane secrets or mystical properties.

KEY LOCATIONS

THE CRYSTAL CAVES OF
VALSHARA

Beneath the scorched earth of Eonell lie the
Crystal Caves of Valshara, a subterranean
labyrinth filled with towering crystal
formations that glow with an inner light.
These caves are a place of profound beauty
and latent magical energy.

THE LUIVINOUS CAVERN

The largest chamber within the caves, filled
with crystals that emit a soft, otherworldly
glow. Itis said that these crystals can amplify
magical abilities and store vast amounts of
arcane energy.



THE SINGING STALACTITES

Stalactites that produce harmonic tones when
struck or touched. These natural formations
create an eerie, beautiful music that resonates
through the caves, believed to be the voice of
the earth itself.

THE SKYREACH PEAKS

Towering mountains that pierce the sky, the
Skyreach Peaks are the highest points in
Eonell, offering breathtaking views and
treacherous paths. The peaks are sacred to
many, seen as a bridge between the mortal
realm and the heavens.

THE SUMVIIVIIT OF STARS

The highest peak, where the air is thin and the
stars seem within reach. Itis a place of
pilgrimage for those seeking enlightenment or
wishing to commune with celestial forces.

THE FROSTFALL GLACIERS

Vast glaciers that cover the upper slopes of the
mountains, their ice imbued with ancient
magic. Glaciers are both a source of pure
water and a place of peril, as they shift and
crack unpredictably.

THE WHISPERING FOREST

A dense, ancient forest where the trees are
said to whisper secrets to those who listen.
The Whispering Forest is a place of mystery
and magic, its depths home to both wondrous
and dangerous creatures.

THE HEARTWOOD GROVE

The oldest part of the forest, where the trees
are massive and gnarled. It is believed that the
heartwood of these trees possesses powerful
magical properties, and the grove is often
sought out by mages and alchemists.

THE FAERY GLADE

A hidden clearing where ethereal lights dance
and strange creatures are said to appear. The
glade is a place of enchantment, where reality
seems to blur and dreams take form.
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THE ABYSSAL RIFT

A colossal chasm that splits the earth, the
Abyssal Rift is a place of dark beauty and
danger. The depths of the rift are shrouded in
shadow, filled with strange flora and fauna
that have adapted to the darkness.

THE BLACKWATER FALLS

A series of waterfalls that cascade into the rift,
their waters dark and cold. Itis said that the
falls are a gateway to the underworld, and
that spirits linger in the mists.

THE ECHOING CAVES

Caverns that extend from the rift, filled with
eerie echoes and strange rock formations.
These caves are a place of exploration and
peril, where many have ventured but few have
returned.

FLORA AND FAUNA

LUIVINESCENT FERNS

Found in the Crystal Caves of Valshara, these
tferns emit a soft, glowing light. They thrive in
the cave's unique environment and are often
used in rituals and alchemical processes.

SKYFIRE EAGLES

Majestic birds that nest in the Skyreach Peaks,
their feathers shimmering with a fiery hue.
They are symbols of strength and freedom,
often revered by the inhabitants of Eonell.

WHISPERING ODAKS

Ancient trees in the Whispering Forest that
are said to communicate with each other and
those who can hear their whispers. Their
wood is highly valued for its magical
properties.

ABYSSAL BLOOM

Arare flower that grows in the darkness of the
Abyssal Rift. Its petals are dark and velvety,
and it is believed to have powerful medicinal
and magical properties.



THE PSYCHIC
PHENOIVIENON

The natural wonders of Eonell are often focal
points of psychic energy, where the veil
between the physical and the mystical is thin.
These locations enhance psychic abilities,
allowing practitioners to perform
extraordinary feats.

CRYSTAL RESONANCE

In the Crystal Caves of Valshara, crystals
amplify psychic abilities, allowing for
powerful telepathy and telekinesis. Those
who meditate within the caves can attune
their minds to the resonance of the crystals.

CELESTIAL VISION

The heights of the Skyreach Peaks enhance
clairvoyant abilities, granting visions of
distant places and possible futures. Many seek
the peaks for guidance and insight, hoping to
gain a glimpse of the divine.

FOREST COMIVIUNION

The Whispering Forest enhances empathic
abilities, allowing individuals to communicate
with the flora and fauna. This communion
with nature provides deep insights and
strengthens the bond between the psychic
and the natural world.

ABYSSAL ECHOES

The depths of the Abyssal Rift amplify
psychometry, the ability to read the history of
objects and places. The echoes of the past
linger in the rift, accessible to those who can
channel their psychic senses.

THE ENDLESS STRUGGLE

The natural wonders of Eonell are both a
refuge and a challenge. They offer beauty,
power, and mystery, but also danger and the
unknown. Protecting and exploring these
wonders is a constant endeavor, as they are
coveted by all who seek to harness their
power.
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0, Grimscribe, have wandered these
majestic places, bearinp withess to thelr
J‘/o(eh;?or- and the /ndomitalble Spirit of
those who seek them out. The natural
wonders of Eonrell are timeless, standin g
as beacons of the worlds e/u?ur/'hcf ma_sic
and mystery, SUlIn the Supvivops
t‘ranA the Jdarkness with thelp radiant

éeauty.

FLORA & FAUNA

CREATURES OF THE
WASTELANDS

In the Jesolate expanse of Eonells
wastelands, life persists a_painst all
099s. The creatures that /nhabit these
haprsh environments have a.&a./ate.) ‘n
extra.or)/'har-y ways, Aecom/'hJ both
Feaprsome /ore;)a.ta/-s and resourceful
supvivors. [, Grimseprrbe, have chronicled
these bein s, bearin g withess to thelr
Stran e beauty and Jeadly prowess.
Aeprein lles the account of the creatures

that roam the wastelands of Eonell

OVERVIEW

The wastelands are a hostile environment,
where only the strongest and most adaptable
creatures can survive. These creatures have
evolved unique traits to navigate the barren
landscapes, hunt for scarce resources, and
defend themselves against the numerous
dangers that lurk. Many of these beings are
mutations, twisted by the residual energies of



the Rupture, and they embody the raw,
untamed power of the wastelands.

KEY CREATURES
WILD BERGLIONS

These massive, feline predators are the apex
hunters of the wastelands. With their
powerful muscles and razor-sharp claws,
Berglions are feared by all who traverse their
territory.

Appearance: Berglions are covered in thick,
mottled fur that blends seamlessly with the
rocky terrain. Their eyes glow with an eerie
light, and their fangs are long and curved,
capable of tearing through the toughest hides.

Behavior: Solitary and territorial, Berglions
stalk their prey with silent precision. They are
cunning and patient, often ambushing their
targets from hidden vantage points. Despite
their size, they can move with surprising
stealth and speed.

SPECTRAL BEASTS

Ethereal and elusive, Spectral Beasts are
creatures of pure energy, remnants of the
arcane forces unleashed during the Rupture.
They are both mesmerizing and deadly,
existing on the border between the physical
and the supernatural.

Appearance: Spectral Beasts appear as
shimmering, translucent forms, their outlines
constantly shifting and flickering. They emit a
soft, ghostly light, and their features are often
indistinct, blending into their surroundings.

Behavior: These creatures are drawn to
sources of arcane energy and are often found
near ancient ruins or magical anomalies. They
can phase in and out of physical reality,
making them difficult to combat. When
threatened, they unleash bursts of raw energy,
capable of disintegrating their foes.
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SAND SERPENTS

Long and sinuous, Sand Serpents glide
through the dunes with terrifying grace. These
predators are masters of ambush, using the
sands to conceal their approach and strike
with deadly precision.

Appearance: Sand Serpents have smooth,
scale-covered bodies that match the color of
the desert sands. Their eyes are keen and
adapted to low light, allowing them to hunt
effectively at dusk and dawn.

Behavior: Sand Serpents lie in wait beneath
the surface, sensing the vibrations of passing
prey. They strike with lightning speed,
injecting their victims with potent venom that
paralyzes and slowly dissolves tissue. Despite
their predatory nature, they are also skilled
scavengers, consuming anything that falls
within their territory.

CARRION CROWS

These large, intelligent birds are both
scavengers and symbols of death. They are
often seen circling above battles and
scavenging from the remains of fallen
creatures, their presence a harbinger of doom.

Appearance: Carrion Crows have jet-black
teathers and piercing red eyes. Their beaks are
strong and hooked, perfect for tearing flesh
from bones. They are larger than ordinary
crows, with wingspans that cast ominous
shadows on the ground below.

Behavior: Highly intelligent, Carrion Crows
are known to work in flocks, coordinating
their efforts to find food and fend off larger
predators. They are also known to follow
human survivors, waiting for the opportunity
to feast on the weak and the dying.

SCAVENGER RATS

Incredibly adaptable, Scavenger Rats thrive in
the ruins of the wastelands. They are
resourceful and resilient, capable of surviving



on the smallest scraps and navigating the
most dangerous environments.

Appearance: Scavenger Rats are larger than
typical rats, with coarse, dirty fur and sharp,
yellowed teeth. Their eyes gleam with a
cunning intelligence, and their tails are long
and whip-like, used for balance and
communication.

Behavior: These rats live in large colonies,
often establishing intricate tunnel networks
beneath the ruins. They are opportunistic
feeders, consuming anything from carrion to
discarded technology. Their intelligence
makes them formidable survivors, and they
are known to set traps and ambushes for both
prey and intruders.

ADARPTATIONS AND
TRAITS

CANVOUFLAGE AND STEALTH

Many creatures of the wastelands have
developed exceptional camouflage and stealth
abilities. Whether it is the mottled fur of the
Berglions or the shifting forms of the Spectral
Beasts, these adaptations allow them to hunt
and evade predators effectively.

VENOVI AND TOXINS

Venomous creatures like the Sand Serpents
and certain species of insects use their toxins
to subdue prey and defend against threats.
These venoms vary in potency, with some
capable of causing paralysis or even death
within minutes.

ENHANCED SENSES

In the harsh environment of the wastelands,
keen senses are a critical survival trait.
Creatures like the Sand Serpents have adapted
to detect the slightest vibrations, while the
Carrion Crows possess acute vision that
allows them to spot potential food sources
from great distances.
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RESILIENCE AND
REGENERATION

Resilience is key to surviving the wastelands.
Many creatures, such as the Scavenger Rats,
have developed heightened resilience and
regenerative abilities, allowing them to
recover quickly from injuries and withstand
harsh conditions.

THE PSYCHIC
PHENOIVIENON

The wastelands are steeped in residual psychic
energies from the Rupture, which have
influenced the evolution of its creatures.
These energies have given rise to unique
psychic traits among the faunae.

PSYCHIC ECHOES

Spectral Beasts, in particular, exhibit a
phenomenon known as psychic echoes. They
can project haunting images and sounds into
the minds of those nearby, creating illusions
that confuse and terrify their prey.

EVIPATHIC AWARENESS

Some creatures, like the Carrion Crows, have
developed a form of empathic awareness.
They can sense the emotions and states of
living beings, allowing them to locate the
weak and dying with unnerving accuracy.

TELERPATHIC COMVMIVIUNICATION

Scavenger Rats have been observed exhibiting
rudimentary telepathic communication. This
ability allows them to coordinate their efforts
and share information about threats and food
sources within their colonies.

THE ENDLESS STRUGGLE

The creatures of the wastelands are a
testament to nature's ability to adapt and
survive in even the harshest conditions. They
embody the raw, untamed essence of Eonell,
each one a unique blend of beauty and danger.
Their existence is a constant struggle for



survival, mirroring the lives of the human
survivors who share their world.

0, Grimscribe, have watched these
creatures with a mix of awe and respect.
They are the puardians of the
wastelands, the true rulers of this
Jdesolate Jomain Thelr stories are woven
into the fabpic of Eonelly, a reminder that
(ife, in all its forms, will always £/rd a

way ‘o eh.?ure.

SUBTERRANEAN
BEINGS

Deep within the shadowed recesses of
Eonell, bencath the wastelands and the
rains, lles a prealm teemin o with (Ife
adapted to /aer/aetua.( Jdarkness. The
Swubterrancan Aetwork.s, home to the
C./-y/at/'c Dominion and other Jenrzens of
the Jee/o, are also rnhabrted 6)/ a variety
of Stranre and formidable creatures. /,
Grimscribe, have journeyed throush these
Jdark coppidors, roumeht/n‘f the Ae/'hcf.r

that thrive in this Aidden woprld.

OVERVIEW

The Subterranean Beings of Eonell are a
diverse and often dangerous collection of
creatures, uniquely adapted to the harsh and
lightless environments below the surface.
These beings have evolved to navigate the
labyrinthine tunnels, vast caverns, and
ancient ruins that make up the subterranean
realm. Many of them possess extraordinary
adaptations, from bioluminescence to
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heightened senses, enabling them to survive
in the shadowed depths.

KEY CREATURES
TUNNEL SERPENTS

Long and sinuous, Tunnel Serpents glide
through the underground passages with
silent, lethal grace. They are the apex
predators of the subterranean world, feared by
all who dwell in the deep.

Appearance: Tunnel Serpents are covered in
smooth, iridescent scales that shimmer in the
faintest light. They have keen, piercing eyes
adapted to low light, and their fangs are
capable of delivering a potent venom that
paralyzes their prey.

Behavior: These serpents are solitary hunters,
stalking through the tunnels in search of prey.
They rely on their exceptional stealth and
acute senses to ambush their victims, often
striking from hidden crevices or burrows.

CAVE CRAWLERS

Insect-like and highly resilient, Cave Crawlers
are ubiquitous throughout the Subterranean
Networks. They are scavengers and
opportunistic feeders, known for their
tenacity and adaptability.

Appearance: Cave Crawlers have segmented
bodies covered in tough exoskeletons. Their
multiple legs end in sharp, gripping claws,
and their antennae are highly sensitive to
vibrations and changes in air pressure.

Behavior: Cave Crawlers live in large colonies,
often establishing extensive tunnel systems.
They are primarily scavengers but can become
aggressive when threatened. Their ability to
swarm and overwhelm larger creatures makes
them a formidable presence in the
underground.



VIDSS SWARIVIS

Composed of countless bioluminescent
insects, Moss Swarms are a sight to behold in
the dark caverns. These swarms are both
beautiful and dangerous, their collective light
illuminating the depths with an eerie glow.

Appearance: Individually, Moss Swarm insects
are small and delicate, with translucent wings
and glowing abdomens. When gathered in
swarms, they create a shimmering cloud of
light that moves as one.

Behavior: Moss Swarms are drawn to sources
of moisture and decaying organic matter,
which they feed upon. They can be both a
nuisance and a hazard, as their collective
luminescence can attract predators or
disorient intruders.

STONEGRIP SPIDERS

Large and highly intelligent, Stonegrip Spiders
are masterful hunters and weavers of intricate
webs. They are revered and feared by the
inhabitants of the subterranean world.

Appearance: Stonegrip Spiders have massive,
armored bodies covered in spiny protrusions.
Their legs are long and powerful, ending in
sharp, gripping appendages. Their eyes are
numerous and well-adapted to the darkness.

Behavior: These spiders are solitary and
territorial, establishing their lairs in strategic
locations within the tunnels. They use their
webs not only to catch prey but also to create
complex traps and barriers. Stonegrip Spiders
are known for their cunning and patience,
often lying in wait for the perfect moment to
strike.

LUVINARIS BATS

These nocturnal creatures are the primary
aerial inhabitants of the Subterranean
Networks. Luminaris Bats are known for their
keen echolocation abilities and their role in
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maintaining the balance of the subterranean
ecosystem.

Appearance: Luminaris Bats have large,
membranous wings and soft, fur-covered
bodies. Their eyes are small but their ears are
exceptionally large, adapted to picking up the
faintest of sounds.

Behavior: These bats navigate the dark
tunnels using echolocation, emitting high-
pitched sounds that bounce off the cave walls.
They primarily feed on insects and small
creatures, and their presence helps to control
the population of pests like Cave Crawlers.
Luminaris Bats are social animals, often
roosting in large colonies in the cavern
ceilings.

ADARPTATIONS AND
TRAITS

BIOLUIVINESCENCE

Many subterranean creatures, such as Moss
Swarms and certain fungi, have developed
bioluminescence. This adaptation provides
lightin the perpetual darkness and can also
serve as a form of communication or a means
to attract prey.

ECHOLOCATION AND
ENHANCED SENSES

Creatures like Luminaris Bats and Tunnel
Serpents have evolved enhanced senses to
navigate the dark tunnels. Echolocation,
heightened hearing, and sensitivity to
vibrations allow these beings to thrive in
environments where sight is limited.

CAVIOUFLAGE AND STEALTH

Camouflage is a common trait among
subterranean beings, allowing them to blend
seamlessly with their rocky surroundings.
This adaptation is essential for both predators
and prey, providing a means of avoiding
detection.



VENOVI AND TOXNS

Venomous creatures such as Tunnel Serpents
and certain species of spiders use their toxins
to subdue prey and defend against threats.
These venoms vary in potency, with some
capable of causing paralysis or even death
within minutes.

THE PSYCHIC
PHENOIVIENON

The subterranean realm of Eonell is saturated
with residual psychic energies from ancient
arcane practices and the Rupture. These
energies have influenced the evolution of its
inhabitants, giving rise to unique psychic
traits.

PSYCHIC RESONANCE

Some subterranean creatures, like the Tunnel
Serpents, have developed a form of psychic
resonance that allows them to sense the
presence of other beings through their psychic
auras. This ability enhances their hunting
efficiency and helps them avoid danger.

EVIPATHIC COVIVIUNICATION

Certain species, such as Luminaris Bats,
exhibit rudimentary empathic
communication, allowing them to coordinate
their movements and share information about
threats or food sources. This trait fosters social
cohesion and mutual support within their
colonies.

TELERPATHIC INFLUENCE
Stonegrip Spiders and other highly intelligent
beings possess limited telepathic influence,
using it to manipulate the behavior of their
prey or communicate with others of their
kind. This ability enhances their strategic
capabilities and their control over their
environment.

THE ENDLESS STRUGGLE

Life in the subterranean depths is a constant
battle for survival. The creatures of this realm
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are locked in an eternal struggle against the
elements, each other, and the incursions of
surface dwellers. Their existence is defined by
adaptation and resilience, embodying the
indomitable spirit of Eonell's hidden world.

7, Grimscpibe, have Jdelved /nto these Jdark
passa res, withessin the tenacity and
Ihfenurty of the ASI‘AJJ‘ that call them
home. The subterranrean creatures of
Eonell are both a marvel and a terror, a
testament to the power of evolution and

the endurin_g mysteries of the a’ee/o.

CULTURAL ASPECTS

SURVIVOR'S CUSTOMS

In the harsh, unforgiving world of Eonell, the
remnants of humanity have developed unique
customs and traditions to ensure their
survival. These customs are born out of
necessity, shaped by the environment and the
constant struggle against the myriad dangers
that beset them. I, Grimscribe, have
chronicled the lives of these survivors,
documenting the customs that define their
existence and bind their communities
together.

OVvVERVIEW

The survivors of Eonell are a diverse group,
each enclave and tribe possessing its own
distinct customs. Despite their differences,
they share common themes of resilience,
adaptation, and the preservation of
knowledge. These customs are crucial for
maintaining social cohesion and providing a
sense of purpose and identity in a world
where the pastis a shattered memory and the
future is uncertain.



KEY CUSTOMVIS
THE RITUAL OF THE DAWN

A daily ceremony performed by many
communities to greet the new day and honor
the light. This ritual serves as a reminder of
hope and renewal, reinforcing the survivors'
determination to face the challenges ahead.

THE DAWN CIRCLE

At sunrise, community members gatherin a
circle, often on elevated ground or a cleared
space, to witness the first rays of light. They
hold hands and chant prayers or songs of
gratitude, invoking the protection and
blessing of the sun.

THE OFFERING OF LIGHT

Participants light candles or torches,
symbolizing the dispelling of darkness. These
lights are carried back to their homes, where
they are placed in windows or on altars,
serving as a beacon of hope and a reminder of
the day's beginning.

THE FORGING FESTIVAL

A communal event held in Ironhold and other
technologically focused enclaves, celebrating
the creation and repair of tools and
machinery. This festival fosters a sense of
unity and showcases the community's
ingenuity and craftsmanship.

THE ANVIL CEREVIONY

The festival begins with a ceremonial forging,
where master blacksmiths and engineers
create a symbolic artifact. This artifact is then
presented to the community as a testament to
their collective strength and skill.

THE VMIARKETPLACE OF
INWVENTIONS

A bustling market where inventors and
craftsmen display and trade their creations. It
is a time of lively exchange, where ideas and
innovations are shared, and the bonds of
community are strengthened through
collaboration.
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THE HARVEST OF SHADOWS

A somber yet essential tradition observed in
Shadowfen and other areas where food and
resources are scarce. This custom involves the
careful and respectful gathering of resources
from the environment, ensuring sustainability
and honoring the spirits of the land.

THE SILENT WALK

Participants move through the forest or ruins
in silence, collecting what they need with
minimal disruption. This practice is both
practical and spiritual, emphasizing respect
for nature and the avoidance of unnecessary
waste.

THE OFFERING OF THANKS

After the harvest, a portion of the gathered
resources is left as an offering to the spirits of
the land. This gesture acknowledges the
balance between taking and giving,
reinforcing the community's commitment to
sustainable living.

THE FEAST OF
REVIEVIBRANCE

An annual event where communities come
together to honor the memories of those lost
to the Rupture and the ensuing chaos. This
feastis a time of reflection, storytelling, and
the sharing of traditions, keeping the legacy of
the past alive.

THE STORY CIRCLE

Elders and storytellers recount tales of the old
world, the Rupture, and the heroes who
shaped their history. These stories are passed
down to younger generations, preserving the
collective memory of the community.

THE VIEIVIORIAL FEAST

A communal meal where everyone contributes
a dish made from the year's harvest or
scavenged resources. The feastis both a
celebration of survival and a tribute to those
who did not make it, fostering a sense of
continuity and shared history.



THE TRIAL OF THE ELEMVENTS

Arite of passage for young members of the
Wasteland Sovereigns, testing their ability to
survive and thrive in the harsh environment.
This trial is a crucial step in becoming a fully
recognized member of the tribe.

THE JOURNEY

Participants are sent into the wastelands with
minimal supplies, tasked with surviving for a
set period. They must find food, water, and
shelter, relying on their wits and the skills
taught to them by their elders.

THE RETURN

Upon returning, successful participants are
welcomed back with a ceremony celebrating
their endurance and resilience. They are given
anew name or title, symbolizing their
transition from youth to adulthood.

PSYCHIC PRACTICES
THE DREAIVING CIRCLE

A practice where individuals with psychic
abilities gather to share and interpret their
dreams. These sessions are believed to provide
insights into the future, uncover hidden
truths, and strengthen the psychic bonds
within the community.

THE SHARING OF DREAMVIS
Participants take turns recounting their
dreams, often enhanced by the residual
psychic energies of Eonell. The group then
discusses and interprets these dreams, seeking
guidance and understanding.

THE PROTECTIVE CHANT

A collective chant or meditation performed at
the end of the session to protect the
participants from negative psychic influences.
This ritual reinforces the group's psychic
resilience and unity.

THE HEALING TOUCH

A custom practiced by psychic healers, using
their abilities to mend wounds and cure
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ailments. This practice is vital in a world
where medical supplies are scarce, and
traditional healing methods are limited.

THE LAYING ON OF HANDS

The healer places their hands on the patient,
channeling their psychic energy to promote
physical and spiritual healing. This practice is
often accompanied by soothing words and
calming visuals projected into the patient's
mind.

THE CLEANSING RITUAL

After a healing session, the healer performs a
cleansing ritual to purge any residual negative
energy. This ensures that the healer remains
strong and focused, and that the healing
energy remains pure.

THE BINDING OF SPIRITS

Aritual performed to protect the community
from malevolent entities and restless spirits.
This practice is crucial in areas where the
boundaries between the physical and spiritual
worlds are thin.

THE CIRCLE OF SALT

A protective circle of salt or other purifying
substances is drawn around the community or
specific locations. This barrier is believed to
ward off evil spirits and prevent them from
entering.

THE BINDING CHANT

A powerful chant or incantation performed by
the community's psychic practitioners,
reinforcing the protective barrier and binding
malevolent spirits to prevent them from
causing harm.

THE ENDLESS STRUGGLE

The customs of Eonell's survivors are a
testament to their resilience and ingenuity.
These traditions provide structure, meaning,
and a sense of continuity in a world forever
changed by the Rupture. They are the glue
that holds the community together, fostering



unity and cooperation in the face of
overwhelming odds.

1, Grimscpibe, have observed these customs
with peverence and respect. Tée_y are the
heartbeat of the Supvivia g enclaves, a
/-AytAm of Ao/oe and Jdetermination that
echoes tArouJA the ruins of Eonell [n
thelpr customs, the survivors £ind
J‘trehcfté, purpose, and the will to endure,
ca.rry/'hcf the /ecfacy of thelr world /nto

an unceprtaln Future.

PSYKIC PRACTICES

In the world of Eonell, where the arcane
and the my.ﬂ:/'ca.( Intertwine with the
harsh rea(/'-ty of supvival, /o:ycél'c abilities
have emer_red as both a SIFE and a curse.
The Rupteure has awakened latent powers
within many Supvivors, leadin y to the
Jeve(a/omefn‘: of :.m/'9ue /o.cycél'c /ora.c-f.-/'ce.r
that ald /n their Ja./'(y (fees, protect thelr
communities, and ex/a/o/‘e the Aldden Je/atﬁ.c
of their minds. [/, Grimsecribe, have
Jdocumented these practices, capturin g
the essence of thelr power and the ways
In which they .réa/oe the llves of those

w‘o wre & t‘em.

OVERVIEW

Psychic practices in Eonell are diverse and
varied, reflecting the different ways
communities have adapted to their
environments and the specific needs of their
members. These practices range from healing
and protection to communication and
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exploration, each one harnessing the raw
psychic energy that permeates the world.
They are essential for survival and provide a
connection to the unseen forces that influence
their lives.

KEY PRACTICES
THE DREAIVING CIRCLE

A communal practice where individuals with
psychic abilities gather to share and interpret
their dreams. This practice is believed to
provide insights into the future, uncover
hidden truths, and strengthen the psychic
bonds within the community.

THE SHARING OF DREAMVIS
Participants recount their dreams in a circle,
often enhanced by the residual psychic
energies of Eonell. The group discusses and
interprets these dreams, seeking guidance and
understanding for the community's future
actions.

THE PROTECTIVE CHANT

At the end of the session, participants engage
in a collective chant or meditation to protect
themselves from negative psychic influences.
This ritual reinforces the group's psychic
resilience and unity.

THE HEALING TOUCH

A vital practice in a world where traditional
medical supplies are scarce, psychic healers
use their abilities to mend wounds and cure
ailments. This practice combines physical
touch with psychic energy to promote healing.

The Laying on of Hands: The healer places
their hands on the patient, channeling psychic
energy to promote physical and spiritual
healing. This practice is often accompanied by
soothing words and calming visualizations
projected into the patient's mind.

The Cleansing Ritual: After a healing session,
the healer performs a cleansing ritual to purge



any residual negative energy, ensuring their
strength and focus remain intact.

THE BINDING OF SPIRITS

Protective practice is performed to safeguard
the community from malevolent entities and
restless spirits. This ritual is essential in areas
where the boundaries between the physical
and spiritual worlds are thin.

THE CIRCLE OF SALT

A protective circle of salt or other purifying
substances is drawn around the community or
specific locations to ward off evil spirits and
prevent them from entering.

THE BINDING CHANT

A powerful chant or incantation performed by
the community's psychic practitioners,
reinforcing the protective barrier and binding
malevolent spirits to prevent them from
causing harm.

THE IVIEND VIELD

A deep and intense connection formed
between individuals, allowing for the sharing
of thoughts, memories, and emotions. This
practice is used to foster understanding,
resolve conflicts, and strengthen
relationships.

THE JOINING

Participants sit facing each other, often in a
meditative pose, and focus their minds on
forming a connection. The process involves
deep concentration and mutual trust, as
minds intertwine and share their innermost
thoughts.

THE HARVIONIZ ATION

After the connection is formed, participants
work to harmonize their thoughts and
emotions, finding common ground and
resolving any conflicts. This practice is both
intimate and powerful, often leading to
profound personal insights.

40

THE VISION QUEST

A solitary journey undertaken by individuals
seeking personal growth, enlightenment, or
answers to pressing questions. This practice
involves venturing into the wilderness, relying
on psychic abilities to guide and protect them.

THE PREPARATION

Before embarking on the vision quest,
individuals undergo a period of fasting,
meditation, and purification to attune their
minds and bodies to the psychic energies of
Eonell.

THE JOURNEY

During the quest, individuals rely on their
psychic abilities to navigate the wilderness,
interpret signs, and receive visions. The
journey is both physically and mentally
challenging, often leading to profound
revelations.

THE ECHO READING

A practice where psychics use their abilities to
read the residual energies imprinted on
objects, places, or people. This practice is used
to uncover hidden information, solve
mysteries, and gain insights into past events.

THE TOUCH

The psychic makes physical contact with the
object or person they are reading, allowing
their mind to tune into the residual energies
and impressions left behind.

THE INTERPRETATION

The psychic interprets the images, emotions,
and sensations they perceive, piecing together
the story and significance of the residual
energies. This practice requires great
sensitivity and experience to be effective.

THE AETHER WEAVING

A complex and advanced practice where
psychics manipulate the raw aetheric energies
of Eonell to create temporary constructs,
barriers, or effects. This practice is both an art



and a science, requiring precise control and
deep understanding.

THE FOCUS

The psychic focuses their mind on the specific
effect they wish to create, drawing on the
ambient aetheric energies around them.

THE WEAVING

Through a combination of gestures,
incantations, and mental concentration, the
psychic weaves the energies into the desired
form or effect. This practice is often used for
protection, combat, or creating temporary
shelters.

THE PSYCHIC
PHENOIVIENON

The psychic practices of Eonell are deeply
influenced by the residual energies of the
Rupture. These energies enhance the abilities
of psychics, allowing them to perform
extraordinary feats that would be impossible
under normal circumstances. However, these
practices also carry risks, as psychic energies
can be volatile and unpredictable.

ANVIPLIFICATION OF ABILITIES
The ambient psychic energies of Eonell
amplify the natural abilities of psychics,
making their practices more potent and
effective. This amplification allows for more
profound healing, clearer visions, and
stronger protection.

PSYCHIC RESONANCE

Psychic practices often create a resonance
effect, where the energy used can linger in the
environment or in the participants. This
resonance can enhance future practices or
create lingering effects that influence the
surrounding area.

RISK OF OVERLOAD

The powerful psychic energies of Eonell can
be overwhelming, leading to the risk of
psychic overload. Practitioners must be
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cautious and disciplined, ensuring they do not
draw too deeply from the ambient energies
and risk their mental and physical well-being.

THE ENDLESS STRUGGLE

The psychic practices of Eonell are a testament
to the adaptability and ingenuity of its
survivors. These practices provide essential
tools for healing, protection, and
understanding in a world fraught with danger
and uncertainty. They are both a blessing and
a burden, offering immense power but
requiring great responsibility and care.

0, Grimscpibe, have observed these
practices with a mixture of awe and
respect. 7'Aey are the ((feblood of the
communities that have ma.na.cfe;) o endupre,
a Source of Stren_pth and resilience that
allows them to face the c‘a.((ehc;‘e& of
thelr world. [n their /asycél'c practices, the
Supvivors of Eonell £7nd Ao/ae, Aea.//'hcf, and
the means o carve out a future amidst

the puins of the past.
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