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Every day lifting halberds to stay in shape, and 
for what? To serve as a lightning rod. I’m asking 
Garod for a pay-raise, oh yes, I am. Lord of Tyr-
anny or not, he’s a real miser. Let him fight on 
his own, I’d sooner go for a tour of mortal nations 
than spend another minute in this pointless war.
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of Nebvarasa;



introduCtion
The Moon smile on you, adventurers!

The Quick Start Guide La Notte Eterna 5e 
will provide you with the essentials to pack your 
gear and go adventuring in the world of Neir. 

We currently have 3 ongoing campaigns with 
over 20 play-testers and 3 developers. Thanks 
to their in-game contribution, we continue to 
make improvements and changes to the specs 
of the new playable races, exclusive to La Notte 
Eterna setting: the Karevi, Wiloy and Urakian 
are ready to join the action.

We’ve also included elements that are unique 
to The Eternal Darkness, including a hint of 
the Meteor game feature – faulty and cursed 
artifacts, planar creatures, monsters and divine 
domains – that periodically fall on the world 
of Neir.

The main setting will have 16 new archetypes, 
domains and affiliations, at least one for each 
class. Inside the QSG, you will find two of them: 
the North Wolf and Chosen of the Night, the first 
a primal path for barbarians and the second a 
monastic tradition.

The main setting will also provide detailed 
descriptions of several kingdoms, their histories 
and traditions, including major cities and most 
representative places. Each city and important 
region will have its own map, which will guide 
Game Masters and Players in their exploration 

of Neir. Some of the illustrations present in this 
QSG are black and white but all will be colored 
in the main setting.

Among the innovations presented, look out for 
Divine Inspiration (the faith in a divinity organ-
ized with a playable and high reward-system) 
and Sphere Magic (a powerful spell that will 
allow you to conjure ancient heroes and villains 
from the mists of Neir’s past to fight alongside 
you). For each conjurable hero and villain we 
will provide complete character sheets.

The QSG offers hints to all these new fea-
tures, well before the launch of the Kickstarter 
scheduled for February 2023. A sneak peek of 
the manuals and gadgets that will be available 
during the KS is also provided at the bottom of 
the QSG.

To make sure you keep up-to-date with the 
game developments, make sure to follow:

Subscribe to our newsletter to receive free 
gaming resources and lore:

http://www.aliribelli.com/la-notte-eterna
Keep in touch across Nebvarasa: 
https://linktr.ee/LaNotteEterna
Write comments and questions to: 

lanotteterna@aliribelli.com
Best,

Jason R. Forbus



“Heaven will shed tears of blood on the eternal 
darkness. Angels will fall on the earth, mortals 
will drink the blood of their kin.”

– XVIII Prophecy of the Tome of Souls
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Preamble

OO
ne hundred and sixty one years have 
passed since the day the Celestial War 
began. It’s a conflict in which gods and 
their immense armies are fighting a dev-
astating battle for supremacy over the 
cosmos.

The god of the sun, Laon, had been imprisoned 
by darkness: the clicking of his chains marked 
the beginning of the Eternal Darkness. Before 
being captured, the god was able to sacrifice part 
of his light and give it to the Moon, which since 
that day shines of its own light and provides 
some warmth. Mortals mark time by looking at 
the Moon: when it is high in the sky, the cities 
and their inhabitants work and conduct all those 
activities that used to occur in daylight.

What light and warmth the Moon can offer is 
not enough to make Neir the lush, warm world 
it used to be; the climate is generally cold and if 
life has survived through this turbulent age it is 
mostly thanks to the beneficial influence of the 
Secret Fire burning atop Souls Peak. Without its 

magic, the land would turn into a frozen waste-
land and life would almost completely disappear.

The once widespread animals and plants have 
drastically dwindled in number. New species 
originating from the Hidden Lands now live and 
thrive on the surface thanks to their adaptation 
to lower temperatures and absence of sunlight 
(see also Bestiary of the Eternal Night).

Likewise, new races have ascended to the sur-
face world: the Karevi, a people of merchants 
and slavers ruled by a merciless emperor and a 
cruel god; the Hjilaki or High Vampires, who rose 
from their crypts and set mortal nations afire at 
the coming of the Eternal Darkness.

Ancient kingdoms and empires have fallen and 
powerful walled city-states have risen in their 
place. Humanoids and monstrous humanoids 
have put aside their old enmity to face the greater 
evils waiting outside the walls. Many orcs, gob-
lins and ogres have civilized and now share a 
common destiny with humanoid races.
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a small guide to the world of neir

NN
eir’s climate is generally cold due to 
the lack of heat released from the rays 
of sun. However, the equator of the 
planet and its respective poles are sta-
ble thanks to the Secret Fire, which has 
also preserved the climatic differences 

between seasons and regions that existed before 
the Eternal Darkness.

A threat  to the Fire is a threat to the life of 
the entire planet. The magic of fire itself allows 
water to evaporate, thus allowing rain and snow 
falls and the “regular” life cycle.

nations of neir

The Ashen Land is a vast desert region south of 
Neir that originated from the fall of the goddess 
Lanie. The region is home to the Urakians and the 
gnomes of Zey. The Karevi of Petralta have estab-
lished forts in the region to oversee trade routes.

The Blood Domain is a tyrannic city-state 
ruled by the Hjilaki, the High Vampires. The 
Commander of the Army of Doom, the powerful 
sorceress Namass’rya, is the cruel and astute 
despot of this nation.

The Duchy of Öuin is a noble kingdom ruled 
by knightly orders governed by an elected Duch-
ess. This righteous nation has a long history of 
enmity against the Blood Domain. The country’s 
main cults are those of Halthea and Fadranstaff.

The Fabled Ruins of Gundazar are all that 
remain of the ancient megalopolis and former 
capital of the Old Empire, which was razed by 
the Army of Doom. This is a place full of treas-
ures and arcane secrets where death, undead 
and dangers of all kinds await the unwary trav-
eler. This once glorious megalopolis is now an 
immense open-air dungeon which regularly 
attracts adventurers from across Neir.

The Empire of Hidden Lands is the vast 
underground domain of the Karevi. The Prov-
ince of Petralta is the surface appendix of this 
great and mighty empire.

The Lordship of Mendulia’s Rock is the 
largest and most important city-state in Neir. 
Its merchants and sailors sail the seas of Neir 
spreading the culture, language and currency 
of their land wherever they set foot.

The Oasis of Zey is the rich and prosperous 
city-state of the gnomes, a mercantile crossroads 
governed with cunning and wisdom by a caste 
of illusionist magicians.

The Valleys of Xanesh is a vast region that 
includes a myriad of fiefs, very different from one 
another in economy, culture and society, often at 
war with each other. These fiefs have sworn an 
oath of allegiance to the Barony of Mubunash, 
the largest and most powerful nation of Xanesh. 
The region was once under the domain of the 
Arch Devil Tenebris, whose tyrannic rule has 
left an indelible mark on the area as well as a 
large tiefling population.

The Magocracy of Nü is the island-nation of 
the Wiloi. Nü is governed by a council overseen 
by three Archmages. Magic is everywhere and 
dominates all aspects of life.

The Frost-dwell is the wild frontier of Neir, a 
cold and inhospitable place inhabited by bar-
baric tribes seasoned by great hardships. Fort 
Arundex is the great fortified city that dominates 
the region, the only bastion of civilization in the 
midst of untamed nature.

The Cloudy Valley is the kingdom of the 
dwarves. Nestled in the middle of impassable 
mountains, this realm had self-imposed a total 
embargo centuries before the coming of the 
Eternal Darkness, to the point that dwarves 
have become, together with dragons, the stuff 
of legend.

The Green Forest is a vast and ancient forest 
of Neir whose original vegetation and animal 
population was perfectly preserved. This miracle 
was made possible thanks to a True Magic spell 
cast long ago by a dragon queen. This is one of 
the few places where you may see reptiles.

Larass’hra is the Land of Dragons, an 
immense continent to the west inhabited only 
by dragons. The mighty beasts were driven here 
following their defeat in the Battle of the Hun-
dred Dragons. In Larass’hra they have thrived, 
growing strong in numbers and establishing 
powerful domains. Dwarves may be legendary, 
but dragons are treated as myths of an ancient 
era. No living creature has ever seen them or 
has memory of their existence.
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regions of neir

TT
he nation described in this QSG serves 
as an example of the care with which 
each region of Neir is described in La 
Notte Eterna 5e core book. Not only true 
and legendary history but also folklore 
and traditions, places and much more 

to make your experience in the world of Neir as 
immersive as possible.

The Duchy of Öuin is known for its Knightly 
Orders which have accompanied the fate of the 
nation since its origins. The five Orders that cur-
rently sit in the Hall of the Grand Masters also 
constitute original subclassess for rangers (Wan-
dering Knights), paladins (Fated Knights), wizards 
(Knights of Kurash), fighters (Steel Knights) and 
clerics (Hospitallers). The subclasses are described 
in every detail in the La Notte Eterna 5e core book.

To start playing in the Duchy of Öuin, we 
suggest you download the issue n. 6 of The Star 
Gazer. And may the Moon smile on all of you!

duChy of Öuin

Legendary history
Where the city of Öuin stands today, there once 
was the den of a very ancient and powerful 
dragon. The dragon was a tyrant who continu-
ously afflicted the surrounding lands, demanding 
tributes and sacrifices from its poor inhabitants.

One day a band of wandering knights crossed 
that forgotten region. Upon hearing the story, 
the noble knights offered to face the dragon 

and eliminate his shady presence once and for 
all. But the dragon was cunning, and instead of 
facing the knights out in the open, he ambushed 
them in his den. When the dragon descended on 
them, the knights reacted using all their strength, 
giving rise to a hard-fought battle that lasted 
several days. Meanwhile, the common people 
prayed for the knights’ fate as well as their own, 
for if the dragon prevailed, his vengeance would 
be terrible. One morning, silence suddenly fell 
all around the cavern of the Great Worm. When 
a knight, tired and wounded, appeared, stag-
gering. After a moment in which it seemed he 
was going to collapse to the ground, the knight 
raised his sword to the sky and shouted with 
all his might: “Victory!”.

His brothers in arms had heroically lost their 
lives, but their sacrifice was not in vain. The 
people gave him a worthy burial and composed 
many songs in their honor. The surviving knight, 
on the other hand, was appointed their Duke: 
Öuin, was his name. He proved to be a wise and 
generous lord; he gathered the villages into one 
city and, this way, laid the foundations of our 
beautiful and strong nation.

– Story of the dragon and the five knights, sha-
red in multiple forms and enriched with further 
details depending on the narrator.

True history
The Empire of Gundazar was torn apart by cor-
ruption and the ongoing court intrigues. For this 
reason, once ascended to the throne (426 S.A.), 
Aeros IV surrounded himself with five trusted 
and valiant knights that would protect him from 
the plots and ploys of his ministers.

The knights were always with him and, more 
than once, saved his life. But one sad day, during 
a hunting trip, Aeros was treacherously assas-
sinated by his favorite cousin, Akros. The lat-
ter was the lover of the empress, and together 
the two had orchestrated the murder. With the 
death of Aeros, the Empress seized power over 
the vast nation that comprised dozens of dif-
ferent populations and cultures. Fearing that 
the knights might expose her shady plots, the 
empress denounced them as the murderers of her 
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husband. The knights, humiliated and defense-
less, had no choice but to abandon Gundazar. 

In their wanderings they arrived northwest 
of Neir. This land, a distant protectorate of the 
Empire, was inhabited by shepherds and peas-
ants, simple folk who had always self-governed 
and preferred to keep away from the problems of 
the world. For a few years, however, that peace-
ful population had been subdued by an army 
of cruel and bloody bandits, led by an orc who 
called himself “the Dragon”, from which the 
legend probably derives. Until then, all attempts 
to revolt had been in vain, always suppressed 
in blood. When the knights saw the misery and 
pride of those people, they found it in them the 
desire to fight again: once they’d gathered all 
the able-bodied men under a single flag, the 
knights launched an attack on the Band of the 
Dragon. The battle was bloody and cost the lives 
of hundreds of fighters on both sides. Four of 
the five knights lost their lives heroically during 
the battles, but their sacrifice was not in vain. 
The only surviving knight, Öduin the Valiant, 
was elected Duke by the grateful population.

The duke proved to be a good lord: he brought 
order and justice among the villages, which he 
combined into one city surrounded by walls, 
which the inhabitants named Öduin, in his 
honor (over time the “d” was lost). Drawing on 
the great martial experience of Öduin and of the 
many knights who moved there from the Empire, 
within a few decades, the city created the world’s 
best trained cavalry corps. Within a few years 
Öuin grew to the point of becoming one of the 
northern powers and, in 422 S.A. declared itself 
an independent duchy.

In 267 S.A., the citizens of Öuin formalized 
the church of Laon as the state religion, build-
ing a beautiful cathedral in his honor. Almost 
a century later, in 183 S.A., an Empire in full 
decline sent an embassy to Öuin. The purpose 
of the Embassy was all too clear, leaving the 
duke and his advisers flabbergasted: 

“In honor of the ancient bonds of friendship 
that bind our nations, the Emperor of Gundazar 
and the Senate demand a tribute to emphasize 
this alliance: 30,000 gold imperials per annum, 
for a period of 25 years as of this year”.

The declaration by which Duke Elthoras III, 
crowned only 3 years earlier, refused to obey 
these orders, has gone down in history:

“I refuse to pour a single copper coin into the 
coffers of your state. Tell the Emperor that the 
alms of the öued will not feed already fattened 
cattle!”.

The snub of “that city in the north”, coupled 
with the inability of its leaders, provoked heated 
debates within the Empire. Cornered by the dan-
ger of yet another popular revolt and, despite 
the fear that a new conflict would worsen the 
economic crisis, the Emperor, by the Senate’s 
mouth, declared war on Öuin. It took three years 
of hard-fought battles for the öueds to win the war. 
At the negotiation table, the Empire of Gundazar 
was forced to cede part of its western provinces 
to the Duchy and to pay a ransom of 15,000 gold 
imperials (Year 180 S.A.). The old dispute between 
the founder of the city and the nation that had 
forced him into exile, was settled once and for all.

But the fortune of the Duchy was not destined 
to last: in the year 96 S.A., at the height of its 
splendor, the city was hit by the infamous “fire 
fever”. The epidemic caused thousands of deaths 
and brought the öued economy to its knees. To 
this day the öued historians do not know the 
origin of the disease: a theory recently circulat-
ing points its finger at a merchant ship from the 
Valleys of Xanesh, where there should be some 
vague documentation regarding an epidemic that 
in those years decimated entire villages.

In 78 S.A., just 18 years later, a second epi-
demic wave caused thousands more deaths, 
including Duke Elthoras V himself, who died 
without leaving an heir.

When the Cathedral of Light, Laon’s largest 
temple, collapsed, the people understood that 
a catastrophe far worse than the fire fever was 
about to hit the city (year 0, E.D.). The bad 
omen soon revealed itself in all its nefarious 
consequences: the Eternal Darkness descended 
on the world and extremely hard times were in 
store for Öuin.

From the year 0 until the reconquest of the 
Eternal Darkness in 26, the history of the Duchy 
is related to the most recent vampiric history 
(see Blood Domain).

Chronology
Year 422, S�A� The five knights face and destroy 
the “Band of the Dragon”. Öduin is proclaimed 
Duke of the city that will then be named after 
him, obliterating the past one forever.



Year 406, S�A� Öuin declares itself and inde-
pendent Duchy.

Year 399, S�A� Duke Öduin the Valiant dies. 
His son Edeber, known as the Explorer, ascends 
the throne.

Year 267, S�A�  Construction of the great 
cathedral dedicated to Laon.

Year 183, S�A� The Empire of Gundazar, now 
in decline, imposes heavy taxes on the duchy. 
Öuin refuses: It is war.

Year 180, S�A�  After three years, Öuin inflicts 
the final defeat on the imperial forces. The empire 
is forced to surrender, relinquish part of the 
western provinces of its territory and pay an 
exorbitant war debt.

Year 96, S�A� The “fire fever” epidemic, a terri-
ble disease that overheats the body of the victim 
until it reduces the blood vessels to a pulp, is 
spreading in the Duchy’s territories. There are 
thousands of victims.

Year 78, S�A� Second epidemic wave. Duke 
Elthoras V dies without leaving an heir. The 
Duchy is on its knees but somehow manages 
to overcome this period of crisis.

Year 0, S�A� The House of Light collapses.
Year 3, E�D� The öued cavalry comes to the aid 

of what remains of the imperial army, but upon 
its arrival it discovers that the vampire army has 
already won and Gundazar, after centuries of 
agony, has finally fallen.

Year 9, E�D� The öued cavalry faces the Army 
of Doom. The defeat is total. Many knights who 
survived the massacre will be corrupted by the 
forces of evil. The same Duke Agan is vampirized 
by Nefertiri of Shadows. This day is remembered 
in the songs of the öued bards as the saddest 
in history.

Year 10, E�D� The city of Öuin falls without 
a fight. Most of the population fled long ago to 
the eastern borders of the Duchy and beyond, 
towards Mendulia’s Rock. The surviving orders 
of chivalry masters swear to free the nation from 
vampiric occupation. 

Year 26, E�D� After 16 years of exile, the knight 
masters return to Öuin. When they reach the 
city, they easily dispose of the hungry and dying 
vampires. Victory has a bitter taste: the lands of 
the duchy are now lifeless desolate plains. Sir 



Mizar, direct successor of the fallen Wandering 
Knight Master Sir Sevren, takes on the honorary 
title of Duke, which from now on will be handed 
down by merit and no longer by birth.

Year 28, E�D� Many of the families who fled 
the vampiric invasion return to Öuin, giving new 
life to the Duchy’s economy.

Year 42, E�D� Öuin is fortified with a new and 
robust wall.

Year 76, E�D� The House of Light of Laon is 
rebuilt.

Year 91, E�D� The duchy begins to take back 
their lost territories. The ghost towns are reborn.

Year 159, E�D� Lewyn obtains the title of 
Duchess. She is the first woman to take on this 
title on merit.

Genealogy of the dynasty of Öduin the 
Valiant
Duke Öduin the Valient (422-399 S.A.), Ede-
ber I the Explorer (399-388 S.A.), Edeber II the 
Long-lasting (388-357 S.A.), Kivan I the Proud 
(357-342 S.A.), Edeber III (342-321 S.A.), Elthoras 
I the Magnanimous (321-299 S.A.), Gwenwyn I the 

Beautiful (299-272 S.A.), Kivan II (272-255 S.A.), 
Elthoras II (255-232 S.A.), Elewyn I the Compas-
sionate (232-211 S.A.), Elewyn II (211-189 S.A.), 
Elthoras III (189-160 S.A.), Elthoras IV the Unfor-
tunate (160-159 S.A.), Kivan III (159-130 S.A.), 
Meodwyn I the Fighter (130-126 S.A.), Gwenwyn II 
(126-99 S.A.), Elthoras V the Tainted (99-78 S.A.).

Genealogy of the dynasty of Meodwyn II 
(paternal cousin of Duke Elthoras V)
Meodwyn II (78-51 S.A.), Althan I the Philosopher 
(51-34 S.A.), Altharius I the Unhappy (34-9 S.A.), 
Agan I the Cursed (9, … E.D.).

New Duchy (the new dukes of Öuin are 
elected by the five Grand Masters on merit)
Duke Mizar the Loyal (26-68 E.D.), Duke Beordas 
(68-100 E.D.), Duke Richard the Old (100-132 
E.D.), Duke Richard the New (132-159 E.D.), 
Duchess Lewyn (159, ….E.D.).

Geography
Gentle slopes and pastures crossed by rivers: 
this is how the wilderness of Öuin looked before 
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the Eternal Darkness. Today the green fields 
where the öued shepherds grazed their herds 
have disappeared, replaced by forests of mush-
room-trees and yug and large clearings of moss 
and bioluminescent shrubs native to the Hidden 
Lands.

The city of Öuin lies on Tear River, which origi-
nates in the mountains explored by Duke Edeber, 
in the year 390. Flowing south, the river takes 
on a myriad of different names, ending its run 
in the vast Oasis of Zey. 

The northern part of Öuin faces the sea. The 
coasts are low and rich with sandbanks and 
coves. Taking advantage of the vampiric occu-
pation, the pirates seized its shores where they 
established real strongholds from which they 
cover the seas of Neir, in search of vessels to 
plunder. Among these the Pirate Republic stands 
out, founded by the seafarer Matthew Lowe.

Government
In recent years, the Duchy of Öuin has been 
forced to renew its legislative system, introducing 
forced labor. In this way, the duchy also over-
comes the problem of lack of labor in the fields 
that are steadily being revived, to the restruc-
turing of the road system and the villages that 
had been abandoned for years.

Crime Punishment
Manslaughter Capital punishment by 

decapitation
Involuntary 
manslaughter

Life sentence

Theft Forced labor according to the 
extent of the crime

Rape Forced labor, generally for a 
period of 10 years 

Öuin is a meritocratic duchy. When the current 
duke dies or becomes unfit to perform his duties, 
the orders of chivalry masters gather in council 
and elect a new duke.

When the master of an order dies, the aspir-
ing masters, who must necessarily already be 
part of the order, are subjected to difficult tests 
that vary depending on the order in question. 
There are currently five major orders of chivalry, 
described in the Paths chapter.

Receiving a Knighthood
The aspiring knight must fulfill a certain mission 
entrusted to him by the Order he wants to join. 
If he proves to be worthy, he will be knighted 
during a solemn ceremony. A knight who does 
not belong to any of the above orders is often 
looked down upon by the other knights. There 
are numerous minor orders in Öuin, but his 
champions have not yet accomplished any feats 
that would allow them to enter the Hall of the 
Grand Masters.

The five knights who founded the Duchy of 
Öuin were followers of Laon. When they were 
wrongly blamed for the emperor’s murder, the 
five of them abandoned Gundazar and pro-
claimed themselves wandering knights. It was 
under this title that they arrived on the northwest 
coast of Neir, where they faced and defeated the 
infamous Band of the Dragon. The only survivor 
of the battle, Öduin, was appointed Duke.

He ruled wisely and his subjects loved him 
deeply. His exemplary behavior, his educa-
tion and his courtesy, more than any teaching, 
inspired the people. During the reign of his son, 
Duke Edeber I the Explorer, chivalrous values 
were consolidated, becoming an indissoluble 
part of the öued culture.

From the beginning there were disagreements 
and misunderstandings between the various 
öued cavalry units. Mutual accusations of 
idleness, lack of diligence and other infamies 
resulted in constant duels. The days went on, 
between one battle and another, to the immense 
pleasure of the citizens, who took delight in 
attending these improvised jousts. The knights 
abandoned their positions to give moral support 
to the comrades engaged in a duel and that’s 
how new challenges, brawls and disputes were 
born, in a vicious circle that seemed to never end.

Soon there was a real emergency in Öuin. 
There were two solutions for Duke Edeber to 
choose from: to dissolve the knighthood, thus 
nullifying the memory of his father and his wor-
thy companions in arms, or to regulate the dif-
ferent cavalry departments. Fortunately, Duke 
Edeber chose the second option.

Having summoned the main representatives of 
the respective departments, Edeber proclaimed 
the institution of the first three orders of chiv-
alry: the Order of the Strides, of the Hospitaliers 
and of the Mystics. Edeber was the first Grand 
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Master of the Order of the Strides. In the future 
rulers avoided to side openly with an order, so 
as to avoid accusations of favoritism.

Over the years, the orders admitted to the Hall 
of the Grand Masters increased to five. The fourth 
order admitted into the Hall was that of the Pre-
destined Ones (180 S.A.) because of its contribu-
tion to the war against the Empire of Gundazar. 
In the 26th year of the Eternal Darkness, it was 
the turn of the Heavy because of the courage and 
valor shown in the reconquest of the city.

It is not excluded that in the future other 
orders may be admitted into the Hall.

Economy
The currency in force in the Duchy, is the ducal. 
Trade in Öuin is carried out mainly by river and, 
to a lesser extent, by land. The Duchy of Öuin 
imports silver, textiles and pottery and exports 
iron, stone, river fish, meat and cheese. Although 
not the most common craft, the manufacture of 
shields, weapons and armor is considered an 
art among the öued. It’s unlikely that an öued 
blacksmith will sell his creation to an outlander. 
Following the vampiric occupation, the öued 
blacksmiths studied the secrets of silversmithing 

to fight the much hated undead. Knights who 
can afford it, equip themselves with weapons 
of this material.

The typical occupations in Öuin are those 
of shepherd, fisherman, horse trainer, soldier, 
knight and blacksmith. The öued handlers are 
considered to be the best in Neir. Like the man-
ufacture of swords, training horses is an art 
that öueds will rarely share with an outlander 
– except, perhaps, if they are profound connois-
seurs of these noble animals.

Societies of the state
Typical names in the population of the state:

Male: Elthoras, Fenair, Garren, Howard, Luc-
ien, Matthew, Patrick, Richard, Kivan. 

Female: Amy, Belle, Christine, Claire, Daisy, 
Elewyn, Fire, Ilares, Oria.

Language
The language spoken in Öuin is called öued, 

and it derives from dwarvish. Probably the 
ancient trades between the two races (metals 
in exchange for weapons and jewelry) pushed the 
humans of Öuin to use the energetic language 
of the dwarves.
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Mode of dress and traditional attire
Blacksmiths, shepherds and farmers wear trou-
sers and sweaters made out of wool. Even the 
knights, who represent the highest social class 
of Öuin, dress in clothes made from this fabric, 
albeit of an excellent quality. Female commoners 
wear skirts covered by very wide sweaters, while 
the noblewomen prefer to wear exaggeratedly 
wide skirts that are a source of wonder and 
mockery to outlanders.

Nutrition
The most consumed foods in Öuin are river fish, 
mutton, cheese and milk.

Architecture
The öued architectural style is unadorned, but 
still effective. There is a tendency to build rela-
tively tall buildings, but with thick and secure 
walls. The martiality that distinguishes the öued 
culture is also reflected in their architecture.

On the other hand, when it comes to the most 
important buildings such as temples, palaces 
and monuments, the öued prove to be skilled 
and imaginative architects, elevating the Gothic 
style to unprecedented peaks of perfection.

Festivities
The öued don’t pay much attention to parties, 
or idleness in general, being a very industrious 
population that despises frivolity. Nevertheless, 
Öuin also celebrates some festivities, mostly of 
a martial nature.

There is the Day of the Fallen (held on Korus 
21st), a festivity that replaces the Day of the 
Dead present in other cultures. On this day, men 
and women abstain from work, entertainment, 
sex and food. Monuments are inundated with 
the pale flowers of musk kuss (musk blooms 
exactly at that time of year).

In the Spring Grand Tournament (begin-
ning on Luvres 16th and ending on Ados 

16th), the knights who wish to show 
off in front of the woman they love or 
simply wish to test their skills, partic-
ipate in this joust. The event is highly 

anticipated and, during the days of 
the tournament, it’s all anybody talks 
about in the city. Factions, no less, are 
formed in favor of a particular knight 
and the people participate enthusias-
tically in heated discussions that often 

result in harmless brawls. In recent years, 
numerous members of the xaan nobility 

have begun to participate in the tournament, 
but also some patrician mendus, magnifying 
the fame and international interest towards the 
tournament.

Customs and traditions
Among the öued nobility there are forms of 
cordiality known as “virtues of chivalry”. 
The virtues of chivalry require formal 
address even among members of the same 
family, special care and attention to the 
elderly and a specific code of conduct at 
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the table. Failure of one of these rules means to 
be tainted with the moniker of “savage”.

The sons of nobles or enriched commoners are 
taught from an early age to respect the virtues 
of chivalry in every detail. An öued on foreign 
land, behaves the exact same way as he would in 
his homeland. This can lead to misunderstand-
ings and antipathy if the person concerned is 
not accustomed to the öued ways. The families 
that can afford it, give a foal to their eldest son 
when he turns 15. It is a significant aspect of 
the life of an öued household because it denotes 
respect and continuity of the old laws. A family 
that has failed to respect the traditional “horse 
gift”, loses credibility and reputation. The gift is 
important enough for the öueds to have gener-
ated the well-known saying: “An öued will not 
steal to eat, but he will steal in order to give his 
son a horse”. And also: “A man without a horse 
is a man without honor”.

The birth and death of an individual are 
respectively celebrated and commemorated as 
in any other culture. Those fallen in battle are 
highly honored; priests and bards offer to attend 
the funeral at no cost.

Marriage is considered a sacred bond for the 
öued. Once married, only death can separate a 
man and a woman.

Religion
In Öuin the cult of Laon persists, though signif-
icantly rescaled. With the advent of the Eternal 
Darkness, the cult of Halthea and Fadranstaff 
have become widespread in every sphere of the 
population and various temples have been built 
in their name.

Background of cities and other relevant 
Öuin locations, (AL Lawful e Lafwul Good; 
Metropolis; 75,640 inhabitants; 99% 
Humans; 1% Other).
Öuin is a strong city like the hearts of its inhab-
itants. The main element of the city is stone, 
which is everywhere: from magnificent palaces 
to bridges suspended over rivers, from wide 
streets to its mighty walls.

Characteristic locations of the city
Ducal Palace. This three-story building has 
lost little of its splendor, despite the inevita-
ble decay due to the passing of centuries and 

years of neglect of the vampiric domination 
(10-26 E.D.). 

The ancient Romanesque style in which it is 
built gives it an aura of royalty. The palace is 
located in a central position, right in front of 
the large Joust Square. The work was commis-
sioned by Gwenwyn II in the early years of her 
government. Apparently, the lazy and vain duch-
ess, tired of moving from one place to another 
in order to attend the nation’s administrative 
affairs, ordered her best architects to design a 
palace that: 

…is impeccably beautiful both inside and outside. It 
must have a ballroom so lavish it will outshine the 
empress herself; a banquet hall worthy of accommo-
dating ladies and gentlemen of high status and a 
stable capable of holding at least 500 horses. Don’t 
forget to include a war room and a courtroom, otherwise 
they will accuse me of being a vain woman who cares 
little about governing.

– From the Long Book of the Comments of the 
Lords, Duchess Gwenwyn II, 123 Star Age

Joust Square� It is here that the annual Spring 
Grand Tournament is held. During the remain-
ing months of the year, this huge square hosts 
fairs and markets. In the past, the square was 
also the site of executions.

Hall of the Grand Masters. Perhaps the old-
est building in the city, the Hall of the Grand 
Masters looks like a mausoleum. All around 
the building there is a vast meadow crossed by 
an avenue upon which knights in magnificent 
shining armor trot by the light of the moon or 
stars. Placed on the entrance door are the five 
insignia of the orders, which together form the 
coat of arms of Öuin. Once inside, one finds 
oneself in a large room richly decorated with 
armor, drapes and trophies. At the center of 
the room is a large square table, at the top 
of which the Duchess and the Grand Master, 
who chairs the meeting, always sit. Below the 
mausoleum, however, there are the catacombs, 
which are accessed via a secret passage known 
only to the Grand Masters and the Duchess. 
The same Duke Öduin, his son Edeber and 
the first Grand Masters, sleep their eternal 
rest inside these catacombs. For a long time 
Agan tried to locate the secret passage, with no 
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success however, so that the vampires could 
not desecrate the most illustrious tombs of 
Öuin (as they did with those of other dukes 
and grand masters). The catacombs of the 
Hall of the Grand Masters are a place of great 
charm, access to which is reserved to the 6 
most representative personalities of Öuin. In 
her moments of despair, the Duchess Lewyn 
goes there in prayer.

Resting place of knights. This is the last earthly 
home of the öued knights valiantly fallen in bat-
tle. The cemetery, on the outskirts of the city, is 
separated from the common cemetery by a thick 
stone wall. The oldest graves were desecrated 
by vampires, who revived the remains of dukes 
and knights, letting them roam the earth spread-
ing terror among the defenseless people. When 
Öuin was freed, the priests of Laon took care 
to reconsecrate the noble tombs, but nothing 
was the same as before. The custom of burying 
the dead in the princely stone sarcophagi was 
supplanted by a ducal ordinance, according to 
which: 

The corpses must be burned to avoid the harmful 
effects of necromantic magic. The ashes of the knights 
will be scattered on the battlefields where they lost 
their lives. Whomever violates this law will be charged 
with high treason and sentenced to death by decapi-
tation.

–Ordinance XIV, Book of the Dead

The resting place of knights is now a gloomy 
and desolate site from which people prefer to 
stay away.

The Pier. The city is a compulsory stop for ships 
navigating up Tear River in order to reach the Sea 
of Nü. Instead of cutting through the dangerous 
Land of Edeber, the merchant ships continue 
straight on towards Öuin. Once they reach the 
sea, they turn eastwards to stop in Medulia’s 
Rock, rarely do they venture further.

The mooring fee and the simple passage in the 
Duchy’s waters is quite expensive, that is why 
the passing merchant ships only stop at Öuin’s 
pier for a few days, just long enough to replenish 
and conduct some business. Five war galleys, 
recently come out of the Daragoss shipyards, 
and numerous small armed boats are used to 

convince merchants to pay the exact amount 
of customs tax.

The pier is the favorite destination for idlers, 
those öued boys who failed to learn a trade and 
dream about the life of the adventurer. Some of 
them manage to board: a one-way ticket towards 
an uncertain future.

Curved Bridge. Located a short distance from 
the South Gate, this sturdy stone bridge is the 
tallest in the city. Like Öuin’s other five bridges, 
Curved Bridge contains houses and shops inside 
and, via steep stone staircases, it provides access 
to the quay along the river. 

The Inn of Heroes. The very name of this inn 
suggests its kind of customer. Orderly or wan-
dering knights gather in this warm and cozy 
building, half in wooden yug, half in stone. Dis-
cussions are particularly common, as are single 
combat challenges. An outlander would certainly 
be amazed at the ease with which an öued knight 
may feel mortally offended.

The inn has two floors packed with humble 
lodgings where the knights can recover from 
their excursions against the bandits and from 
the hangovers of their grand drinking sessions. 
One toast leads to another with the “Blood of 
the Earth”, an excellent amber ale, perhaps the 
best of its kind.

The owner of the inn, Korg Lance, is an old 
and wise retired warrior. No one knows his past 
or how he ended up in Öuin. He is believed to 
be a deformed man, despite being particularly 
bearded, perhaps a tumbler tired of wandering. 
In truth, the dwarf was unjustly exiled from 
Cloudy Valley when he was still a boy due to a 
bitter family feud. He still bears the scars from 
that experience and holds onto a promise never 
forgotten.

The Temple of the Heart and Mind� This large 
three-story temple is the best hospital in the 
world and serves as headquarters of the Hospi-
taliers. Here, many hospitaliers, mostly elderly 
retired priests, use their medical skills to assist 
the suffering and the needy. The service is offered 
free of charge but any offers for the activities of 
the temple are welcome. Sick people come to the 
temple from the  all over the Duchy and beyond. 
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Land of Edeber. This vast territory owes its name 
to Edeber I who, in 398 S.A., explored the deso-
late lands west of Öuin. Dor once stood here, the 
legendary home of elves of which only a few sets 
of ruins remain, half-submerged by vegetation. 
Among these it is possible to come across tombs 
and monuments now reduced to dungeons and 
inhabited by creatures of all kinds. The more 
attentive adventurers can discover the tunnels 
dug in ancient times by the klorrs and, by fol-
lowing them, descend into the Hidden Lands…

Unlike many forests of Neir that, with the dis-
appearance of the sun, have been supplanted 
by underworld species, the core of the Forest of 
Edeber has remained intact, thanks to the pow-
erful magic of the Keepers of Secrets who have 
an important enclave there. Edeber is among 
the few places in Neir where it is still possible to 
encounter species elsewhere extinct. The region 
is inhabited by scattered communities of forest 
elves, direct descendants of the people of Dor. 
The elves try in every way to protect those 
places sacred to their ancestors from poach-
ers and tomb raiders and do not hesitate to 
resort to violence. 

From the top of the Mountains of Edeber 
you can see the beginning of the mysterious 
Lands of the Dragons: 

Very few mortals have dared to venture 
there, will you be one of them?

Glade of Gray Stones. Located in the 
heart of the forest, the glade is constantly 
guarded by the Keepers of Secrets who 
conduct their most important rituals 
in this site.

The grey stones scattered around 
the clearing are what remains of the 
Tower-City of Meth. The largest of 
these are monoliths that enclose 
the spirit of a dead elf, killed when 
the tower collapsed. The spir-
its encased in stones have for-
gotten everything about their 
mortal existence, but have 
acquired a great divinatory 
power. Once a year, the Keepers 
of Secrets meet at the glade to 
question the spirits, communi-
cating with them in the secret 
language of the druids. 

Tips for adventures in the Duchy of Öuin 
and Land of Edeber
• A strange sequence of thefts and murders has 
shaken our noble city. For those who bring the 
guilty to justice, the reward includes horses, 
armor and access to a knighthood. Written and 
published with permission of the Duchess Lewyn 
of Öuin.
• Trouble lies ahead for the Forest of Edeber. 
Archdruid Gulufass is kept prisoner by Xzruul 
and his followers. After centuries of peaceful 
coexistence, the Circle of Secrets commanded 
by Xzruul wants to drive the forest elves from 
their lands…Ask for the Wandering Knight Mar-
avass on duty at the Ducal Stables for further 
information.
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Climate and environment

WW
ith the fading of the divine radiance 
emanating from Laon, races such as 
elves, half-elves, and gnomes have 
lost their darkvision. The only intel-
ligent races of Neir that benefit from 
darkvision are the karevi, klorss, half-

orcs, dwarves, u’gun, urakian and tiefling in 
addition to monstrous humanoids and giants. 
Other than that, monsters and subclasses pro-
vided with darkvision in 5e continue to ben-
efit from the ability, along with the following 
subclasses: Danse Macabre, Infernal Acolyte, 
Chosen of Darkness, and Haunted.

To cope with the absence of light, mortals 
have ingeniously devised practical solutions to 
replace natural light through the use of magic 
and technology. Metal alloys with ars ash are 
widespread and not only weapons but also the 
most common agricultural tools are often able 
to radiate light up to 30 ft. 

Animal species that have failed to keep up 
with the drastic climate change, in particular 
the cold-blooded species, are largely extinct 
except for some regions influenced by True 
Magic.

Agriculture is reborn after a long period in 
which it seemed destined to disappear. Ironically, 
its rebirth was made possible thanks to a race 
that is not renowned for its selflessness; in their 
ascent to the surface world, the karevi brought 
with them plants and animal species from the 
Hidden Lands. Soon, through trade or less direct 
routes, these plant and animal species spread 
to a large part of Neir and Larass’hra. Surface 
populations have therefore learned that from 
the kuss moss one can obtain very nutritious 
bread, and much more, using science and magic 
to give further impetus to agriculture. Among 
the many brilliant inventions we must not for-
get the black Yug tree, which owes its name to 
its brilliant creator. Ultimately, life on Neir has 
managed to adapt and evolve.

Months of the 
Calendar

Temperature in °C 
(Mendulia’s Rock)

Menus -8
Rios -5
Flores -2
Luvres 0
Ados +3
Naos +6
Erulus +9
Radas +6
Ultes +3
Orres 0
Sontas -2
Korus -5
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soCiety and the Counting of years

NN
eir’s society is ruthless. Almost 
everywhere the law of the strongest 
applies, even if the cities are gover-
ned by strict norms and customs. With 
few exceptions, slavery is widespread, 
accepted and regulated everywhere. 

Monstruous humanoids coinhabit almost 
everywhere and with no major issues with other 
races. 

In order to live in a hostile world it is good to 
rely on the strength or intelligence of ancient 
enemies. Trade is usually done through money. 
Each nation of Neir has mint coins, even though 
Mendulia’s Rock Imperial is accepted almost 
everywhere as the official currency.

Thanks to the distribution of plants originating  
from the Hidden Lands, agriculture rose again 
after a period when mortals were forced to feed 
on all that was edible, in extreme cases resort-
ing to cannibalism. Sea towns survive mainly 
on fishing. Some forests and grasslands have 
remained mysteriously intact…

Years are counted from the beginning of the 
Eternal Darkness (current year is 161 E.D.). 
Before that, one refers to the Star Age (S.A.). 
The counting of the days is done in the tra-
ditional way, since the lunar cycle represents 
exact science. The usual “good morning” has 
been replaced by a more practical “good moon”, 
since working hours take place in the time frame 
when the Moon illuminates the world.

Calendars used in neir

Common Calendar
As the name suggests, the Common Calendar is 
used by the vast majority of the populations of 
Neir. It was the official calendar of the Empire 
of Gundazar, which once dominated most of 
Neir. Here are the names of the months, in 
imperial language: Menus/January; Rios/Feb-
ruary; Flores/March; Luvres/April; Ados/May; 
Naos/June; Erulus/July; Radas/August; Ultes/
September; Orres/October; Sontas/November; 
Korus/December.

Tribus Calendar
Without a doubt the oldest measurement given 
by mortal creatures to the passing of the sea-
sons, the Tribus Calendar was brought to Neir 
by the wiloi. It is divided into three seasons that 
include the whole year. The first season, from 
Menus to the last day of Luvres, is called “Alar” 
(do not confuse the seasons with the homon-
ymous festivities); the second season, called 
“Laykoss”, goes from the 1st Ados to the end of 
Radas, and the third season, known as “Maad 
Nueth”, includes the beginning of Ultes until the 
end of Korus. Each season lasts 120 days. If a 
wiloi were to say: «Let’s meet on Laykoss 79th 
at the Inn of the Watered Parchment», he means 
the 19th of Erulus.

The Tribus Calendar was once widely spread 
in Neir, especially among ancient races such 
as elves and dwarves. The dwarves of Cloudy 
Valley are the only ones to use it still, albeit with 
different pronunciations: the sweet wiloi words 
in dwarvish have become “Altanar”, “Larkoross” 
and “Marnok”.
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Xaan Calendar
In use in some territories of the Valleys of Xanesh, 
it is said that this obscure calendar was created 
by the diabolical advisers of the Emperor Tenebris 
to honor the powers of the lower planes. True or 
not, it’s not hard to recognize something sinister 
within the Xaan Calendar. The Xaan Year actually 
lasts three years. Every year is marked by the 
passing of six months. Six months repeated three 
times form the diabolical figure 666: Infernalis/
menus-rios; Flegesto/flores-luvres; Mortis/ados-
naos; Luasanguigna/erulus-radas; Nocturnis/ 
ultes-orres; Eraliss/sontas-korus.

times of day

For the GM and players it won’t be easy to orient 
themselves in a world cloaked in eternal dark-
ness and where the Moon has in fact replaced 
the sun. One risks running into expressions like 
“waking up at the crack of dawn”, or “you’ll arrive 
at your destination at noon”. To overcome this 
descriptive difficulty, the table below will suffice:

Phase of the 
day

Corresponds to Expression in 
use on Neir

Dawn Moon setting Moonset
Early morning First hours of 

night
Earlydark

Midday Midnight Midnight
Afternoon From 1 to 4 AM Darknight
Sunset Moon rising Moonrise
Evening First hours of 

moon
Firstmoon

Midnight Moon reaches 
its peak

Highmoon

From 1 to 4 
AM

Moon falling Lowmoon

moon of neir

Shortly before being imprisoned in a vast net of 
darkness, the sun god Laon gave up some of his 
radiance to pour it on the moon in a blinding 
beam of light. Since then, the Moon shines 
thanks to its own light and its phases regulate 
the counting of the months and years, as well 
as the daily activities of the inhabitants who 
tend to wake up with the rising of the Moon and 
concentrate their work in the period of time in 
which it remains visible. Expressions such as 
“The Moon smiles on you”, or “See you in the 
next quarter” are part of the daily vocabulary 
of each surface inhabitant. The moon phases 
are only three and visually reflect the moments 
of Laon’s imprisonment, who continues to fight 
hard to free himself from the darkness:

Full Moon: Laon’s radiance has the upper hand, 
at this stage prayers addressed to him are able 
to normally produce spells and miracles. The 
full Moon rarely appears in the sky, it is more 
common to see the Crescent Moon and the Black 
Moon.

Crescent Moon: there is balance between light 
and darkness. The effect of spells is reduced by 
half and miracles cannot happen.

Black Moon: Darkness has the upper hand; 
only a very thin silver circle is visible in the sky. 
During this phase, Laon is incapable of granting 
spells or miracles.
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the Passing of time in the hidden 
lands

The lack of celestial references has always con-
ditioned the concept that the populations of the 
Underworld have of the passing of time. The 
absence of seasons that affect agriculture, and 
therefore work, has also affected the design of 
systems able to calculate the sowing and har-
vesting periods, which in the Hidden Lands fol-
low perpetual cycles at the sole discretion of 
the farmers. 

Nevertheless, some equipment such as hour-
glasses and water clocks have always existed 
and here, they have achieved a level of precision 
that is unmatched on surface.

Then there are other systems in force, far 
more complex and original, such as the time 
processing parameter used by the karevi that, 
as a result of contact with the races of Neir, has 
largely fallen into disuse.

The rise of the karevi in Neir marked a divide 
in the society of every nation of the Hidden 
Lands. Technological innovations and cultural 
exchanges, initially introduced by Karevi mer-
chants and later spread among the intellectual 
classes, have ensured that the Common Calen-
dar is rapidly assuming a leading role in the way 
the people of the Underworld live and calculate 
the passing of time.

wealth

In the continent of Neir, trade is mainly based 
on the exchange between goods and money. In 
its own small way, the money allows farmers to 
feed themselves and their families. On a larger 
scale, profits from new trade routes can be the 
real cause of bloody wars.

Neir is an ancient continent where each nation 
has centuries-old or even millennial stories.

Over time, each nation has developed its own 
coin, a source of pride and a symbol of economic 
and political autonomy. In some countries paper 
money has been introduced, in others bank 
credits, but the classic copper, silver, gold and 
platinum coins remain the most used.

For gaming convenience, the GM may decide 
not to apply exchange rates and give all coins 
the same value based on the minted metal alloy.

If not, characters will have to get used to vis-
iting the exchange offices quite often. 

The fees these offices charge range from 1% 
to 5% of the changed money. Currencies do not 
have the same purchase value and their general 
use depends mainly on the economic influence 
exerted on the region. The most common cur-
rency is the Gold Imperial of Mendulia’s Rock.

Below is a table with the actual values of each 
individual currency equivalent in Imperial.

Currency Equivalent value in imperials or H’koy
1 Soul gp from the Blood Domain 7 Imperial sp
1 Bryn gp from the Dictatorship of Wuntru 0.8 H’koy sp
1 Ducal gp from the Duchy of Öuin 1 Imperial gp
1 H’koy gp from the Empire of the Hidden Lands 5 Imperial sp
1 Peku gp from the Valleys of Xanesh 8 Imperial sp
1 Stellaris gp (or paper*) from the League of 
Planadyr

1 H’koy gp and 5 sp

1 Triune gp (or paper) from the Magocracy of Nü 3 Imperial gp
1 Zeyd gp (or paper) from the Oasis of Zey 1 Imperial gp
* Very rare currency on the surface.
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languages

On Neir they speak a variety of different lan-
guages and it is not always easy to communi-
cate. Several languages are often derived from 
an alphabet, which in turn can branch into a 
wide variety of dialects and sub-dialects. The 
table below shows the main alphabets and the 
resulting languages.

Imperial corresponds to the common 
language�

Alphabet Language
Abyssal Abyssal (spoken by demons), Ta’ari (spoken by vesharûn), Vampiric (spoken by hjilaki 

and vampires)
Celestial Celestial (spoken by angels), Divine (spoken by gods), Planar (common tongue spoken by 

the denizens of the Dimension of Matter)
Draconic Draconic (spoken by dragons, kobolds, lizardfolk, etc.), Wiloi (spoken by Wiloi), Sszykar 

(spoken by Ishkrit)
Dwarvish Imperial (common tongue), Dwarvish (spoken by dwarves), Karevi (spoken by Karevi), 

Öued (official language spoken in the Duchy of Öuin), Tâmmunthar (spoken by u’gun)
Elemental Elemental (spoken by all elemental creatures)
Giant Giant (spoken by giants, ogres, half-ogres, etc.)
Gnomic Gnomic (spoken by gnomes), Zeyd (official language of the Oasis of Zey)
Infernal Infernal (spoken by devils), Xaan (official language of the Valleys of Xanesh)
Orcish Orcish (spoken by orcs and half-orcs), Goblin (spoken by goblins, hobgoblins, etc.), 

Uraki (spoken by Urakians)
Sylvan Sylvan (spoken by fairies, druids, etc.), Elvish (spoken by elves and half-elves), Ĕmâsza 

(spoken by klorss)
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monsters of neir

NN
eir is populated by creatures of alien 
origin or born of terrible curses. Among 
these, there are many creatures orig-
inating from the Hidden Lands that 
have now populated the surface world 
and radically transformed the land-

scape they now inhabit. In the quick start guide 
you will find two of the many monsters and crea-
tures you will encounter along your path in La 
Notte Eterna setting.

Loy’ach
«Living on the edge of nightmare: such is the curse 
of the Loy’ach.»

– Najestarr the Tyrant

Loy'ach have the appearance of demonic were-
wolves. Their limbs are have been ripped by veins 
of energy from the stars they have swallowed. 
These creatures are driven by pure hatred and 
the desire to destroy life in all its forms.

Despite their powerful magical abilities, they 
prefer to engage enemies in melee, smell their 
terror and bathe in gushing blood. Loy’ach try 
to engage in multiple fights at once. Only in 
desperate cases do they rely on their powers to 
Inflict wounds and Life drain.

The natural weapons of a Loy’ach inflict psy-
chic damage like the spell Shadow blade. They 
can walk both upright or on all fours, but always 
fight standing. They are almost 9 feet tall and 
weigh approximately 680 lbs. Loy'ach speak 
Abyssal.

†Loy’ach
Large Aberration, Chaotic Evil

Armor Class: 19 (natural armor)
Hit points: 259 (19d12+114)
Speed: 50 ft

STR DEX CON
26 (+8) 16 (+3) 22 (+6)
INT WIS CHA
10 (+0) 14 (+2) 22 (+6)

Saving Throws: Strength +14, Constitution 
+12, Wisdom +8
Skills: Athletics +14, Perception +8
Damage Resistances: Cold, lightning, bludge-
oning, piercing and slashing from non-magic 
weapons
Damage Immunities: Fire, poison
Condition Immunities: Poisoned
Senses: True sight 120 ft, Passive perception 19
Languages: Abyssal, telepathy 120 ft
Challenge: 19 (22,000 XP)
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Innate Spells: the spellcasting ability of Loy’ach 
is Charisma (saving throws for spells CD 20). 
Loy’ach can cast the following spells innately, 
without the need of material components:
- At will: Detect magic, Counterspell;
- 3/times a day: Blight;
- 1/time a day: Fire storm.
Magic Weapons. The natural weapons of Loy’ach 
are magical
Aura of Fear. Any creature hostile to the loy’ach 
that starts its turn within 20 feet of it, must make 
a DC 20 Wisdom saving throw, unless the loy’ach 
is Incapacitated. On a failed save, the creature is 
Frightened until the start of its next turn. With 
a success, the creature becomes immune to the 
loy’ach’s fear aura for the next 24 hours.
Magic Resistance. The loy’ach has advantage 
on saving throws against spells and other magi-
cal effects.
Rage. In battle, loy’ach are driven by primal 
ferocity. On their turn, they can enter a rage (5 
times a day) as a bonus action. While raging, they 
have advantage on Strength checks and Strength 
saving throws. When they make a melee weapon 
attack using Strength, they gain a +4 bonus to 
damage and resistance to bludgeoning, piercing 
and slashing damage from magic weapons. They 
can’t use their innate spells while raging.
Ripping. If the loy’ach manages to hit with both 
claws, it rolls an extra attack with advantage 
for the bite.
Erupting flames. When hit by piercing and 
slashing damage, the body of the loy’ach bursts 
with flames that hit its attacker if within 5 feet, 
causing 1d10 fire damage
Final explosion� When the loy’ach is slain with 
damage other than frost, its body explodes, 
releasing flames from within. Creatures within 
an area of 30 ft must roll DC 20 on Dexterity 
or suffer 66 (12d10) fire damage or half on a 
successful roll.

Actions
Multiattack. The Loy’ach makes three attacks: 
one with its bite and two with its claws.
Claw� Melee Weapon Attack: +14 to hit, range 5 ft., 
a target. Hits: 13 (2d8 + 8/12*) slashing damage.
Bite� Melee Weapon Attack: +14 to hit, range 5 
ft., one target. Hits: 17 (2d12+ 8/12*) piercing 
damage.
*Damage inclusive of raging bonus.

Flame of the Stareater� The loy’ach rips its 
flesh apart with its claws causing flames to erupt 
from within. The loy’ach takes 3d12 irreducible 
damage and releases a 10-foot cone for each 
damage taken. Targets roll a DC 20 Dexterity 
saving throw or take 33 fire damage (6d10 + 
damage taken) or half on a successful roll.
Teleportation� Loy’ach teleports magically, 
together with all the equipment it wears or car-
ries, as long as it is in an unoccupied space 
where it can see within 120 feet.

Soul Hunter
“You hear the flapping of wings above your head. 
An instant later a demonic laughter reaches your 
ears, freezing you on the spot.”

Soul Hunters were created hundreds of years 
ago by Xaan necromancers during the Soul War. 
When the conflict ended, the surviving Soul 
Hunters scattered throughout the regions of Neir. 
These monsters wander the land giving chase 
to specters with the sole purpose of feeding on 
their torment. When specters are not available, 
they prey on mortals.

Soul Hunters look like muscular, lean, and 
particularly tall men with ashen skin. When 
starting a fight, they glare at their prey with 
their dead white eyes and spread out their wings. 
Their attacks are vicious and always target the 
weakest creature, which Soul Hunters try to 
kill and feed upon before flying away to safety.

***

Soul Hunter
Medium Undead, Neutral Evil

Armor Class: 19 (natural armor 14)
Hit points: 135 (15d 8 +75)
Speed: 30 ft, fly 60 ft

STR DEX CON
12 (+1) 20 (+5) 18 (+4)
INT WIS CHA
13 (+1) 15 (+2) 18 (+4)

Saving Throws: Constitution +9, Charisma +9
Skills: Intimidation +9, Stealth +9 
Damage Resistance: Bludgeoning, piercing and 
slashing from non-magic weapons.
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Damage Immunities: Necrotic, Poison
Condition Immunities: Charmed, exhausted, 
frightened, paralyzed, poisoned
Senses: Darkvision 60 ft., Passive perception 12
Languages: Vampiric
Challenge: 9 (5.000 XP)

Undead Nature: A Soul Hunter doesn’t require 
air, food, drink, or sleep. 
In two dimensions: Soul Hunters walk in the 
Dimension of Matter and Spirit at once. They 
can see, hear and perceive the presence of 
specters and ghosts at all times. They cannot, 
however, make themselves entirely invisible in 
the Dimension of Matter.
Regeneration: The soul hunter recovers 20 hit 
points at the start of its turn if it has at least 
1 hit point and is not exposed to sunlight. If it 
takes radiant damage or damage from sacred 
water, the soul hunter cannot regenerate at the 
start of its next turn.
Spider Climb: Soul Hunters can move up, down, 
and across vertical surfaces and upside down 
along ceilings, while leaving their hands free. 
They also have a climbing speed equal to their 
walking speed.

Actions
Multiple Attack: The Soul Hunter makes two 
claw attacks but only one per turn can be a 
Soul Drain.
Soul drain: Melee attack: + 9 to hit, range 5 ft., 
one target. Hits: 17 (5d6) necrotic damage. The 
target must succeed a DC 17 Constitution sav-
ing throw or see its maximum hit points reduced 
by the damage taken. This drain lasts until the 
target has taken a long rest. The target dies if 
the effect reduces its maximum hit points to 0.

Claw� Melee Weapon Attack: +9 to hit, range 
5 ft., a target. Hits: 11 (1d12 + 8/4) slashing 
damage

Reactions
The Soul Hunter can add 2 to its AC against a 
melee attack that would have otherwise hit it. 
To use this reaction the soul hunter must be 
able see its attacker.
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TT
his chapter provides information on the 
races of Neir and their status following 
the Eternal Darkness. 

Unless otherwise noted, classic races 
like humans and elves gain all the abil-
ities listed in the Player’s Handbook.

Karevi, Wiloi and Urakian are all races exclu-
sive to the world of  Neir. The first are native to 
the Underworld, but at present also widespread 
in the surface nations; Wiloi are from the world 
of Yolam’hra, but they’ve been calling Neir their 
home for thousands of years; Urakian, on the 
other hand, are the youngest race among them 
all, born from the fall of a star…

Darkvision in Eternal Darkness
With the disappearance of the divine radiance 
emanated by Laon, races such as Elves, Half-
elves and Gnomes have lost their Darkvision 
skill. The only intelligent races with Darkvision 
on Neir are Karevi, Klorss, Half-orcs, Dwarves, 
U’gun, Urakian and Tiefling, in addition to mon-
strous and giant humanoids. Monsters, arche-
types and paths with Darkvision in 5e continue 
to benefit from the skill, moreover the follow-
ing new paths of the Eternal Darkness provide 
Darkvision: Danse Macabre, Infernal Acolyte, 
Chosen by Darkness and Spiritualist.

To cope with the absence of light, mortals have 
endeavored to come up with practical solutions 
that can guarantee any source of illumination, 
managing to create portable artifacts and great 
versatility, using magic and technology in equal 
measure. Metal alloys with ars ash are widely 
used and not just weapons, even the most 
common agricultural tools are often able 
to radiate light up to 30 ft.

Karevi
The traveler is asked three things: who he is, 
where he comes from and what he wants. He is 
then killed.

– Ancient Karevi saying

Astute and wary, karevi are perfectly comfortable 
in the darkness. Their eyes are completely black, 
their hair is raven and/or dark red, depending 
on the case, while their skin is pale. Slightly 
shorter and slimmer than ordinary humans, 
karevi are consequently quite agile.

Lying is an art like any other in their culture 
and, since childhood, karevi develop skills that 
make them expert merchants, in some cases 
spies and infallible assassins.



Karevi names
Karevi language is a mixture of Dwarvish, from 

which it descends, and more recent influences 
from the Planar languages with which it came into 
contact since the first War of the Cosmic Legions.

Male names: Gardar, Yurmas, Bogheraz, Zatar, 
Gaur, Molex, Jaxasan, Muskenas, Zold.

Female names: Ina, Zanexia, Garada, Ogla, 
Mauxia, Lexsa, Ogalannax, Bladifria, Xenotia.

Karevi Traits
Ability score increase: your Charisma score 

increases by 2 and the one chosen between Wis-
dom and Dexterity increases by 1.

Age: Karevi mature at the same rate as humans, 
but are considered young until they reach the 
age of 50. On average, they live about 200 years.

Alignment: Most karevi are neutral evil. Their 
cunning and desire to bully anyone who does 
not belong to their small family circle, makes 
them ruthless opportunists.

Size: Karevi are between 5 and 5.5 feet tall and 
have a slim figure. Your size is Medium.

Speed: Your base walking speed is 30 feet.
Darkvision: 60 feet.
Sunlight sensitivity: When exposed to sunlight 

(or spells that can replicate its effects), you have 
disadvantage on attack rolls and on Wisdom 
(Perception) checks that rely on sight.

Shadowy path: Karevi have a relationship 
with darkness thanks to their ancient link with 
Garod. Once a day and for 1 round and using 
a reaction, you can partially merge with the 
shadow, obtaining resistance to all types of 
damage, except for psychic damage for a single 
melee or remote attack. The skill is recovered 
after a long rest.

Skills: Deception and Persuasion.
Innate spells: your characteristic as a caster 

is Charisma. You can innately cast the following 
spells, without the need of material components: 
when you reach 3rd level, you can cast the dark-
ness spell once per day; when you reach level 5 
you can cast Blink once a day. A karevi regains 
these skills after completing a long rest. 

Languages: You can read, speak and write in 
Karevi and Imperial.
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Urakian
I will tell you about the cloudy expanses of 
Aej’Nagrizzt, the place from which the wind of the 
world originates…

– Horus, Lord of Hawks

Urakian inhabit the shiny desert known as Ashen 
Land. This is where magic radiation transformed 
their ancestors by merging their bodies with 
animals. Their appearance is that of humanoids 
with marked feline features.

They are a nomadic population who live on 
hunting and herding. They seldom venture out of 
the desert and, at the beginning of their adven-
ture, always ignore the customs and traditions 
of civilized populations. Their half-animal nature 
provided them with amazing strength and abili-
ties, but at the expense of persecution and prej-
udice in the so-called civilized lands.

Playing a urakian adventurer is not that sim-
ple. Despised everywhere and often mistaken 
for a subspecies of werewolves, they will hardly 
be welcomed into the house of the constable or 
hired for a mission without the intermediation 
of the group. The use of money and other basic 
knowledge represent an additional interpretative 
obstacle, at least at the first levels.

The belief that urakian blood makes those who 
ingest it strong and healthy is quite widespread 
in civilized lands and originates from the vam-
pires’ predilection for it.

Urakian names
Although urakian are perfectly capable of 

communicating through the use of articulate 
language, be it their uraki language or other, 
they often express themselves with the typical 
sounds of animals that form their hybrid state. 
Their names derive from this habit.

Urakian Traits
Ability score increase: you have 3 points to 

divide among Strength, Dexterity and Consti-
tution: option a) 2 points and 1 point; option b) 
1 point, 1 point and 1 point.

Natural attack: you are never disarmed. A 
Urakian is proficient with any natural weapon 
it possesses (depending on the chosen animal, 
the player can attack with its horns if they’ve 
chosen a bull as its beast, or perhaps claws if 
they’ve chosen a feline). This natural weapon 

is considered a melee weapon that inflicts 1d4 
damages.

Alignment: neutral or chaotic neutral. Seldom 
cruel, urakian are an expression of the pride 
and freedom of the animal world.

Character: usually an urakian inherits the 
nature of its beast type. A herbivorous urakian 
will tend to be shy of creatures he doesn’t know 
and sympathize with the group (his “pack”).

Age: Urakian reach maturity between 18 and 
20 years of age and very seldomly live to be over 
60. Their maturity and rapid growth depend on 
their animal half.

Size: always of Medium size, regardless of the 
size of the beast type. An urakian-badger will 
be of shorter and stockier constitution than 
an urakian-cheetah, that will instead be lean 
and agile.

Speed: Your base walking speed is 30 feet.
Darkvision: 60 feet.
Skills: Nature, Survival.
Languages: You can read, speak and write 

in Uraki.
Trait of the beast: urakian obtains the skills 

given in the following table according to the type 
of animal in which they are hybridized. If the 
animal is a winged and carnivorous creature, 
such as a hawk, the character will choose 1 
ability between Winged and Carnivorous.
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Trait of the 
beast

Animals* Skill

Aquatic Heron, water buffalo, crocodile*, 
hippopotamus, turtle*, tiger

Swim 30 feet

Winged Heron, hawk, bat Fly 30 feet (only light armor)
Climber Leopard, monkey, bear Climb 30 feet
Carnivore Hyena, lion, wolf, bear, snake*, 

tiger, fox
Obtains Charger feat

Herbivore Water buffalo, bison, deer, 
elephant, gazelle, wildebeest, hippo, 
hare, rhino

Obtains Resilient feat

Social Water buffalo, bison, elephant, 
gazelle, wildebeest, hyena, hippo, 
hare, wolf, bat, mouse

Social urakian can confer Help action to 
comrades from a distance of 10 feet.

Subterranean Groundhog, mole, mouse Digging 15 feet, disadvantage to sight-based 
Perception checks, advantage to Perception 
checks on smell and hearing

* With the exception of coastal, marine and cold regions animals, the GM may add additional beast 
types, applying the traits of the beast according to the specifics of the creature.
** Cold-blooded animal, their presence in the game must be agreed upon with the GM

Type Physical traits
Water buffalo man (aquatic, herbivore) Black fur, hooved feet, muzzle and horns, tail
Lion man (carnivore) Ochre hair, clawed paws, jaws, mane, tail
Eagle man (winged, carnivore) Feathers, beak, wings, clawed paws

Hippopotamus man (aquatic, herbivore) Hairless and thick skinned, large stature, jaws, 
small tail

Mole man (digger) Fine and soft fur, clawed and robust front paws, 
small blind eyes

Rhino man (herbivore) Leathery skin, horn, small tail
Elephant man (herbivore, social) Leathery skin, proboscis, tusks, large stature
Hyena man (carnivore) Bristly hair, clawed paws, jaws, tail

Monkey man (climber, social) Tawny hair, prehensile limbs, tail



Wiloi
Hands to the gunpowder and dragon’s breath in 
the cannons, let’s blow this ship up!

– Urdamon, Captain of the VI Nüeth Fleet

Originating from the world of Yolam’hra, wiloi are 
the direct descendants of the great summoners 
of the City of the Seven Runes. They master the 
arcane arts and every aspect of their life is regu-
lated by magic. Wiloi are between 6 and 6.5 feet 
tall. Their complexion and hair are light, their 
eyes perpetually wrapped in a bright patina; their 
long and thin hands lend themselves beautifully 
to musical and studious activities, not so much 
to hard labor and physical combat.

Wiloi names
Male names: Algiz, Naudiz, Sowulo, Perth, 

Fehu, Teiwaz, Laguz, Ogma.
Female names: Othala, Isa, Runa, Brigantia, 

Fehua, Theiwa, Mana.

Wiloi Traits
Ability score increase: your Intelligence and 

Charisma scores increase by 2 and 1 respectively.
Age: Wiloi mature at the same rate as humans, 

but are considered young until they reach the 
age of 70. On average, they live about 300 years 
thanks to the draconic blood that ruins in their 
vains.

Alignment: Often neutral. Whether good or 
evil, wiloi have an inner equilibrium that comes 
from the long and patient learning process of 
the arcane arts.

Size: the height and build of a wiloi can vary 
from 6 to 6.5 feet.

Speed: Your base walking speed is 30 feet.
Arcane mind: this great skill in mastering the 

arcane arts provides you with an advantage in 
saving throws against mental influence spells.

Summoning Yamyam: see below.
Skills: Arcana and History.
Innate spells: a wiloi knows two tricks from 

the wizard’s spell list, the spellcasting ability of 
these cantrips is Intelligence.

Languages: You can read, speak and write in 
Wiloi and Draconic.



SUBCLASSES36

subClasses

TT
he way of an adventurer can take 
infinite turns and the world of La Notte 
Eterna is no exception to this assump-
tion. Exploring the nations and lands of 
Neir, you will meet characters on your 
path who have turned a particular art 

or specialization into a way of life while crossing 
roads with guilds and organizations that are 
sometimes at odds. In game, this translates into 
subclasses - like the Chosen of Darkness - or 
backgrounds such as the Meteor Hunter.

Players of La Notte Eterna can choose among 
more than sixteen new subclasses, at least one 
for each class, as an alternative to those already 
available in the PHB.

In this quick start guide we provide you with 
two setting-specific paths, the North Wolf and 
Chosen of Darkness. The actual La Notte Eterna 
setting will comprise of the full list of paths.

North Wolf
Primordial path of the barbarian.

That last arrow hit him in the 
chest. They dressed him up 
like a porcupine. There was 
not an inch of snow that was 
not tinted by his blood. It had poured 
in deep, spraying the ice and stone. 
Nokinair looked down at the 
ground and a sense of vertigo 
coming from afar overtook his 
every fiber of his battered body. He 
collapsed to his knees: he, who 
had never before bowed to man 
or god. Darkness darkened the 
stars and soft and merciful snow 
enveloped him in the silence of 
oblivion.

A vision reached him in that 
dreamless sleep: a white she-wolf, a 
ghost, perhaps the materialization of 
that white desolation. She approached 
his broken body, smelled it licking 
it; in a remote corner of his 
consciousness Nokinair 
believed this to be for the 
best: his flesh would feed 
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another fighter. But she did not sink her jaws 
into his mangled flesh. She crouched beside him, 
infusing his body with a warmth he had never felt 
before. Slowly, the wounds began to heal. And the 
snow continued to fall, heralding new ventures.

The Frost-dwell has always been an inhospitable 
land, a place where civilization always seemed to 
be on the verge of being swept away by a sudden 
blizzard…In this hostile and icy climate, men and 
women of all races have tempered their bodies and 
minds to the worst adversities. The barbarian who 
chooses this background is from Frost-dwell or 
spent at least a significant part of their life there.

Frost is home
Starting from 3rd level, you obtain advantage 
against all the evidence related to the cold, snowy 
or icy weather, also when you enter your Rage 
you become resistant to frost damage.

Blade of ice
Starting from 3rd level, when you’re in Rage, your 
melee weapon attacks add 1d6 damage from cold.

Glacial wind
From 6th level, you are able to emit a battle cry 
so powerful and deafening to terrorize your oppo-
nents. Using an action, you yell: all opponents 
within 20 feet must make a DC on Wisdom (8 + 
Proficiency + Constitution) or remain Frightened 
for the next minute. Targets can repeat the ST at 
the end of their turn, once passed the character 
becomes immune to the effect for the duration 
of the fight. 

Avalanche
Starting from 10th level, you are as unstoppable 
as an avalanche. You can use a bonus action on 
your turn to knock a Large or lesser creature to 
the ground prone when you hit it with at least 
one melee weapon attack, the target makes ST 
strength (8 + proficiency + strength).

Northern recall
At 14th level, you’re totally comfortable in the 
cold. Your skin is perpetually frozen and has a 
bluish hue reminiscent of that of the frost giants. 
When in Rage, you gain immunity to cold. Also 
when in Rage, your melee weapon attacks add 
1d8 damage from cold.

Chosen of Darkness
Monastic tradition for monks.

Ever since I was a kid, I’ve been hearing the 
exact same phrase: “The strength of a Chosen 
One lies in their ability to tear the heart from 
a man’s body without spilling a single drop 
of blood”. After many years I began to believe 
that too. Then everything changed on the day 
of my rebirth.

Not mere assassins, but individuals whose 
entire existence is devoted to a mysterious 
organization: they are the Chosen of Darkness, 
ancient order of assassins linked to the church 
of Garod and the Empire of Hidden Lands. Its 
members are selected from childhood and trained 
according to ruthless martial precepts: only the 
toughest and most determined “survive” the 
training. Among these, even fewer manage to 
reach a level of mastery such as to become one 
with the darkness in which they operate, acquir-
ing legendary skills…

Once the affiliation to the Chosen of Dark-
ness was limited to the karevi. Their expansion 
on the surface coincided with the opening of 
the organization to other races. This has gen-
erally strengthened the Chosen of Darkness 
who, thanks to these new races, can now rely 
on new forces and spies well integrated in the 
nations of Neir; at the same time, this opening 
has caused unrest within the hierarchy of the 
organization and the outflow of some members: 
these “Renegades” are condemned to death living 
in the shadows and on the margins of society, 
in the eternal and founded fear of being hunted.

Darkvision
60 feet. You are the living proof that discipline 
and hard work can radically transform the 
nature of an individual, giving it unattainable 
skills for other members of your race.

Worm in the shadow
From 3rd level, the character becomes proficient 
in stealth and if it already was it adds dou-
ble the proficiency bonus to the stealth checks, 
also when you are in darkness or dim light your 
movement speed increases by 10 feet.

Darkness strike
At 3rd level you are now on the path of the 



Chosen. Whenever you are in the shadows and 
catch an opponent unawares, you can add 1d4 
necrotic damage to your attack for every Ki point 
spent up to a maximum of d4 equal to half 
your Chosen of Darkness level. At 11th level 
the damage increases to 1d6.

Darkness body
Starting from the 6th level, using 3 points Ki 
you are resistant to necrotic damage for 10 min-
utes and for the same duration you can perform 
action of shooting and disengagement spending 
a bonus action. 

Darkness shroud
From 11th level, you become a deadly instrument 
of death, a silent and invisible killer able to strike 
in a totally unexpected manner. In conditions 
of darkness and spending 2 Ki points, you can 
make sure that your steps do not produce any 
kind of noise. Always with 2 Ki points, in places 
without any light source, you can become com-
pletely invisible by simply standing still in the 
darkness. This condition lasts as long as you 
remain motionless, without making the slightest 
gesture. To move (even if stealthily), attack or 
make sounds, cancels the effects of invisibility, 
making you visible again.

Benediction of Garod
By the 17th level you have reached such a 
communion with darkness that you are able 
to become one with it. Once a day, as a bonus 
action, you can spend 3 Ki points to turn your 
body into pure darkness, merging with the 
darkness that surrounds you and becoming an 
impalpable shadow and completely invulnerable 
to physical attacks and magic. As long as you 
do not attack or perform actions that require 
physical fitness, you can keep your disembodied 
form, getting the skill to move at twice your speed 
but only through the dark. As long as you are in 
the world of shadows, you cannot cross areas 
lit by strong sources of light, such as a room 
lit by a fire or a large candlestick. The Daylight 
spell instantly forces you to leave the shadow 
plane, leaving you blinded for 10 minutes (ST 
on Constitution on the Caster’s DC).



the meChaniCs of the 
meteors

TT
he fall of a meteor is not an event to be 
underestimated. The encounter with 
an extraplanar creature or a powerful 
artefact could mark, not only the fate 
of the adventurers who stumble upon 
it, but that of an entire nation. For this 

reason, the GM should think carefully about 
the necessary conditions for the adventure to 
be shaken by an event of such magnitude.

The prophecy 
The adventurers were able to interpret an 
ancient prophecy linked to the fall of a meteor. 
In this case, the GM picks the meteor that 
suits best the adventure he is narrating.

Catastrophic event
The meteor hits the town where the adventur-
ers are, wreaking havoc and causing serious 
disturbances that could trigger unrest among 
the populations or between rival factions.

Chance encounter
During their wanderings, the adventurers are 
witnesses of the fall of the meteor. The GM rolls 
the d% to determine which meteor fell according 
to the chart below.

A shower of meteors
The fallen meteors could be more than one. 
The GM chooses the number of meteors 
according to the narrative needs and fol-
lows with the corresponding rolls of d%.

The table below offers the GM 
a rich choice of artifacts and 
exteriors that adventurers 
might come across along 
their journey.
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D% Encounter D% Encounter
01 – 02 Unstable artifact VERY DANGEROUS 51 – 52 Rare artifact 2
03 – 04 Unstable artifact (explosion) 53 – 54 LN sentient artifact
05 – 06 Cursed unstable artifact (malfunc.) 55 – 56 CN sentient artifact (malfunc.)
07 – 08 Unstable artifact (malfunc.) 57 – 58 Angel 2
09 – 10 Cursed artifact 1 + demon 1 59 – 60 Devil 1 dead
11 – 12 Cursed artifact 2 + devil 2 61 – 62 Rare artifact 3
13 – 14 Cursed artifact 3 63 – 64 N sentient artifact
15 – 16 Cursed artifact 4 65 – 66 Rebel devil (good pact)
17 – 18 Demon 1 67 – 68 Devil 5
19 – 20 Devil 1 69 – 70 Rare artifact 4
21 – 22 Demon 2 71 – 72 Fight between devil, demon ¾ and 

angel 2
23 – 24 Rebel devil (evil pact) 73 – 74 Angel 3
25 – 26 Demon 3 75 – 76 Angel 5 dead
27 – 28 Yolandi, the Sickle 77 – 78 Angel 4
29 -30 CE sentient artifact (malfunc.) 79 – 80 Rare artifact 5
31 – 32 Demon 4 81 – 82 Rare artifact 6
33 – 34 Rare artifact 1 83 – 84 Angel of the Pact
35 – 36 Renegade angel (evil) 85 – 86 LG sentient artifact (malfunc.)
37 – 38 Devil 2 87 – 88 Rare artifact 7
39 – 40 Nindja, the Sword 89 – 90 Rare artifact 8
41 – 42 Dying angel (pact) 91 – 92 Angel 5
43 – 44 Devil 3 93 – 94 Dustceawung
45 – 46 LE sentient artifact 95 – 96 Fight between devil 1 and angel 1
47 – 48 Devil 4 97 – 98 NG sentient artifact
49 – 50 Fight between devil 5 and angel 5 99 – 100 WONDROUS ARTIFACT
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Yolandi, the Sickle
Chaotic evil sentient artifact
Weapon (sickle), legendary (requires attunement)

This exotic red and purplish sickle is larger 
than most common sickles. Its wooden handle 
is crooked and wide to the point that a medi-
um-sized creature needs to use both hands to 
hold it. The sickle itself, on the other hand, seems 
almost disproportionate with respect to the han-
dle: the blade is small and compact, as if part of 
the blade has been removed or broken.

As you approach the sickle, the weapon begins 
emitting a black haze that slowly envelops it from 
handle to blade. Once the sickle is completely 
covered in mist, it lifts off the ground to stand, 
wobbly, in an upright position. On reaching an 
erect position, the sickle begins to speak, present-
ing itself with a lively and hissing female voice.

Yolandi can’t explain why and how but she 
swears that she is Nindja’s sister, with whom 
she can’t wait to be reunited. Both are demons 
turned into weapons at the whim of Demien. 
Yolandi is the sadistic, cheeky and talkative sis-
ter, always ready to carry out evil deeds. She 

never misses an opportunity to talk about the 
time that a similar thing happened to her and 
Nindja… The endings of these absurd stories are 
always tragicomic, often due to some mistake 
made by Yolandi herself. 

At the end of her introduction, Yolandi the 
Sickle randomly picks one of the people she deems 
capable of carrying a heavy weapon and, flying 
into their hands, immediately establishes a rela-
tionship with the wielder. From this moment on, 
Yolandi will never miss a chance to show false 
kindness toward the wielder, with the objective of 
pushing them to find her brother Nindja. Yolandi 
the Sickle has lost most of her powers by falling 
as a meteor. When found, the weapon is at the 
lowest of its potential; to regain her energy she 
will have to slay as many creatures as possible 
and absorb their vital essences through her sharp, 
ever-thirsty blade.

Sentient. The sickle is sentient until it impris-
ons Yolandi. While sentient, the sickle has the 
following properties:
• When Yolandi the Sickle is found, it presents 
itself as a Lesser Demonic Sickle. It is treated like 
a +1 sickle and has 3 charges. You can use one 
action to spend a charge and cast Invisibility on 
yourself, or two charges to cast Hunger of Hadar. 
Both spells require no concentration and last 1 
minute. The sickle recovers all the charges con-
sumed every day at moonrise. Slaying a creature 
while it is within range of the spell Hunger of 
Hadar makes Yolandi absorb a vital essence. With 
33 vital essences absorbed, Yolandi transforms 
into a Demonic Sickle.
• When Yolandi transforms into a Demonic 
Sickle, her blade grows bigger, more spikes and 
secondary blades develop on the main one, mak-
ing it more deadly and frightening to look at. 
She is treated as a +2 sickle and the number of 
charges increases to 6. In addition to the previous 
options, you can spend 1 reaction when hit to 
consume a charge and become invisible until the 
start of the next turn. You can spend 1 action to 
consume 2 charges to cast Ray of Frost on any 
target within 60 feet of the bearer. The sickle 
recovers all the charges consumed each day at 
moonrise. Slaying a creature while it is within 
range of the spell Hunger of Hadar or that has 
suffered damage from Ray of Frost during the last 
minute, makes Yolandi absorb a vital essence. 
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With 99 vital essences absorbed, Yolandi trans-
forms into a Greater Demonic Sickle.
• When Yolandi transforms into a Greater 
Demonic Sickle she reaches her final form. A 
large fiery red eye with a snake-like pupil appears 
on her handle. The blade reaches its maximum 
size and appears monstrous and deadly thanks 
to the development of new secondary blades and 
demonic decorations. She is treated like a +3 
sickle and has 9 charges. In addition to all the 
previous options, the wielder can now spend an 
action and consume 6 charges to cast the spell 
Tasha’s Otherworldly Guise. The spell lasts for 1 
minute and does not require concentration. The 
sickle recovers all the charges consumed every 
day at moonrise.

Freeing Yolandi. Casting Dispel Evil and Good on 
the sickle has a 1% chance to free the Marilith 
locked inside and automatically succeeds if the 
spell is cast by a Solar or a Demon Lord. If Yolandi 
and Nindja manage to find each other, and both 
are in their final forms, they manage to break 
free from their captivity. At this point, Yolandi 
and Nindja may decide to take possession of their 
previous two wielders if they consider them to 
be their equal. Only the intervention of a high-
level priest, a demon or an angel could exorcise 
possessed individuals.

Nindja, The Sword
Chaotic evil sentient artifact
Weapon (long sword), legendary (requires 
attunement)

“Your insolence competes with that of Yolandi… 
who is Yolandi? Alas, it is my sister. I hate to 
admit it, she would come handy in a situation like 
this…”. Nindja, like his sister Yolandi, is a demon 
turned into a sword at the whim of an evil god.

The sword is 35 inches long and has a wider 
blade than a normal longsword. Demonic spikes 
and other macabre details engraved in red dec-
orate the sword, giving it a monstrous and oth-
erworldly appearance. 

On drawing close to it, the sword begins to 
whirl and to envelope itself in a whirlwind of red 
sand. Once raised from the ground and after 
introducing himself, he asks with feigned kind-
ness to those present who would be willing to 
help him in finding his nagging sister Yolandi, 

offering himself as a great instrument of death 
in the hands of those who wield him.

Nindja, however, has lost much of his powers 
by falling from the sky as a meteor. When found 
he will be at the lowest of his strength. To regain 
his power, he will have to slay as many crea-
tures as possible and absorb the vital essences 
of his victims.

Sentient. The sword is sentient until it impris-
ons Nindja. While sentient, the sword has the 
following properties:
• When found, Nindja presents itself as a Lesser 
Demonic Sword. It is treated like a +1 longsword 
and has 3 charges. You can use one action to 
spend a charge and cast Mirror Image on yourself, 
or two charges to cast Blight. The spell of Mirror 
Image does not require concentration and lasts 1 
minute. The sword recovers all the charges con-
sumed each day at moonrise. Slaying a creature 
that has suffered the effects of Blight in the last 
minute makes Nindja absorb three vital essences. 
Slaying a creature with a critical hit absorbs a 
vital essence. With 33 vital essences absorbed, 
Nindja transforms into a demonic sword.
• When Nindja the sword transforms into a 
Demonic Sword, its blade grows bigger and 
becomes sharper and more destructive; addi-
tional spikes appear on the blade, making it more 
deadly and frightening to look upon. It is treated 
like a longsword +2 and its number of charges 
increases to 6. With a result of 19-20 the sword 
scores a critical hit. If the wielder already had the 
Improved Critical feat, they score a critical with a 
result of 18-20. In addition to the above options, 
you can spend 1 reaction when hit to consume 
a charge and cast the spell Armor of Agathys 
on yourself as a 3rd level spell. You can spend 
1 action to consume 2 charges to cast Thunder 
Step on any point within 118 feet of the bearer. 
The sword recovers all its charges each day at 
moonrise. Slaying a creature while it is within 
range of the spell Thunder Step makes Nindja 
absorb a vital essence. Slaying a creature with a 
critical hit makes Nindja absorb a vital essence. 
With 99 vital essences absorbed, Nindja trans-
forms into a Greater Demonic Sword.
• When Nindja the sword transforms into a 
Greater Demonic Sword, it has reached its final 
form. A large emerald-green eye with a round, dull 
pupil appears on its handle. The blade reaches its 
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maximum size and appears monstrous and deadly 
as it develops additional spikes and demonic 
decorations. It is treated like a +3 longsword and 
has 9 charges. In addition to all the previous 
options, you can spend one action and consume 
6 charges to cast Tasha’s Otherworldly Guise 
spell. The spell lasts for 1 minute and does not 
require concentration. The sword recovers all the 
charges consumed every day at moonrise.

Freeing Nindja. Casting Dispel Evil and Good on 
the sickle has a 1% chance to free the Glabrezu 
locked inside and automatically succeeds if the 
spell is cast by a Solar or a Demon Lord. If Yolandi 
and Nindja manage to find each other, and both 
are in their final forms, they manage to break 
free from their captivity. At this point, Yolandi 
and Nindja may decide to take possession of their 
previous two wielders if they consider them to 
be their equals. Only the intervention of a high-
level priest, a demon or an angel could exorcise 
possessed individuals.

Dustsceawung
Lawful good, legendary artifact
Weapon (spear), legendary (requires attunement)

The word Dustsceawung in the öued language 
means: “contemplation of the dust.” It indicates 
the moment of reflection on past civilizations, 
on those who no longer exist and on the aware-
ness that all things are destined to become dust. 
The few who are aware of this legendary weapon, 
mainly high-ranking öued knights, are firmly 
convinced that it is an artifact of pure fantasy, 
since if it really existed it could change the bal-
ance of the world.

Creatures capable of casting Teleport either 
through an ability or spell cannot use it if within 
170 feet of the spear. The spear has 5 destructive 
charges and a 30% chance to recharge 1 charge 
after a long rest.

By spending a destructive charge, all charac-
ters of evil alignment, undead, aberrations, and 
fiends must roll a successful check on Charisma 
(DC 20) or become frightened for 1 hour. If the 
roll is successful they are still frightened but 
for only 30 minutes. Regardless of whether the 
roll is successful or not, targets suffer 4d10 
psychic damage.

By spending a destructive charge, the weapon 
can cast the spell Lightning Bolt.

By spending 3 destructive charges, the spear 
can cast the spell Meteor Swarm. This ability 
takes a week to recharge.

Three times a day, the wielder gains the ability 
to cast the spell Misty Step.

The wielder of the spear is surrounded by a 
divine aura. They gain resistance to all types 
of damage suffered by the hand of creatures 
other than demons, aberrations, and undead 
above GS13; wielders gain True Sight while hold-
ing the spear. The spear is considered a magic 
weapon +3. Its base damage is 2d10 + 3 piercing 
damage, + 2d8 radiant damage, and + 1d8 light-
ning damage. When using the spear as a melee 
weapon, the wielder gains an extra attack.

By using a bonus action twice a day, it is pos-
sible to increase the spear’s powers to make it 
more powerful and radiant. When this happens, 
all creatures making an attack against the wielder 
receive a disadvantage on the attack roll. The 
spear is indestructible. It can only be damaged 
and destroyed by a god, archdevil, or demon lord.
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sPhere magiC

SS
phere magic is a one-of-a-kind type of 
magic, linked to artifacts, it allows one 
to share one’s vital essence to bring 
ancient legends of the past back to life.

To summon a hero one must use a 
summoning sphere, a magical object 

that is produced using crystals and precious 
arcane powders. It can be created (400 gp in 
components, DC 15 Arcana) but also purchased 
at specialized emporiums at a cost of 700 gp.

Sphere Magic works by means of a ritual and 
is not limited to any class: by passing the checks 
and depending on the availability of the sum-
moning sphere and relic, anyone can use this 
mechanism.

Using the summoning sphere as a means of 
sharing one’s own vital essence, the character 
makes a check (see below table). The specific 
component of the ritual will be an object (relic) 
with which the hero had a connection in life. It 
could be a lock of his hair, a fragment of his 
weapon, a splinter of his scepter, etc. Having 
passed a check, the character shares his vital 
essence and summons the hero without taking 
any damage; on a failed save the character rolls 
half his hit dice (rounded up) and takes damage 
equal to his save.

When the character completes the ritual, it 
can choose for the hero’s mind to be clouded 
by time; in this case, the hero will obey the 
character’s commands but will suffer amnesia 
for the duration of the spell.

A bound hero materializes in a bodily form and 
with his best appearance of when he was alive. 
He is equipped with appropriate gear, but any 
items in his possession dissolve when not used 
by the hero or at the end of the spell. The GM 
has the stats of the hero he manages as an NPC.

The caster might order the hero to accompany 
him on an adventure, protect a place or convey 
a message. If the hero is in full possession of his 
faculties, you can also consult him about his 
memories of the past, ask for advice or request 
using certain magical skills. On the contrary if 
the hero suffers from amnesia, he can follow 
the instructions of the caster and use some of 
his skills and abilities, but he will not be able 

to cast spells and will have no memories of his 
past life. The hero will obey his instructions to 
the letter, but if he is hostile to the caster (e.g. 
being of opposite alignment) will try to distort the 
words of the latter according to his own nature. 

The spell ends at the dawn of the following 
Moon, when the hero drops to 0 hit points, or 
when the caster decides to release the summoned 
hero. Any attempt to summon another hero while 
you already have a bound hero automatically fails. 

The heroes are divided into different ranks, 
from a simple city legend to legends that with 
their deeds and testimony have forever trans-
formed the world. Summoning stronger heroes 
requires more expensive resources and greater 
sacrifices.

Requirements: Summoning sphere and relic 
of the hero you wish to evoke.

The heroes listed in the next page are just exam-
ples, but the GM has the freedom to create new 
ones based on the lore of the setting and making 
any character from the past of the world of Neir, 
summonable. The only condition is that the per-
son be dead and their soul is in one of the infinite 
heavens and hells of the Spirit Dimension.



SPHERE MAGIC46

Rank of hero Cost Minimum level 
Lesser Con DC 13 saving throw and 2-hour ritual duration; half hit 

dice damage on failed save.
Can be evoked from 
Level 2 upwards

Intermediate Con DC 15 saving throw and 3-hour ritual duration; half hit 
dice damage on failed save and 1 fatigue level

Can be evoked from 
Level 5 upwards

Major Con DC 17 saving throw, 4-hour ritual duration; half hit dice 
damage on failed save and 2 fatigue levels 

Can be evoked from 
Level 8 upwards

Supreme Con DC 19 saving throw, 5-hour ritual duration; half hit dice 
damage on failed save and 3 fatigue levels

Can be evoked from 
Level 12 upwards

Legendary Con DC 21 saving throw, 6-hour ritual duration; half hit dice 
damage on failed save and 4 fatigue levels

Can be evoked from 
Level 16 upwards

Summonable Heroes
Lesser heroes: Miharu the Traitor, Miuru the 
First King, Emperor Nufrazad IV
Intermediate heroes: Edeber the Explorer, 
Oduin the Valorous, Princess Xanesh
Major heroes: Mendulia, Muhnatari, Nefertiri 
of the Shadows
Supreme heroes: Arkanis of the Blades, Luaar 
of the Black Clouds, Uzgal of Fangs
Legendary: Dorgar, Elkad’dan, Nyami-Mia

Arkanis of Blades
Medium undead, neutral evil

Armor Class: 18 (plate armor, shield)
Hit points: 170 (20d8 + 80)
Speed: 35 ft

STR DEX CON
18 (+4) 18 (+4) 18 (+4)
INT WIS CHA
12 (+1) 14 (+2) 14 (+2)

Saving Throws: Str +7, Con +9
Skills: Intimidation +7, Perception +7
Damage Resistance: necrotic
Senses: Passive perception 17, Darkvision 60 ft
Languages: Elven, vampiric

Mask of the Wild: Arkanis can attempt to hide 
even when you are only lightly obscured by foli-
age, heavy rain, falling snow, mist, and other 
natural phenomena.
Indomitable (2/day): Arkanis can reroll a sav-
ing throw that he’s failed. If he does, he must 
accept the new roll and cannot use this feature 
again until finishing a long rest.
Action Surge� During his turn, Arkanis can 

push himself beyond his normal limits for a 
moment. On his turn, he can take one addi-
tional action on top of his regular action and a 
possible bonus action.
Bite� Arkanis has a natural weapon attack 
(Strength) that deals 1d8 piercing damage and 
1d6 necrotic damage. Arkanis regains hp equal to 
half necrotic damage he deals with his bite attack.
Regeneration� Arkanis regains 10 hp at the 
beginning of each turn if he has at least 1 hp 
and is not exposed to sunlight or running water. 
If Arkanis takes radiant damage or is hit by holy 
water, this trait won’t work until his next turn. 
Spider movements� Arkanis can move vertically 
and upside down with no need for checks.
No Forbiddance� Arkanis can freely enter a 
residence without being invited by the owner.
Harmed by running water� Arkanis takes 20 acid 
damages when he ends his turn in running water.
Hypersensitivity to light� Arkanis takes 20 
radiant damage when he starts his turn in direct 
sunlight. While in sunlight, Arkanis has disad-
vantage on attack rolls and ability checks.
Repulsion to silver� Arkanis is vulnerable to 
silver weapons and bullets.

Actions
Multiattack� Arkanis makes three attacks, of 
which only one can be a bite attack.
Artigli� Melee Weapon Attack: +10 to hit roll, 
range 5 ft., one creature. Hit: 10 (2d4 + 5) slash-
ing damage. Instead of dealing damage, Arkanis 
can grab the target (DC 18 to escape).
Bite� MMelee Weapon Attack: +10 to hit, range 
5 ft., one willing creature, or a creature that is 
incapacitated, grabbed, or held by Arkanis. Hit: 
8 (1d6 + 5) piercing damage plus 7 (2d6) necrotic 
damage. The target’s maximum hit points are 



reduced by an amount equal to the necrotic 
damage taken and Arkanis recovers a number 
of hit points equal to that amount. The reduc-
tion persists until the target completes a long 
rest. If this effect reduces its total hit point to 
0, the target dies.
Double arm-blades� Melee Weapon Attack: +10 
to attack, reach 5 ft., one creature. Hit: 14 (2d8 
+5) slashing damage plus 10 (3d6) necrotic.
BONUS ACTIONS
Dance of blood and blades� Arkanis’ body 
begins to emit dark fumes and is enveloped in 
an aura of darkness and death. For 1 minute his 
speed increases by 10 ft, he becomes resistant to 
bludgeoning, piercing and slashing damage from 
non-magic weapons and immune to necrotic 
damage. After taking an attack action he can 
use a bonus action to make an extra attack. The 
ability is regained after a long rest.

Emperor Nufrazad IV
Medium humanoid (karevi), lawful evil

Armor Class 13 (studded leather)
Hit points 45 (6d8 +12)
Speed 30ft

STR DEX CON
8 (-1) 14 (+2) 14 (+2)
INT WIS CHA
12 (+1) 14 (+2) 16 (+3)

Saving Throws: Charisma +7, Intelligence +4
Skills: Arcana +4, Deception +6, Intimidation 
+6, Religion +4, Persuasion +6, History +4
Senses; Darkvision 60 ft, Passive perception 12 
Level: 6, warlock
Languages: Karevi, dwarven, imperial
Sunlight Sensitivity: While in sunlight, 
Nufrazad has disadvantage on attack rolls, as 
well as on Wisdom (Perception) checks that rely 
on sight. 
Shadowy path: Once a day and for 1 round 
and using a reaction, Nufrazad can partially 
merge with the shadow, obtaining resistance to 
all types of damage, except for psychic damage 
for a single melee or remote attack. The skill is 
recovered after a long rest.
Eldritch invocations� Nufrazad has 3 eldritch 
invocations: eldritch blast, beguiling influence, 
one with shadows

Innate Spells: Nufrazad’s innate spell casting 
trait is Charisma (DC 14). Nufrazad can cast 
some innate spells that require no material 
components.
A volontà: Magic Armor, Detect Magic. 
Once a day: Blink, Darkness. 
Spells: Nufrazad is a 6th-level Spellcaster. His 
spellcasting ability is Charisma (DC 14, +6 to 
hit with spell attacks). He has two 3rd level slots 
which he recovers after a short or long rest. He 
knows the following warlock spells:
Cantrips (at will): True Strike, Eldritch Blast, 
Blade Ward.
1st level: Charm Person, Hex
2nd level: Mirror Image, Ray of Enfeeblement
3rd level: Dispel Magic, Hunger of Hadar 

Actions
Dagger� Melee Weapon Attack: +5 to hit, 5 ft. 
range, one target. Hits: 4 (1d4 +2) slashing 
damage.





GODS 49

gods

II
nitially there was the Triad: Laon of the 
Sun, Lanie of the Moon and Garod of the 
Darkness.

But among the chaos of creation, other 
divine spirits began to form. At first, they 
were isolated and harmless, but with the 

passing of the centuries they developed their 
own form and consciousness. They mingled with 
mortals, in disguise, so as to study the world 
of matter. On Neir they observed the eternal 
cycle of life, the prayers and sacrifices made by 
mortals in honor of the Triad. They understood 
that they were subordinate to the gods and about 
that they were greatly sorry. So, in the shadow 
of indifference, they began plotting the conquest 
of power…

The Triad have inhabited the immortal world of 
Rengaria since the dawn of time, each god ruled 
over their own sphere of influence. The souls of 
the dead arrived at Rengaria so as to be judged 
and assigned to one of the three divine realms.

It required thousands of years for the divine 
spirits to accumulate sufficient power to attack 

Rengaria. Their hopes for an easy victory clashed 
with the harsh reaction of the Triad, and what 
was supposed to be a blitzkrieg, turned into a 
conflict that has been ongoing for the last 161 
years, called the Celestial War by the mortals.

No mortal war can be likened to this conflict 
that sees immense armies of angels and demons 
fighting fiercely, three-headed giants destroying 
castles as though they were made out of sand, 
colossal dragons reducing entire forests into 
ashes, mortal champions, wild magic, miracles, 
and formidable and destructive weapons. The 
same gods participate in the battles fighting at 
the forefront or acting behind the scenes, in a 
game of chess full of unexpected twists.

It would be a mistake to consider the Celestial 
War confined solely to Rengaria. The conflict is 
also fought on mortal grounds, where priests 
and champions fight each moon to increase the 
power and influence of their own deities. On Neir, 
the sense of the divine is everywhere, even in 
unsuspected places.

God Divine rank Alignment Domains Favored Weapon
Adraoos Minor Chaotic Neutral Nature, Tempest Spiked chain
Bakraag Minor Chaotic Evil Arcana, Forge Whip
Demien Intermediate Neutral Evil Grave, Trickery, Twilight Dagger
Doomkhan Intermediate Neutral Arcana, City, Knogledge Javelin

Fadranstaff Minor Neutral Good Blessing, Protection Quarterstaff
Garod Major Lawful Evil City, Order, Twilight, War Halberd
Glumdrung Minor Chaotic Good Nature, Tempest Trident
Halthea Intermediate Lawful Neutral Order, Unity, War Long sword
Iliar Minor Neutral Life, Nature Scimitar
Krea Intermediate Neutral Death, Grave, Twilight Glaive
Lanie* Major Neutral Arcana, Nature, Trickery, 

Twilight
Dagger

Laon Major Lawful Good Life, Light, Protection, 
Unity

Greatsword

Lurtan Minor Neutral Nature Club
Maskarr Minor Chaotic Neutral Trickery Dagger
Nuzagaal Minor Chaotic Evil Forge, War Flail

* The powers of Lanie are dormant and reside in Nelen, a mortal Wiloi sorceress.
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Adraoos, god of winds, is Chaotic Neutral. Mer-
chants, sailors and wayfarers entrust their 
prayers to him.

Bakraag, god of fire, is Chaotic Evil. Ordinary 
people offer him sacrifices so that he may give 
vigor to their fireplaces instead of devouring 
their houses with flames.

Demien, god of evil, is Neutral Evil. His wor-
shipers firmly believe that darkness represents 
the ineluctable fate for which the entire cosmos 
is destined.

Doomkhan, god of destiny, is Neutral. Popular 
among wizards, monks, teachers and scholars. 
Shamans and diviners also address their prayers 
to the god.

Fadranstaff, god of rescue, is Neutral Good. 
Mortals from every nation of Neir entrust to 
him their prayers for good health or a speedy 
recovery.

Garod, god of tyranny, is Lawful Evil. He is 
especially venerated for his legal domain, around 
which many nations have re-founded their laws 
and the pillars of society.

Glumdrung, god of seas and rivers, is Cha-
otic Good. The god is worshiped by fishermen, 
sailors and pirates, who venerate him both on 
land and sea.

Halthea, goddess of valor, is Lawful Neutral. No 
mercy is granted to the agents of chaos. Com-
moners invoke her holy wrath to settle wrongs 
big and small.

Iliar, goddess of nature and especially of the 
woodlands, is Neutral. There is no official cult 
around her. She is worshiped by druids, rangers 
and rural communities.

Krea, goddess of death, is Neutral. Incense is 
lit to her, and litanies chanted in her honor to 
grant a smooth journey of the dead to the realm 
of the dead.

Lanie, goddess of magic, was Neutral. She was 
worshiped by every arcane spellcaster. Slain in 
the Celestial War, her spirit resides in the body 
of a mortal Wiloi sorceress, Nelen Deseziath.

Laon, god of the sun, is Lawful Good. Once the 
most widespread cult on Neir with an infinite 
number of doctrines, worship of him has declined 
if not entirely disappeared in most areas.

Lurtan, god of earth, is Neutral. Lurtan is a 
semi-unknown god and there is no official 
cult around him. It manifests itself to mortals 
through volcanic eruptions, landslides and 
earthquakes.

Maskarr, god of thieves, is Chaotic Neutral. 
Patron of thieves both good and evil, daredevils 
from every corner of Neir pay tribute to the god 
hoping for a lucky strike.

Nuzagaal, god of destruction, is Chaotic Evil. 
Worshiped by savage tribes who pride them-
selves on their ferocity in battle, Nuzagaal prom-
ises his devoted barbarians an afterlife full of 
bloody battles.
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divine insPiration

OO
n Neir the gods are not abstract enti-
ties indifferent to mortal fate. Their 
very existence depends on the degree of 
devotion they benefit from: the greater 
the number of followers, the greater the 
source of energy they can draw from 

to fight the Celestial War. Part of this power 
is in turn used to answer the prayers of the 
followers through blessings and miracles, thus 
triggering a link between the Dimension of the 
Spirit and Matter.

obtaining divine insPiration

The favor of the gods requires divine inspira-
tion. In order to obtain it the character must 
perform an act above the ordinary devotion to 
the precepts of faith. Casting a Cure Wounds 
or Create Undead spell will not provide divine 
inspiration. On the contrary, discovering the 
remedy for the curse that afflicts the village or 
creating a particularly cruel one, depending on 
the case, will obtain the favor of the god. The 
greater the feat, the greater the reward in divine 
inspiration. The spirit with which the GM will 
or will not assign points in divine inspiration 
depends on the originality and effect produced 
by the feat.

Inspiration 
points

Feat of devotion

1 The character performs a feat: Kubaraja is a devoted hermit of Lurtan. When her blissful 
solitude is interrupted by the arrival of miners, the hermit forces them to dig on friable 
soil. The landslide that engulfs and buries them brings back peace, silence and balance 
to the mountain.

2 The character performs a feat of great importance: Grumwat is a ruthless mercenary 
devotee of Nuzagaal. During a battle he carries out a cunning encirclement maneuver. 
The massacre that follows quenches the thirst of the god.

3 The character performs a feat destined to leave lasting effects: Madrak is a daredevil 
devotee of Maskarr. The city around him is in flames. His comrades are dead. King 
Lich’s ring burns in the infernal night, harbinger of centuries of tyranny. There is only 
one thing left for Madrak to do, one last chance before the end. With a daring trick 
he distracts the caster’s attention towards the Mirror of Úthuan. In a second the flux 
bounces off the surface and the ring. The huge explosion completely destroys the castle 
and part of Varshold. In some hidden corner of the cool starry sky, snoozing on a cloud, 
a cat opens its eyes: the spirit of Madrak shall rise again in a ring, and this ring will 
turn into Myth.
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using insPiration

Divine inspiration can be spent in blessings and 
miracles, according to the point-system shown 
in the table below.

Inspiration 
points

Blessing / Miracle

1 “The god is with me!”: the character, with a bonus action, invokes the favor of the 
deity gaining advantage on a check.

2 “Bow down to him!”: the character, with a bonus action, can stun a total number of 
creatures equal to his hit dice +2, with no saving throw. The Stunned condition lasts 1 
round.

3 “Blessed be the weapon”: the character can channel the god’s energy into a weapon it 
wields, causing extra 1d6 radiant damage with its weapons for 24 hours. Damage can 
be combined with Divine Smite, skills and similar spells.
To use this skill the hero must be at least a 5th level character.

4 “Exaltation”: the character, concentrating for a minute, takes on the form of a 
champion of his god (an angel, demon, devil or elemental, according to the god) adding 
to its class and breed privileges, resistance and immunity of the chosen creature for 24 
hours.

5 “Conversion”: the character, with an action, can try to convert a sentient creature, 
as long as the number of hit dice of the creature is equal or lower than those of the 
character. The creature must make a Wisdom (DC= 8 + Proficiency Bonus + Charisma 
Modifier) Saving Throw to resist conversion. If the Saving Throw fails, the creature 
assumes the alignment and faith of the character. Clerics and paladins have advantage 
on saving throws.

6 “On your knees!”: the character, with a bonus action, can stun a total number of 
creatures equal to his hit dice +5, with no saving throw. The Stunned condition lasts 2 
rounds. 

7 “Divine Army”: the character can channel the god’s energy into a weapon he wields, 
causing extra 2d6 radiant damage with his weapons for 48 hours. The damage can be 
combined with Divine Smite, skills and similar spells.
To use this skill the hero must be a character of at least 8th level.

8 “Divine Champion”: the character, with an action, takes on the form of a champion of 
his god (an angel, demon, devil or elemental, according to the god) adding to its class 
and breed privileges, the resistance and immunity of the chosen creature for 24 hours.

9 “Miracle!”: the character, through a ritual of 1d6 hours, invokes his divinity to perform 
a divine act destined to remain in the annals of Neir. The divine act can bring back to 
life up to 100 creatures (dead for less than a week); create or destroy a medium-sized 
construction (a tower); create or destroy a rare relic. To use this skill the character 
must be of at least 10th level.

10 “Supreme exaltation”: the character, with an action, takes on the form of the avatar 
of their own divinity. The character gains a+5 bonus for the AC and a +5 bonus for 
the attack roll, resistance to any type of damage, immunity to spells of bewitchment, 
diseases, curses, blindness and to use this skill the hero must be a character of at least 
15th level.
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true magiC

TT
he framework of Nebvarasa is governed 
by True Magic, an ancient force that 
transcends every other energy in the 
Dimension of Spirit and Matter. One 
of its main fulcrums is the Secret Fire 
that shines eternal on Souls Peak, west 

of Lands of the Dragons. There may be other 
fulcrums of True Magic scattered among the 
worlds of Nebvarasa, but there is no concrete 
evidence of this.

Anyone who is able to cast spells is usually 
able to tap into some True Magic spells, depend-
ing on the magical affinity they’ve established 
with Fire, no matter if consciously or not.

Learning a True Magic spell requires concen-
tration (druid, ranger, sorcerer), study (bard, 
wizard) or prayer (cleric, paladin and warlock). 
Each character will have to dedicate 4 hours 
a day for a number of days indicated in the 
description of the spell, at the end of this period 
they can add it to their list of known spells based 
on class level.

True Magic requires time and dedication so 
many casters prefer not to approach the matter. 
The most determined among them are those who 
make it. If used astutely, True Magic spells are 
able to overwhelm fearsome opponents, func-
tioning even in prohibitive conditions for minor 
spells.

True darkvision
True Magic 2nd level
Casting Class: All
Training Time: 4 weeks
Casting Time: 1 action 
Range: Caster
Components: V
Duration: 8 hours
Consumed Slots: 2

Your eyes sparkle with a faint blue light. For the 
duration of the spell, you are able to see normally 
in darkness, both magical and common, up to 
a distance of 120 ft. Also, you have advantage 
on saving throws so you’re not blinded.

Moon Blade
2nd level True Magic
Casting Class: Bard, Ranger
Training Time: 1 month
Casting Time: 1 action
Range: Contact
Components: V, M (a weapon)
Duration: 10 minutes
Consumed Slots: 3

You touch a weapon that starts glowing a dim 
white-blue light that extends for 10 ft. For the 
duration of the spell, the weapon counts as 
magical and adds a +1 bonus to all attack and 
damage rolls. Also, on nights of full moon the 
weapon deals an extra 1d6 radiant damage while 
on new moon nights it deals 1d6 extra necrotic 
damage. On nights with a waning moon the 
damage inflicted is of the type force.





main CharaCters

TT
here are some extraordinary individuals 
who, leading by example, shaped the 
destiny of entire nations, for better or 
for worse. During your adventures in 
cities or wilderness, you will be able 
to meet some of them and enter your 

name in the grand book of the Eternal Darkness.
In this quick start guide we’ll present just a 

few of the many characters you will come across 
in the setting.

Najestarr, also known as the Tyrant
Najestarr is a slim and charming man, despite 
being 270 years old. He has a long grey beard and 
black eyes, as deep as two wells. Surly and tac-
iturn by nature, when necessary, the Archmage 
knows how to be affable, caring and trustworthy. 
This is due to his infallible ability to understand 
the character and motives of his interlocutor.

Najestarr is intolerant towards anyone who 
does not use magic. He compares combatants to 
something along the lines of beasts; musicians 
and the like to a band of merry fools; bandits 
to youngsters attracted by the shimmer of gold; 
druids to savages; priests to weak and plagia-
rized minds, who live with the sole purpose of 
complying with the will of higher beings. His 
esteem is for magicians alone, at least until the 
latter don’t threaten to usurp his primacy…

Najestarr harbors a deep hatred of demons, 
accomplices of his final defeat. If fate wished him 
free again, the old Archmage would not hesitate 
in plotting his tremendous revenge against these 
creatures. Afterwards, perhaps, he would return 
to an old speech left unfinished: world domination!

It would raise interest for historians to dis-
cover that the Tyrant’s surname is Deseziath. 
Perhaps the Sorceress is a distant and unaware 
descendant of his? That would really be a strange 
combination of fate!

***

†Najestarr the Tyrant 
Medium humanoid, lawful evil

Armor class 21 (studded leather armor +3, ring of 
protection, cloak of protection, bracers of defense)
Hit points 291 (32d8 +128)
Speed 30 ft

STR DEX CON
12 (+1) 18 (+4) 18 (+4)
INT WIS CHA
24 (+7) 18 (+4) 16 (+3)

Saving throws Intelligence + 14, Wisdom +11 
Skills Arcana +12, Persuasion +10, History +12, 
Investigation +12, Insight +11
Damage resistances: Bludgeoning, piercing and 
slashing of nonmagical weapons
Damage immunities: Necrotic
Condition immunities: Charmed, poisoned, 
paralyzed, exhaustion, frightened
Senses Truesight 60 ft, Darkvision +60 ft, Pas-
sive perception 62
Languages All
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Challenge 23 (50,000 or 75,000 with XP mythic 
action)

Wiloi traits: see Wiloi.
Legendary resistance (3/Day)� If Najestarr fails 
a saving throw, he can choose instead to succeed.
Spell resistance� Najestarr has advantage on 
saving throws against spells.
Keen mind� Najestarr can maintain his con-
centration on two spells simultaneously and 
has advantage on concentration saving throws.
Tyrant’s gaze� Najestarr can attempt to intim-
idate an opponent with the power of his gaze. 
A creature within his range must succeed on a 
(DC19) Wisdom ST or it will have disadvantage in 
melee attacks against Najestarr, for one minute. 
At the end of his round, the intimidated creature 
can make a DC19 Wisdom ST to end this effect. 
This feature doesn’t work on a creature that has 
previously succeeded on its ST.
Caster� Najestarr is a caster of 20th level. His 
skill as caster is Intelligence (DC 22 saving 
throws for spells, +14 attack rolls with spells). 
He has the following spells prepared:
Cantrips (at will)� Fire bolt, friends, mage hand, 
chill touch, shocking grasp, acid splash, detect 
magic, identify.
Lvl1 (4/at will*slots): magic missile, sleep, mage 
armor, shield.
Lvl2 (3/at will*slots): mirror image, melf’s acid 
arrow, web.
Lvl3 (3/at will*slots): haste, fly, counterspell, 
fireball.
Lvl4 (3/4* slots): dimension door, greater invis-
ibility, conjure minor elementals.
Lvl5 (3/4* slots): animate objects, dominate per-
son, telekinesis
Lvl6 (2/3* slots): globe of invulnerability, 
disintegrate.
Lvl7 (2/3* slots): teleport, forcecage.
Lvl8 (1/2* slots): incendiary cloud, sunburst.
Lvl9 (1/2* slots): wish, meteor swarm.

True magic erudite� Najestarr knows and can 
cast true spells: Annihilate life, Mind control 
and Explosion of death.

Actions
Silvered dagger of the tyrant� Accurate melee 
weapon attack: +17 to hit, reach 5 ft, one target. 
Hit: 15 (2d4 + 10) piercing damage.

Reactions
Foresight (3/day)� Najestarr adds 5 to his AC 
against a melee attack that would hit him.
Legendary actions� Najestarr can make 3 leg-
endary actions, out of the following options. He 
can use only one legendary action at a time 
and only at the end of another creature’s turn. 
Najestarr regains the used legendary actions at 
the beginning of his turn. 
Cantrip� Najestarr casts a cantrip he knows.
Arcane Recovery� Najestarr regains a spell slot 
of 1d6* level.
Spell (costs two Actions)� Najestarr casts a 
spell he knows (of maximum 5th level).

MYTHIC ACTION: THE TRUE TYRANT�
Even in his most critical moment, Najestarr 
never used this power which would drain his 
very soul in order to fuel its magic, he is only 
willing to use it if every one of his targets 
is about to fail and leave him permanently 
damaged.
Mythic opponent: the legendary actions of Naje-
starr increase to 5 and regains 145 hp.
*Supreme archmage: Najestarr can cast spells 
from lvl1 to 3 without limitation, he also becomes 
immune to any magic that is not higher than 
lvl5, also all other slots increase by 1.
Black moon of yolam’hra: Najestarr hurls a 
corrupted projection of Yolam’hra’s moon that 
is hurtling towards the targets and explodes 
into a huge wave of arcane corruption. Ranged 
attack, reach 150 ft. Every creature within an 
area of 25 ft makes a DC 22 Constitution saving 
throw or takes 10d6 necrotic damage and for 1 
minute has disadvantage on saving throws for 
spells, on a successful throw it takes half as 
much damage and no disadvantage.
Aura of Tyranny: every creature within 15 ft of 
Najestarr must make a DC19 Wisdom saving 
throw or becomes Frightened. At the end of its 
turn it can repeat the saving throw to end the 
effect. After succeeding in the saving throw the 
target is immune to the aura for 24 hours. 

The form “True Tyrant” lasts 1 hour and sub-
sequently for 1d6 weeks Najestarr is weakened 
and every time he casts a spell, he takes 1d10 
damage not reducible by spell level and after 
this/ese week/s Najestarr permanently loses 
5 hit dice.



ROLEPLAY IDEAS***
Personality trait: Najestarr, surly and taciturn 
by nature, when necessary, knows how to be 
affable, caring and trustworthy. This is due to his 
infallible ability as a manipulator: understanding 
the character and motives of his interlocutor is 
one of his main skills.
Bond: Najestarr harbors a deep hatred of 
demons, accomplices to his final defeat.
Ideal: Najestarr believes that his destiny is that 
of dominating the world and, from his prison, 
he plots on how to carry out his plan should he 
one day be free again.
Flaw: Najestarr is intolerant towards anyone 
who does not use magic. He compares com-
batants to something along the lines of beasts; 
musicians and the like to a band of merry fools; 
bandits to youngsters attracted by the shimmer 
of gold; druids to savages; priests to weak and 
plagiarized minds, who live with the sole pur-

pose of complying with the will 
of higher beings.

Gear: cloak of protection, 
amulet of proof against 

detection and location, “Najestarr’s staff” +3 
(this staff of power is made from marguath wood, 
the only plant capable of growing in the world of 
Hadaknaton; this wood gives the holder immu-
nity from all sources of necrotic damage), bracers 
of defense, ring of free action, ring of protection 
+1, studded leather armor +3, flying carpet (fly 
60 ft), wand of the war mage +2, silvered dagger.

Renetzia
Renetzia, an expert spy, rose through the ranks 
of the Chosen of Darkness in just a few years. 
The young karevi is unrivalled when it comes 
to the art of camouflage. She is so skilled that a 
mother wouldn’t be able to tell Renetzia from her 
own daughter. In addition to using her innate 
abilities, Renetzia makes extensive use of scrolls 
and magic wands. A great connoisseur of the 
customs and traditions of the most disparate 
cultures, she is never caught unprepared and 
before each mission she carries out a meticulous 
and nerve-wracking study of the subject she is 
required to imitate. She is a beautiful girl with 
shortish black hair, the tips of which are tinged 
with red; she has big eyes and her lips are soft 
and fine. She is rather tall for a karevi, but that 
doesn’t stop her from being an expert acrobat.

Renetzia’s efficiency is well known, but there 
are those within the organization who doubt 
her loyalty, accusing her of being “weak” on 

numerous occasions. In fact, Renetzia comes 
originally from the city of Petralta and is part 
of those “surface karevi” much despised in 
Kkyrlamny. Having picked up the customs 
of more compassionate cultures, Renetzia 

inevitably remained touched by them and her 
mercifulness is looked upon with suspi-

cion. Soon, the organization will 
put Renetzia’s obedience 

to the test. Nobody 
doubts that it will 

be a very danger-
ous and impor-
tant mission, 
in which the 

murderess must 
make a fundamen-
tal choice…

***
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†Renetzia
Medium humanoid, chaotic good

Armor class 17
Hit points 147 (18d8 +54)
Speed 35 ft 

STR DEX CON
13 (+1) 20 (+5) 16 (+3)
INT WIS CHA
17 (+3) 17 (+3) 16 (+3)

Saving throws: Dexterity + 11, Intelligence +11
Initiative: +11 
Skills: Deception +13, Persuasion +9, Investi-
gation +19, Sleight of hand +11, Perception +13, 
Stealth +17, Insight +9
Senses: Darkvision + 120 ft, Passive perception 75
Languages: Imperial, karevi, u’gun, zeyd
Challenge: 18 (20000 XP)

Karevi traits: see Karevi
Shadow Step. Renetzia has the ability to step 
from one shadow into another. When in dim 
light or darkness, as a bonus action, she can 
teleport up to 60 ft to an unoccupied space she 
can see that is also in dim light or darkness. She 
then has advantage on the first melee attack 
she makes before the end of her turn.
Sneak attack. Once per turn, Renetzia deals 
an extra 24(7d6) damage when hitting a target 
with a weapon and has advantage, or when the 
target is within 5 ft from an ally who is not inca-
pacitated and who doesn’t have disadvantage 
on the attack roll.
Assassinate. During her first turn, Renetzia has 
advantage on attack rolls against any creature that 
hasn’t taken a turn yet. Any hit Renetzia scores 
against a creature that is surprised is a critical hit.
Evasion. If Renetzia is subjected to an effect 
that allows her to make a Dexterity saving throw 
to take only half damage, she instead takes no 
damage if she succeeds on the saving throw and 
only half damage if she fails.
Observant. Renetzia is able to read a creature’s 
lips while it is speaking a language she doesn’t 
understand.
Expert mimic. Renetzia has mastery of the dis-
guise kit and also, when listening to a person’s 
voice for at least 5 minutes, she can imitate the 
sound and tone perfectly.

Caster: Renetzia is a caster of 3rd level. Her skill 
as caster is Intelligence (DC 17 saving throw for 
spells, +9 attack roll with spells). She has the 
following spells prepared:
Cantrips (at will): Mage hand, Shocking grasp, 
Message.
Lvl1 (3 slots): Charm person, Disguise self, Sleep, 
Longstrider, Jump
Lvl2 (2 slots): Invisibility, Spider climb

Actions
Dagger. Melee or Ranged weapon attack: +11 
to hit, reach 5 ft or range 20/60 ft, one target. 
Hit: 7(1d4 + 5) piercing damage.
Cat’s Claws: Melee weapon attack: +13 to hit, 
reach 5 ft, one target. Hit: 40 (1d8+7) piercing 
damage.

Reactions
Parry. Renetzia adds 4 to her AC against a dam-
aging melee weapon attack. To do so she has to 
see who is attacking her and grip a melee weapon.

ROLEPLAY IDEAS 
Personality traits: Renetzia is an anti-conform-
ist and the easiest way to get her to do something 
is by telling her not to.
Bond. Renetzia tends to always overcome her 
limits and aspires to become the best spy of all 
time. 
Ideal. Despite her role, Renetzia is kind-hearted 
and thinks there’s a spark of goodness in every-
one; so far, she’s managed to avoid assignments 
that go against her grain.
Flaw. Renetzia tends to ignore orders and act 
according to her own moral code; sooner or later, 
this will get her into trouble.

Horus
Horus is known among his people as the wisest 
and most powerful leader of all the tribes. From 
the sky, Horus spies on his enemy’s movements. 
His leadership has guaranteed the urakian-hawk 
tribe the favor and power of the natural elements.

Despite having seen many moons, Horus has 
lost none of his vigor. On the other hand, long 
years of struggle for survival have given him 
wisdom and experience that few mortals can 
claim. The Lord of Hawks greatly despises civi-
lization, which he deems depraved and immoral. 
Horus willingly leads his people in raids against 
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the feeble inhabitants of the prosperous Oasis 
of Zey, where he frees the wild and savage fury 
of nature...

†Horus, the Lord of Hawks
Medium humanoid, Neutral

Armor class 16 
Hit points 104 (10d10 +40)
Speed 30 ft, flying 30 ft

STR DEX CON
12 (+1) 18 (+4) 19 (+4)
INT WIS CHA
14 (+2) 20 (+5) 14 (+2)

Saving throws: Intelligence +6, Wisdom +10
Skills: Perception +10, Survival +10, Animal 
Handling +10, Nature +7
Senses: Passive perception 20
Languages Uraki, Zeyd, Druidic
Challenge 15 (13000 XP)

Urakian see New Races
Indomitable (2/Day) Horus can reroll a saving 
throw that he failed.
Lord of Hawks (loading after a long rest). With 
a bonus action, Horus can adopt the form and 
appearance of a Giant hawk for one hour: he 
gains flying speed of 60 ft, he has advantage on 
Wisdom (Perception) checks based on sight and 
the Pack Tactics skill. The equipment you are 
wearing or carrying merges with the new form. 
If the Blood Hawk’s hit points drop to 0, Horus 
will return to his original form.
Impetuous: When it’s his turn, Horus can make 
an additional action besides his regular action 
and a possible bonus action. Once this privilege 
has been used, he cannot use it again until he 
completes a long or short rest. 
Preferred enemy: Horus has advantage on sur-
vival checks for tracking Humanoids (gnomes, 
humans).
Caster. Horus is a 6th level caster. His skill as 
caster is Wisdom (DC 18 saving throw for spells, 
+10 attack rolls with spells). He has the following 
spells prepared:
Lvl1 (4 slots): cure wounds, thunderwave
Lvl2 (2 slots): barkskin, gust of wind

Actions
Multiattack. Horus makes two attacks with 
longbow or claws.
Bow of the Lord of Hawks. Ranged weapon 
attack: +12  to hit, range 150/600 ft, one crea-
ture. Hit: 16 (2d8 +7) piercing damage.
Claws. Melee weapon attack: +6 to hit, reach 5 
ft. Hit: 5 (2d4+1) bludgeoning damage.

ROLEPLAY IDEAS 
Horus is more comfortable around members of 
his own race and animals.
Defending his people is what he cares about the 
most, even when they are far from him.
The natural world is more important to Horus 
than the great artifices of civilization.
Horus remembers even the slightest insult 
received and harbors blind resentment towards 
all those who have offended him.
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the awakened nightmare

YY
ou are back from the wealthy city of 
Petralta, capital of the province by the 
same name of the Empire of Hidden 
Lands. The city is an important com-
mercial hub between surface regions 
and the hidden lands.

Who could have imagined it? And yet you sur-
vived another night to tell of your sortie to the 
Temple of Garod, where you have evaded the 
surveillance of the Chosen of Darkness, killed 
the High Priest and his elite guards, forced open 
the complex and deadly mechanism that pro-
tected the vault in which the Roll of Melko was 
stored for centuries.

You have long coveted this ancient scroll, the 
only existing evidence of what was once the 
glorious City of the Seven Runes, the pinnacle 
of the glory of the Wiloi race. The roll shows 
a detailed map of the city before an unknown 
terror razed it to the ground. On the back of the 
map, written with elegant calligraphy, there are 
directions for venturing into the Deep Chasm, 
the dark and inhospitable crevasse where 
traces of the powerful magic that pulverized 
the ancient metropolis still linger to this day. 
These directions are followed by a millennial 
prophecy that reads:

«On the twenty-first day of Alar, the year 161 
of the eternal darkness, an ominous meteor will 
fall on the earth, ruin upon ruins, breaking the 
seal of ‘He who must never be named’.» 

Undoubtedly, Melko’s words refer to a powerful 
meteor due to fall in just a few days… Certainly, 
it was Doomkhan who guided your steps.

wild magiC in deeP Chasm

The adventurers are traveling across a barren 
land, battered by an ancient cataclysm, the civil 
war that destroyed the City of Seven Runes and 
wreaked havoc on the entire region (DC 15 His-
tory check). 

The air is cold, even by Neir’s standards, 
strangely electric and dry. Casting any spells and 
spell-like abilities in this region can have unde-
sired effects, as stated in the following table (1d8):

Roll Effect
1 The spell or magical ability has the 

opposite effect. E.g. Fireball will have the 
caster as its epicenter; Cure Wounds will 
heal the opponent closest to the caster, etc.

2 The spell or magical ability does not work. 
A family member or a person well known 
to the caster is conjured on the spot, 
defenseless and in need for help.

3 The spell or spell-like ability does not 
work. The caster hears a roar explode 
in their head, reminiscent of a remote 
and powerful spell: DC 15 on Wisdom 
or Incapacitated for 1d4 rounds (cannot 
perform actions or reactions).

4 The spell or spell-like ability does not 
work.

5 The spell or spell-like ability works as it 
should.

6 The spell or spell-like ability, in addition 
to working as it should, does not consume 
the spell slot.

7 The spell or spell-like ability does 
not allow either saving throws or 
necessary rolls for hitting and succeeds 
automatically.

8 The spell or magical ability doubles its 
effects. E.g. Fireball will deal double the 
damage; Cure Wounds will heal twice the 
number of hit points, etc.

Casting Detect Magic will reveal an arcane 
patina that envelops every stone and shrub. 
Some trees are bent and unnaturally deformed; 
these twisted trees have tentacles instead of 
branches with which they grab unwary prey, 
mainly small mammals and birds, which they 
rip apart to water their roots with blood. Even 
the insects and animals that populate these 
rocky gorges seem to have undergone strange 
mutations (additional limbs and eyes, incred-
ibly large heads, wings or legs - features that, 
despite their grotesque appearance, facilitate 
and improve their existence by making them 
more effective, stronger and faster than their 
natural counterparts).



the meteor

Approaching the ruins of the ancient City of 
Seven Runes, adventurers will feel overwhelmed 
by the monumental grandeur of collapsed spirals, 
gigantic columns, and perfectly cut and polished 
blocks, wisely wedged on top of each other to 
form articulated walls that still challenge the 
inexorable passage of time.

As they wander through the ruins, the adven-
turers will sense the presence of something above 
their heads: looking up they will notice the fiery 
purple trail of a meteor that is about to hit the 
ground. Seconds later, the impact occurs with 
a frightening explosion (DC 20 on Dexterity or 
Prone for 1d4 rounds: their only movement option 
is to crawl, unless they stand up and thereby end 
the condition; they have disadvantage on attack 
rolls; attack rolls against them have advantage 
if the attacker is within 5 feet of the creature. 
Otherwise, the attack roll has disadvantage).

The impact causes a large crater entirely 
enveloped in dense purple smoke from which 2 
Loy’ach will immediately emerge and engage the 
adventurers in combat. During combat, apply the 
Wild Magic in Deep Chasm table provided above.

If the adventurers manage to defeat the Loy’ach, 
they will discover the Yolandi artifact at the 
bottom of the crater and a portal damaged by 
the explosion to the point that the arcane seal 
closing it is rapidly dissolving. A DC 25 check 
on Arcana will allow the adventurers to fix the 
seal. Otherwise, the seal will dissolve perma-
nently, the portal will open wide and Najestarr 
the Tyrant (described in this Quick Start Guide) 
will emerge from it.

Najestarr will be Stunned for 2 rounds. After 
the initial confusion he will greet the adventurers 
asking them who they are and thanking them 
for freeing him from his long imprisonment. If 
friendly towards him, Najestarr will try to gather 
as much information from them as possible and 
turn the adventurers into his allies. If hostile, 
Najestarr will fight them. For him, having been 
the main cause of the wild magic that envelops 
the region, spellcasting works normally

This is where the demo adventure ends: which 
path will the heroes follow? The conquest of the 
world in the service of Najestarr, or…?

Download the character sheet and the battlemap 
for the demo adventure “The Awakened Night-
mare” by scanning the QR Code!
https://bit.ly/33c3Ukc
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more from la notte eterna

monsters and heroes

The bestiary of La Notte Eterna 5e includes 
ready-to-play character sheets and background 
stories of ancient heroes that can be conjured 
with the Sphere Magic mechanic, in addition to 
the creatures that populate the many different 
environments you will explore while adventuring 
on Neir and the worlds of Nebvarasa. Specifically, 
Heroes and Creatures of La Notte Eterna 5e 
includes41 new monsters, 15 conjurable heroes 
and scores of meteors.

the song of nebvarasa

Discover the 15 realms of the gods in the war-rid-
den world of Nebvarasa and journey through the 
Dimension of Spirit and Matter, facing horrors 
and angels in the many hells and heavens you 
will encounter. The Song of Nebvarasa includes 
the character sheets of the gods, new weapons 
and divine artifacts, 5 legendary monsters, new 
conjurable heroes and a complete adventure tak-
ing place thousands of years before the coming 
of the eternal darkness…
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tales from la notte eterna

Tales emerge from the darkness, fragments of 
lives lost in misty lands that border on legend. 
There is the ruthless assassin with a dark past; 
the last knight of an ancient order; the wizard 
and the dragon; grandiose heroes or villains, 
and protagonists of La Notte Eterna. Each short 
story is accompanied by the character’s sheet 
filled in every detail and ready to be played in 
your adventures.

CreePing death

In the notorious slums of Mendulia’s Rock, 
a series of heinous murders worries the city 
authorities. All clues would lead to believe that 
a serial killer is behind the murders were it not 
for some minor evidence that brings to mind 
something far more sinister. To find the truth, 
the heroes will have to dive deep into the murky 
waters of the Slums district in order to discover 
the truth. Aimed at characters from 1st to 3rd 
level, Creeping Death is the first adventure set 
entirely in the dark world of Neir (setting La 
Notte Eterna) and based on 5th edition.
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sneak Peek on the kiCkstarter CamPaign
We are proud to present some of the gadgets that 
will be available for La Notte Eterna’s campaign 
on Kickstarter, launching February 1, 2023.

handmade wooden Case

Credit for designing such a beautiful hand-
made wooden case goes to Labmasu, a com-
pany founded in 2016 that has rapidly grown in 
Italy’s gaming and modeling industry. The case 
will contain La Notte Eterna’s core book, dice 
set and a few other small gadgets. Make sure 
you follow us on Instagram and subscribe to 
our newsletter to learn more about this gadget.

diCe set

We knew we wanted to create a dice set as orig-
inal and as close to the concept of La Notte 
Eterna as possible. After endless brainstorming, 
tests and binned sketches, we are happy to say 
that we have achieved the result we wantedThe 
dice will be 3D printed with a high quality and 
ultra-strong resin mixed with an anthracite china 
which will make them stand out even without 
coloring. However, the most decorative souls 
can have fun painting each dice by hand with 
the colors they prefer.

The symbol of La Notte Eterna is produced 
on each side, its rays unravelling the walls of a 
labyrinth dug into the depths of the dice. The 
labyrinth represents the infinite paths that the 
heroes will be able to follow during their adven-
tures. We also believe that the intrinsic darkness 
generated by the structure of the labyrinth best 
represents the setting of La Notte Eterna. 

The design of the dice is the work of the tal-
ented illustrator Angela Gubert, one of the main 
designers of La Notte Eterna. The 3D models 
were then adapted and sculpted by the artist 
Jaime G. Echanove. 3D printing will be carried 
out by Labmasu.
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miniatures of la notte eterna

When we started working on La Notte Eterna’s 
Kickstarter we immediately decided that we 
would do everything we could to have a set of 
miniatures worthy of the setting. It took a lot 
of work, but the final results are nothing short 
of extraordinary. All the miniatures have been 
sculpted in 3D by Jaime G. Echanove and the 
quality resin printing will be handled by 3D Kit 
Italia. Our backers will be able to take home a 
set of 3 original monsters, unique to La Notte 
Eterna setting:

Loy’ach
“Living on the edge of nightmare: such is the curse of 
the Loy’ach.” - Najestarr the Tyrant

Despite their powerful magical abilities, the 
Loy’ach prefer to engage in direct combat, smell 
the terror of their adversaries and bathe their 
hideous bodies in the blood of their enemies. The 
Loy’ach’s expression of eternal pain and blind 
fury comes from the fact that their bodies can 
barely contain the dying stars devouring them 
from within. From their tattered flesh it is pos-
sible to glimpse the fire of the star swallowed by 
the beast, its energy so powerful and burning 
that it drives the Loy’ach to kill anything that 
comes within range. Sharp bones emerge from 
random parts of their bodies. Their spinal col-
umn, mostly exposed, ends with a very powerful 
tail made of vertebrae.

Soul Hunter
“You hear the flapping of wings above your head. 
An instant later, demonic laughter reaches your 
ears, freezing you on the spot.”

Soul Hunters were created by Xaan necroman-
cers in the Souls War. When the conflict ended, 
the surviving Soul Hunters fled, dispersing 
throughout the regions of Neir.

Despite being corporeal creatures, Soul Hunt-
ers are on the fine line that divides the Dimen-
sion of Spirit from that of Matter. As such, they 
can devour the spirits of their enemies.



Voranox
“A large feline leaps in front of you with astonishing 
speed. Its fur, black as night, is studded with 
horrible bones poking out of its back. Its saber teeth 
and long, sharp claws make you freeze on the spot. 
Its huge luminescent eyes stare at you for a 
moment, then the beast roars and 
your blood runs cold…”

Voranox are true killing machines. Powerful, 
agile, unstoppable. They were brought to the 
surface by Karevi to be used in combat against 
other beasts and gladiators. On more than one 
occasion, the cunning voranox managed to 
escape and ended up proliferating in various 
regions of Neir.

GM screen
Our 4-side GM screen provides plenty of useful 
information on La Notte Eterna game mechan-
ics and quick lore references for setting your 
adventures in the world of Neir.

Other gadgets
As we go on, we are naturally adding other small 
(but spectacular) gadgets to Kickstarter. For 
example, customizable cardboard pieces for 
those who love to play using maps. We are having 
several additional maps, posters, etc. illustrated. 
We plan to implement the master’s screen with 
original 3D printed initiative markers. Follow La 
Notte Eterna for 5e on Instagram and subscribe 
to our newsletter to stay posted!
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