Broken Kingdoms

F]ager’s Frimcr and anccrcnce

Oncej a man bargainecl with a god. The result was mankind bound into an Empire of slaverg.

Another bargain was struck, and this time the result was a divinc]y wrouglﬁt war which not on|3
shattered the emPire, but the very land itself.

(Generations later civilisation is beginning to reappear. Surviving settlements have grown

large cnough to be called towns, separatccl bg a hostile wilderness which has grown over the

ruins and battlefields of the Broéen /</nga’om5.

|t is a time for exPloration and c[iscovery. Some brave the wilderness to chart new trade
routes or delve into ancient ruins in search of lost knowlcclge and wealth. Ot}‘lcrs look to
carve new kingdoms from the remnants of the o|d, or act to Prevent the same. Mang arcjust

concerned with Protccting what thcg a]reaclg have.

But hoPcFuny no-one is going to strike another divine bargain anytime soon...
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Historg commonly told

T wo men walked on the beach in the sun.
Onc left Footprintsj the otherleft none.
Onc was a man who no man obcys;

The othera goc{ from the ancient dags.

"Loo!c," said the man, thow my kind make war.
I summonned you here to ask what for."
" For wealth or |anc],” the goc{ rcplics,

" Forlife, or freedom, or some l(ing’s lies.

CHORUS:

" The sunis also a warrior.
Knowledge can also destroy.
Nor can the kindest wi”,
Preserve you from the kill.
Not all of wisdom bringsjog.”

"Four of those five," the first one said,
Are not cnougl'l to appease the dead.
T o save my world all this strife must cease,

So now | bid you to corjurc peace.”

The goc] said "Yes. T}ﬁougl’l it grieves me sore,
For]was also a god of war,
And ] remember what you Forget,
Four of those five you may still regret.”

CHORUS

[e raised his voice and he raised his hand.
A” strife stoPPcc{ at the goc{‘s command.
No voice ventured an angry word,

No hand struck and no weapon stirred.

]n time, the man called the old god back.
1] ook, he cried, "what my Pcoplc lack!
One lord rules over all the ear‘t}ﬁ,
And we're all his slaves from the hour of birth."

CHORUS

”Look, he owns all wealtlﬁ, and he owns all lancl,
We starve and die under his command.
He speal(s the truth and he gives us peace,
But all that ] l‘xoPe foris our release.”

The old gocl said, "] his is what you willed.
For on|3 thus is your wish fulfilled.
War's five sources | took away,

th I will givc four of them back todag.”

CHORUS

[He raised his hand and his voice once more,
And all the world overturned in war.
Ané when the last of those fires let Fa”,
Thcrc was no lord in the world at all.

"o rebuild now," the old gocl said,
" Feed the Iiving and Burg the dead,

And remember this when you speak of war,
And think upon what is worth ﬁghting form

CHORUS

This Popular song contains the common uncicrstanding of events surrounciing what is known as the C]odwar. As well as
being staplc in any musical Pchormer’s rcpetoire itis Frequcntlg used as a reference in discussions of l‘xistorg, Pl‘xﬂosopﬁ

and morality.



A\ recent map of Lancls surrouncling the harbour town of th—-K]ﬂisan and ruins of old Khisan.

Showing also the mines of Smolceg Kidge, settlement of Cu”am’s \/a”eg, and other sigrxiﬁcant, known ruins ncarbg‘
Behevec‘ once to have been Par‘t of the old Kingclom of Halon, PE_

D aaaRas Ay
o5 0 SRR B

e
@@@@@Q@. ----- @@@@@@@@%.

R
%

Q@ £ *P
€ o¥
9 &% q rﬁ’.’-

Qb"'ﬂ«
0.0@@:3@;
w . -55
g@::: SN :

_:::‘"‘“

—r

One hex aPProximating 24 miles.



The 5ctting

Places and inhabitants
K he-Rhisan

K he-Rhisan is a town of about 6000 People, located where the mouth of the river | erasin forms a harbour to a freshwater
sea. Jtisa respectable distance from the haunted ruins of old K}‘nisan and mostlg constructed from stonework cannibalised

from that cit\g. Thcrc are adcquatc natural resources ncarbg to make the town self-sufficient if necessary.

Coasta| tracling sl’nips and the occasional less savory vessel visit rcgular|9, bringing gooc{s to trade for iron from Smokcg
Ki&ge and other surPIus food and crafts. Theg also bring treasure seckers and sages determined to delve into the ruins
of old Rhisan, and the town council makes coin 53 liccnsfng these expeditions and c|aiming a percentage of any valuables

or coPics of any kxwowlcdgc found. Two gui]ds and a variety of individuals offer cquiPPing and guic{c services.

Thc town is overseen 139 an elected council but anyone may attend mcetings and sPeak. Major issues may be Put to a

ballot of the entire town.

Smo‘«:y Ridgc
Smokeg Ridge is located in Proximitg to both coal and iron mines. Abandoned &uring the (GGodwar theg were reoPenec{

some 10 years ago and now the small town of about 600 Produccs a rcgular supplg of coal, iron and steel. Somc of this
is worked locany but most is sent to sent to K he-Rhisan in cxc}ﬁange for food and most other goods. |t is named for the

clouds of smoke from the smclters/clﬁarcoaﬂ huts which can be seen from a great distance.

T he mines, trails and occassiona”g even the town are subjcct to grequcnt raids 139 the barbaric hill tribes, Iooting forfood
and valuable metal tools and weapons. Despite the risks Prospcctors and adventurers regularlg follow tales of

silvcr/golc{/gcmstonc deposits and other abandoned mines further into the hills - many do not return.

The town is organisecl bg guf|c15, and the heads of each guild form a council which makes any decision a]c{:ecting the town
as a whole. (Guilds otherwise have autonomy in their rcspcctivc areas and usua“y function as meritocracies intcma”y.

Riva|r3 between the guf!c]s is usua”g Friend!g except in competition for resources.

Once a well-travelled highway led through a series of passes in the mountains to kingdoms in the north, but it crumbled

away during the upheavals of the (Godwar. No travellers have come from that direction in living memory.

Cu“am’s Va"ey

T oward the end of the (Godwar a group of re]cugees led bg a man named Cullam found this fertile dead-end va”eg and
settled down with their few remaining livestock. T he va”cg now kccps a Iargc herd of cattle - quarc{s of 500 head at
Peal( times ~ and every member of the vi“age which sits at the entrance can Prouc”g trace their relationshiP to Cullam.

The vi”agc elders make all ma)'or decisions.

The clan are very insular and suspfcious of strangers, although rePortedlg hosPitaHe enough if you are on|3 looking for
a Placc to sPcnd the night. Thcg are most19 self-sufficient — supplcmcnting beef with hunting/gathcring and a few crops.
A few times a year selected adult members of the clan drive surP|us stock to Khe~Rhisan to trade for items tl’leg can't

mai(c thcmse|vcs arxcl a FCW IUXUT‘[,CS‘

Predators occasiona”g find their way down into the va”ey and raicling hill tribes have to be fended off on a regular basis.



Thc ruins of old Rhisan

Once the port citg of Klﬂisan was a hub of commerce. Gireat }‘n’gl’lwags ran west, north and east, and sl‘aiPs from all Poin’cs

south ?requented her docks. |ndeed, many of those S}’]iPS were shfPs were commissioned and built in her harbour.

I ven half submergecl and crumbling after the (Godwar the citg is still imPressive. T}‘ne stone taken to build the town of
K he-Rhisan has barelg made a dent in her miles of avenues. Who knows what secrets and treasures lic within those

crumblir\g wans, waiting fora stranger to l‘xappen upon them?

One thing is not a secret — the city is haunted. Ligl’mts and movement can clearlg be seen at m’ght from the walls of K he-
Kl’lisan‘ |t is not advised to stay in the ruins overmght - most who do come back insane, if tl’neg come back at all. Tl’ue laws
of K he-Rhisan forbid any resident from Putting themselves at risk in such a manner, and it is also one of the conditions

on the licenses that the town issues to treasure seckers.

Bg dag the c{anger is limited to crumbling stonework unless an expedf’cion releases an old construct or undead which has

been buried, these are invariab]y hostile.

Othcr Ruins

|n the Mo—Halon forest lie the ruins of an old Kingclom caPital. |t is said to have at its centre a spring of magical water
which grants eternal 9out}1, the sum of all knowledge, or three wishes (c]ePencling on which version of the tale you listen
to) and occasiona”g cxpeclitions are launched. Tl’ICSC usuang travel up the river, as the forest itself is found to resist

intrusion and strange creatures lurk in its dcpths.

In the mountains to the northwest of Cu”am’s \/a”eg an ancient fortress Perchcs atoP a Pcak. No—one know when it was

built or what it was guarding, and there is no easy Path to reach it.

Og the coast to the west a single tower rises out of the sea marl(ing a completelg submcrgecl town, once landlocked. A

lCCW ShiPS are i<l’\OWﬂ to havc }DCC]’\ caught ar\cl WI‘CCkCCl hcre.

| esserruins of settlements and fortifications are scattered tl’uroug}ﬂout the woods and hills.

Thc Grcat r:orcst

During the Goc{war many battles were Fought on the great Plain to the east. Towarc{ the end of the war however the
Plain became dense forest, not overnight but certainlg at suPernaturaI sPeec{. Some say it grew at divine command to

halt the Fig}‘nting while others claim it was fed bg the blood and flesh of the fallen and so is a cursed and evil Placc‘
Loggers and hunters from both Khe~Rhisan and Smokeg Riclge work around the eclges‘

cheral ruined cities and towns must lie with the ancient }Jat’clcgrouncls beneath the Gireat [Forest’s roots and branc}‘nes,

but expeclitions report no success in ?inding them.

The Hl" Tribes

These tribes are the descendants of those who fell into barbarism &uring the (Godwar and never climbed back out.
Thcg are nomadic hunter-raiders who live 133 a harsh creed of to the strong victorg, and to the victor the spoils‘ Tl‘xcg
are a constant threat to the inhabitants of Smokeg Ric{ge and Cullam’s \/a”eg.

5|ain tribesmen often have valuable items dating from the pre-war Periocl which fuel rumours of further lost ruins and

treasure in the mountains.
Bandits

Two groups of bandits are active in the area, |fving off the land and Preging on travellers between the settlements. [t is
rare that a caravan between Khe-Rhisan and Smokcg Ridgc doesn’t face a raid or hochuP }33 at least one of these
groups. I ast of the river T arasin the “(Greenblades” operate from the ?ringes of the great forest and in the west
“Kougl’xin’s Band” launch Forags from a base somewhere in the hills.



Kcligion and Spc"cra{:t

Thc Gods

Gods, bcings of unimaginable power and unfathomable purposes, dc{:initclg exist. f:ragmcnts of the oldest lcgcnc{s
speak of how they created the world and all tnings on it. |n the first c{ags tl’xeg walked with and lived amoung lﬁumanitg as
teachers and guarc{ians, and when l‘lumani’tg had grown cnougn that tncg were no longer needed tncg left for Par‘ts

unknown. Occasiona”g one will reappear, this neralding events which will also enter Iegenc{ - the most recent example

being the Godwar.

The 1anclscape-rearranging events of the (Godwar are still recent enough that there is no doubt in the power that can be
weilded }35 a god, and the c{angers of clcaling with with a goc!. |n the legenc{s such deals lead to ruin as often (if not more
s0) as thcg lead to glorﬂ. So while the gods are best not Forgotton it is a foolish or c{csPcratc person who would actua”g
pray for a divine boon, and the suspicion that someone is worsl’ﬁpping or tragicing with a god is considered good reason

to avoid or ostracise them for one’s own sa]ccty.

Kcligion in dailg life

Of greater relevance to claily life in the Broken Kingdoms is the sPirit realm which exists alongside the PhysicaL wherein
dwell the natural sPirits of the greenbond and the totem warrior and the elemental sPirits often summoned ]:)3 the magjster

and the witch. Although most Pcoplc lack the talent or training to deal with these sPirits directlg there exist many

ceremonies to appease or request assistance from these spirits.

Arcana L/nea/‘f/md suggests a world in which /360/0/6 take rituals very 56FIbU5/ﬂ, and ceremonies constitute an /'m/oorl_‘ant Pa/‘t of cvery

aspect ofa /Dcrson’s Ite. ~/4[///D/L7JB, /04
Thc source of magjc
Magical power is a natural force in the world of the Brokcn Kingc{oms‘ |t can be caPturec{ and manipulatcd bg

spe”casters with the correct tools. With enough training and Practice nearly anyone can learn to PerForm a little magic.
The historg of magic

Fre~empire is considered the go|den age of magic with regular new discoveries and marvelous constructions. During the
time of the [T mpire the study of magjc stagnated, and most powerful mages are believed to have perished during the
Godwar (altnough some say the mages saw what was coming ancljust lemct, abancloning the rest of the Populace to their
fates). As with all the other l(now|ec{gc then held }33 civilisation the understanding of magic was Fragmentcd, scattered
and lost as a result of the (Godwar. More than any other sought after discipline this 1<now|cdgc remains incomplctc.

Dangcrous Crcaturcs
Wolves and bears of both normal and dire varieties are at the top of the food chain in the woods and hills. Further into
the mountains pumas and great eagles have domain. T he swamps are home to venomous snakes and large, aggressive

rodents. Sea serpents are occasiona”g scen off the coast.

[Fae spirits more mischevious than malign (but such mischief can leave a mortal forever lost) inhabit the (Great [Forest in

signhticant numbers, and the Mo-[alon forest is home to those with darker natures.

Olc{ battle grounds have been known to sPontancously generate mindless undead in the form of skeletons and zombies.
Living creatures who Perish at such a site run a hign risk of returning as sentient undead, driven insane 139 their condition
and cursed to prey on the |iving. ]ncorporcal undead haunt Particu|ar ruins and rarelﬂ leave their Par‘ticu|ar territorg, but

will usua”y attack any unwitting living creature who intrudes.

Some ruins also contain intact guardian constructs who continue to Pchorm their old duties. These are a grequent

hazard to delvers in old Rhisan.



Character classes in the Broken Kingcloms

T his section takes a look at how the AUl character classes fit into the Proken Kingdoms setting, |n the time xco”owing
the (Godwar there are very few trulg l‘ngh level NFCS in the world.

Akashics

With their ability to access lost and barcly~rcmembcre& knowlcdgc akashics are Popu[ar in the Brokcn Kingdoms. Ma”fj
of those who rise through the ranks of the craft guilcls have akashic levels, and any organisecl ruin~dclving expedition will
endeavour to include at least one. Some akashics brave the wilderness to travel from civilised area to civilised area

sPreac{ing news and Puttfng together scraps of information scattered cluring the GGodwar.
Champions

C!’xampions are very rare in the Proken Kingdoms‘ \/er3 few People have the time to devote to a cause in the way a
champion must. Thcrc are rumours that a few champions survived the 60dwar and founded orders which continue to

&e]cenc{ sma” arecas.
Grccnboncls

Gireenbonds Plaged an imPortant part in rebui!c{ing civilisation after the Godwar, nurturing and c!e]cencling the small
settlements as the grew in the wilderness and suPPrcssing the forces of the Dark (56@ Grccnéond, AU /Df7'[5, P}K)
which found ready Purchase among the bones of the fallen on a mgriacl of battlefields. Tl’lese tasks continue to be
impor‘tant to )‘wumanitg’s survival in the Broken Kingcloms.

Magc Plades

The mage blade’s versitile mix of combat and magical abilities make them valued members of the milita in most settlements.
Mang mage blades otherwise choose to take up the mantle of explorer or hire on to trading expeditions as ranking

guarcls.

Magistcrs

Magistcrs of great abilitg are still uncommon in the Broken Kingdoms. Much magical lmowlcc{gc was lost c{uring the
(Godwar and most magisters make rediscovering this knowledge a higlﬁ Prioritg. They can be found based in towns near
old ruins (like K}‘ne~R}‘|isan) or Ieac{ing exPec{itions further afield.

Oathswom

Oathsworn are as rare as champions in the Brokcn Kingdoms, and for much the same reasons. r—iowcvcr, one will
occasiona”g be found as bodgguaré to a rich merchant or &e?en&ing a small settlement from a great threat. Theg are
more common in areas where a shortagc of resources hinders dcvclopmcnt of those gighting classes which rclg on

WCaPOﬂS an& armour.
Kunc’chancs

Runet!ﬁanes may be the most common magic~orientatec1 class in the Broken Kingc]oms. In the absence of a greenbonc] a
runethane will often serve as a community’s hcalcr, sage and defender. Many runethanes also share the magister’s aim of

recovering lost magical knowledge and Forgotton runes and so can be found accompanging exPedftions or exploring on

their own behalf.
T otem Warriors

T otem warriors are most common among, the hill tribes but many the hunters and cxPIorcrs also have levels in this class. |n

larger, “more civilised” towns theg are often viewed with some suspicion.



u nfettered

\/aluec{ as members of a milita but rarc|3 settled in one Placc, unfettered roam the Broken Kingc{oms as guards,
mercenaries or bandits, relging on their wits and skill to keeP them alive in the wilderness. T he most common Perceptfon
of an unfettered involves them turning up in town with full pay or some treasure tl’neg “found in a ruin somewhere?,

sPcnding all the money on a few dags of drinking, company and brawling, then [caving again.
Warmains

ln the aftermath of the Goc]war, those who &eliberatelg stuclg the arts of war are Frequently viewed as troublemakers and
“cliscouragcc{”‘ (K}‘ne~K}1isan is not warmain#jrienc”g)‘ Some Peop|e however see uses for their talents. |n the Broken
Kingcloms warmains are further hindered bg a scarcity of the l’leavg armour theg favour.

Witches

Witches are a new development in the Broken Kingcloms, Postc{ating the Godwar. Although some Point to ?igures of
legend who could have been Possesscd of these powers t)‘:cg have onlg rccentlg started appearir\g in any number,
PCI"}’]aPS the fall of the Kingdoms and the EmPire has seen those who would otherwise have been aPPrenticecl and
trained as one of the other SPe”casting classes develop their abilities in other ways or Perhaps there has been some

divine mcdc”ing.

Reaction is mixed, but most treat a witch as thcg would a runethane or mageblaclc‘ Wi’cc}‘nes can be found in almost any

walk of life.

D&D classes

Ad&itiona“y the Fighter and Rogue classes from the D& 3.5 Fr”]b ord20 SRD may be used if theg are considered
abetter fit to a Par‘ticu|ar character concept. T hese classes have the Fo”owing modifications:

Figl-ltcr

Cl‘woosc bonus feats from the Uchttcrcc{ and Warmain bonus feat |ists, with the Fo”owing cxccptions and additions.

Excc/otfons

Gireat [Tortitude, Stomp, Sturdy, Tough Hide

Additions

First Strike, Crippling Strike, Mfghtg [Hurl, Mounted Archery, OPPortunist, RaPic{ Reload, Sense the (Unseen,
Two Wcapon Defense, Migl'ltg (/lnarmecl Strike‘

The Fighter’s class skills are Balance (Dex), Climb (Str), Craxct (Int), [Handle Animal (Clﬁa), ]ntimidate (Cha), JumP
(Str), Ride (Dex), Swim (STR)

Rogue

The Trap{:inding sPccia| abihty is removed in the Al ruleset.

The rogue’s class skills are APPraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Craft (Jnt), DeciPher Script
(Jnt), Diplomacy (Cha), Disable Device (|nt), Diguisc (Cha), Escapc Artist (Dex), Forgcrg (Int), Gather |nformation
(Cha), ]nnuenc]o (Wis), ]ntimidate (Cha), JumP (5tr>, [ isten (Wis), Open Lock (Dex), Fer?orm (Cha), Search (Int),

Scnse Motive (Wis), Sleig}‘wt of Hand (Dex), Sneak (Dex), \(jpot (Wis), 5wim (Str), Tumble (Dex), USC Magic
Device (Cha), Use Kope (Dex)



