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Order of the Worlds: (drawing to replace this)
5th plane: Diyu
4th plane: Silap Inua
3rd plane: Midgard, Xochitlalpan, Jotunheim, Tír na nÓg, Asphodel
2nd plane: Aakhut
1st plane: Wakka Nupuri

The Eight 
Water: Repun Kamui – Wakka Nupuri 
Fire: Zhurong – Diyu 
Earth: Tatenen – Aakhut 
Air: Ataksak – Silap Inua 
Light: Lugh – Tír na nÓg 
Dark: Erebus – Asphodel 
Magic: Tezcatlipoca – Xochitlalpan 
Iron: Jarnsaxa – Jotunheim 
Stories From other Worlds
From a young age you are taught the official story of your worlds:
Aeons past, the Eight rose against the primal gods, taking their mantles of power to become immortal elemental forces, shining beacons against the disorder and the savagery of elder races. Dragons and other great beings fought with the primal gods against the Eight and mortal civilizations until the wars were ended with the Happening: a final, desperate act that reordered the structure of the universe. Midgard was created, a central world to act as a buffer between all the others, and to house a new species, independent of any specific creator: humans. The Eight graciously remained to lead their chosen worlds as god-kings, until they gave up their power and the world of Diyu to push all the ancient powers away from the peoples of the Nine Realms… 

Some of you may choose to question the stories you were told about each of the realms, depending on your background and your region. 
The 5th plane: Diyu, Realm of Fire: a land for the adventurous and the foolhardy, it is extremely difficult to get here. The largest world by far, this is where the Eight drove most of the dragons, great beings, old gods, eldritch horrors, and so forth. There are few maps, and those that exist possess dubious accuracy. For decades there have been tales of primal forces awake in Diyu, but nothing confirmed. 
The 4th plane: Silap Inua, Realm of Air: a people who have more mantles than nearly anyone else, Silap Inuaians have used that to their advantage. A very small world, they exchange military power for resources. The Silap Inuaians have a unified world government based on the transfer of mantles between individuals on death, in rigidly defined hierarchies. Without the mantle, a Silap Inuaian is indistinguishable from a human, and are thought to be closely related. The world has a central landmass and many small archipelagos dotted with anarchists and (friendlier) monsters: there are very few aggressive creatures left after centuries of hunting. Silap Inua is considered the safest place to wander in the wilderness. 
The 3rd plane: There are five worlds in this plane of existence, and much more travel between them. Midgard lies at the center and the other four are loosely arranged on the cardinal directions. (Note: they are not physically next to each other and connected via space travel. More like parallel universes.) 
Midgard: the only world without an aligned member of the Eight, and the result of the Happening. Primarily populated by humans, it has become a popular tourist destination despite the rampant xenophobia towards other races. (Human history progressed until the 1940s identically, at which point portals were reopened by accidentally dropping A-bombs on them. Outside the US DOD, nobody knew until the year 1990 at which point things hit the fan. This is now public knowledge). On its creation the only portals were one way – in – to prevent it from becoming another warzone. Portals have been created recently and/or opened up, allowing more migration. Humans existed in some number outside of Midgard before 1990, and are easily distinguishable by their accent and use of the Common tongue. Earth humans speak dialects related to some major languages and very rarely have magic although that is changing. 
Xochitlalpan, Realm of Magic: Even the fauna here can wield basic cantrips and are favored by collectors in all worlds (especially a small yellow mouse with instinctual shocking grasp). It is said that Xochitlalpan holds the dreams of mad gods given life, and all evidence supports this. Beholders, mind flayers, and other mystic maladies find a comfortable home here, and the only way to travel safely is to carry the mark of Tezcatlipoca, or be a bigger fish. There is little in the way of development, as most residents are either powerful entities or their staff. Magic users claim that the very air makes them more powerful during their stay, and it is a pilgrimage for sorcerers, wizards, and wannabe warlocks seeking a patron. Most official portals require demonstrated proficiency in self-defense or an authorized guide before travel, but Xochitlalpan has more portals than any other realm…
Jotunheim, Realm of Iron: Jotuns are an insular race, rarely venturing beyond the borders of their tiny planet. The majority of their land area and a decent amount of the sea is covered by a continuous city to house their immense population, said to be more than Midgard in a fraction of the space. A people allergic to magic, cold iron is embedded in their bones with steel in their hearts. Magical persons are very seldom allowed to visit without the placement of dampening collars, and races such as tieflings are heavily stigmatized. Jotunheim is full of technological marvels and the majority of Jotuns have some number of implants and bionic modifications, whether for communication, defense, or productivity. 
Tír na nÓg, Realm of Light: Unique among the worlds, Lugh has given up his immortal body to live among mortals in a vulnerable form. The Palace of Light is considered the most beautiful place in the realms open to tourism, and is frequently visited. Despite this, there are many polities in Tír na nÓg permitted to engage in warfare and do as they please, provided they pay their annual tithe. Despite being the traditional home of the elves, the population is only half elvish, split between different subraces. Many dwarves, gnomes, halflings, and humans live here as well. The majority of the world has relatively tropical climates with low snowfall, partially because Lugh disdains the cold. The Feywyld intersects with the northern parts of the planet, meaning that fey encounters are relatively common, nearly on par with Xochitlalpan.  
Asphodel, Realm of Darkness: The interference of celestial bodies has conspired to give between 4 and 8 hours of sunlight daily, resulting in many inhabitants who are nocturnal or unable to see well in bright light, and flora entirely unique among worlds. There is very little central government, consisting only of warlords and barons making treaties together, resulting in more brutish sentiment – on the surface at least. Much larger civilizations survive entirely underground, and surface dwellers fear them. Many from Tír na nÓg escape here to live their lives anonymously but with more comfort than other less accessible regions. Aeons past, there were great cities and empires on the surface but they have long since fallen. Rumors of their treasures and their powers which lie dormant abound, and intriguing items sometimes surface in other worlds claiming to originate here. 
The 2nd plane: Aakhut, Realm of Earth: An extremely large planet, it is also sparsely populated compared to other realms. Much of the population lives in small towns or agrarian populations (with extremely fertile soil), and there is little war. The mountain ranges here divide up the land dramatically and are extremely difficult to pass, with average sizes of 5 miles high not uncommon. Dwarves make up the majority of the population but racism is not common – foreigners are generally assumed to be escaping a previous life but if you don’t make trouble, you won’t find trouble. 
The 1st plane: Wakka Nupuri, Realm of Water: Long ago the oceans were warm but they have since frozen over, leaving very little exposed besides rocky mountains. There is no stable population on Wakka Nupuri, and travel is not recommended. Tales of great beasts rising up from the depths of the icy waters and of Hel’s lair trickle out to the other worlds, but nothing has ever been confirmed. 
The Void: Basically, the Astral Plane. More featureful, it can be thought of as a continuous connection to all the worlds but with geography of its own (closely related to the nearby area on the Other Side). Portals use its edge to travel. It is theorized that life is sustainable but nobody has confirmed this. (Any spell or item that refers to the Astral Plane in the D&D rules will use the Void instead.) The geography is twisted and the spatial relationships between locations in the Void and in the Universe do not match up. 

Logistical notes
On portals between worlds: portals here work as expected. Permanent portals must be created by great powers, technological marvels, groups of 9th level conjurors, or equivalent. The 9th level spell Gate will allow passage between adjacent realms. For example, a Gate in Xochitlalpan will allow passage to any world in the 3rd plane or to the 4th or 2nd planes. A second spell would be needed to reach the 1st or 5th. A Gate could end in the Void with preparation on the part of the caster. 
On iron: Iron is an elemental force, used as “anti-Magic”. However, this does not mean that your standard frying pan can mess up a 9th level wizard a la Tangled. Lower-case iron is a standard crafting material with no effect. Another version of Iron, upper-case, is a kryptonite to magical effects, functioning similarly to the anti-magic ray of a beholder. Think of it like a rare isotope of the common element. Also called cold iron, for ease of distinguishing verbally. 
On technology, magic, and magical technology: Technology like cell phones exists in Midgard, and on Jotunheim. The other realms do not have space programs or satellites or major technical infrastructures, being much more magical places. Tír na nÓg, for example, would have telephone networks of sending stone variants, or a magical lamp instead of electrical lamps. Artificers are extremely common, although talented ones are, of course, rare. Basic knowledge of the runic language is taught in schools, and most children can draw the rune of light onto an object to convert it to a lamp, although they might not have the magic to enable it. (Guide of basic runes and usage for adventurers to come.) Races with innate spell casting can always use very basic runes, and races without can use them if they otherwise have access to any sort of magical ability (denoted by having a spell sheet).  
On mantles of power: in this universe there is something called a mantle of power. This is a set of powers similar in spirit to a phoenix force, that only transfers on the death of the host. Functions in the same way that pharaohs believed themselves to all be incarnations (sharing of the divine Ka) of deities while maintaining distinct personalities. On Silap Inua, there is a set of mantles – Zeus, Odin, Amun-Ra, etc – who trade off the kingship as they mature. On death, the mantle transfers to a child under the age of 1. With the opening of borders, very occasionally a mantle will shift to a Midgardian, but infrequently. Benito is unsure of whether mantles can be used by PCs, but if they are you will not be given extra mechanical properties. 
On fiends and celestials: There are other forces at work besides those written here, although their paths may intertwine more than expected. The origins of fiends and celestials is unknown to you, but their existence is certain. In tamer lands, encountering them is rare outside of a sorcerer’s spell. Equally, the Feywyld and other Fey lands coexist, but are not considered accessible to mortal travelers nor are their positions in the multiverse known to you. 
[bookmark: _GoBack]On gods: The Eight are immensely powerful, forces of nature unto themselves. However, there are many powerful beings running around which may be worshipped as a god. Religions exist for many of those beings, and many of them do grant powers to their followers in order to amass power. Note that Tír na nÓg tends to have few paladins and clerics who aren’t associated with Lugh, because he lives among mortals. A basic list is attached with options drawn from D&D lore. These are not widely accepted on Midgard, but are elsewhere. Particularly powerful Silap Inuaian lords are also frequently revered as gods while they possess their mantles, and should provide extra options/content-creation flexibility. Mantles of power passed down in large communities may provide racially-specific living gods who interact more with their people. When choosing the deity for your character, keep in mind the level of interaction and reach you want your god to have. There is generally an inverse relationship between the two. 

Gods of the Multiverse
Good/Neutral Deities: 
· Avandra [CG] - Change, luck, trade, travel
· Domain - Trickery
· The god of change, Avandra delights in freedom, trade, travel, adventure, and the frontier. Her temples are few in civilized lands, but her wayside shrines appear throughout the realms where wanderers live. Halflings, merchants, and all types of adventurers are drawn to her worship, and many people raise a glass in her honor, viewing her as the god of luck. Her commandments are few:
· Luck favors the bold. Take your fate into your own hands, and Avandra smiles upon you.
· Strike back at those who would rob you of your freedom, and urge others to fight for their own liberty.
· Change is inevitable, but it takes the work of the faithful to ensure that change is for the better.
· Bahamut [LG] - Justice, protection, nobility, honor
· Domains - Life, War
· Called the Platinum Dragon, Bahamut is the god of justice, protection, nobility, and honor. Lawful good Paladins often revere him, and metallic dragons worship him as the first of their kind. Monarchs are crowned in his name. He commands his followers thus:
· Uphold the highest ideals of honor and justice
· Be constantly vigilant against evil and oppose it on all fronts.
· Protect the weak, liberate the oppressed, and defend just order.
· Erathis [LN] - Civilization, invention
· Domain - Knowledge
· Erathis is the god of civilization. She is the muse of great invention, founder of cities, and author of laws. Rulers, judges, pioneers, and devoted citizens revere her, and her temples hold prominent places in most of the cities of Jotunheim. Her laws are many, but their purpose is straightforward:
· Work with others to achieve your goals. Community and order are always stronger than the disjointed efforts of lone individuals.
· Tame the wilderness to make it fit for habitation, and defend the light of civilization against the encroaching darkness.
· Seek out new ideas, new inventions, new lands to inhabit, new wilderness to conquer. Build machines, build cities, build empires.
· Ioun [N] - Knowledge, skill, prophecy
· Domain - Knowledge
· Ioun is the god of knowledge, skill, and prophecy. Sages, seers, and tacticians revere her, as do all who live by their knowledge and mental power. Ioun is the patron of studying magic and its various properties. Libraries and wizard academies are built in her name. Her commands are also teachings:
· Seek the perfection of your mind by bringing reason, perception, and emotion into balance with one another.
· Accumulate, preserve, and distribute knowledge in all forms. Pursue education, build libraries, and seek out lost and ancient lore.
· Be watchful at all times for the followers of Vecna, who seek to control knowledge and keep secrets. Oppose their schemes, unmask their secrets, and blind them with the light of truth and reason.
· Kord [CN] - Storms, strength, battle
· Domains - Tempest, War
· Kord is the storm god and the lord of battle. He revels in strength, battlefield prowess, and thunder. Fighters and athletes revere him. He is a mercurial god, unbridled and wild, who summons storms over land and sea; those who hope for better weather appease him with prayers and spirited toasts. He gives few commands:
· Be strong, but do not use your strength for wanton destruction.
· Be brave and scorn cowardice in any form.
· Prove your might in battle to win glory and renown.
· Melora [N] - Wilderness, the sea
· Domains - Nature, Tempest
· Melora is the god of the wilderness and the sea. She is both the wild beast and the peaceful forest, the raging whirlpool and the quiet desert. Rangers, hunters, and Elves revere her, and sailors make offerings to her before beginning their voyages. Her strictures are these:
· Protect the wild places of the world from destruction and overuse. Oppose the rampant spread of cities and empires.
· Hunt aberrant monsters and other abominations of nature.
· Do not fear or condemn the savagery of nature. Live in harmony with the wild.
· Moradin [LG] - Creation, artisans, family. Dwarven.
· Domains - Knowledge, War
· Moradin is the god of creation and patron of artisans, especially miners and smiths. He carved the mountains from primordial earth and is the guardian and protector of the hearth and the family. Dwarves from all walks of life follow him. He demands these behaviors from his followers:
· Meet adversity with stoicism and tenacity.
· Demonstrate loyalty to your family, your clan, your leaders, and your people.
· Strive to make a mark on the world, a lasting legacy. To make something that lasts is the highest good, whether you are a smith working at a forge or a ruler building a dynasty.
· Pelor [NG] - Sun, summer, agriculture, time
· Domains - Life, Light
· God of the sun and summer, Pelor is the keeper of time. He supports those in need and opposes all that is evil. As the lord of agriculture and the bountiful harvest, he is the deity most commonly worshiped by ordinary humans and his priests are well received wherever they go. Paladins and Rangers are found among his worshipers. He directs his followers thus:
· Alleviate suffering wherever you find it.
· Bring Pelor’s light into places of darkness, showing kindness, mercy, and compassion.
· Be watchful against evil.
· The Raven Queen [LN] - Death, fate, winter
· Domains - Life, Death
· The name of the god of death is long forgotten, but she is called the Raven Queen. She is the spinner of fate and the patron of winter. She marks the end of each mortal life and mourners call upon her during funeral rites, in the hope that she will guard the departed from the curse of un-death. She expects her followers to abide by these commandments:
· Hold no pity for those who suffer and die, for death is the natural end of life.
· Bring down the proud who try to cast of the chains of fate. As the instrument of the Raven Queen, you must punish hubris where you find it.
· Watch for the cults of Orcus and stamp them out whenever they arise. The Demon Prince of the Undead seeks to claim the Raven Queen’s throne.
· Sehanine [CG] - Trickery, love, moon, autumn.
· Domains - Trickery
· God of the moon and autumn, Sehanine is the patron of trickery and illusions. She has close ties to Melora and is a favourite deity among Elves and Halflings. She is also the god of love, who sends shadows to cloak lovers’ trysts. Scouts and Rogues ask for her blessing on their work. Her teachings are simple:
· Follow your goals and seek your own destiny.
· Keep to the shadows, avoiding the blazing light of zealous good, and the utter darkness of evil.
· Seek new horizons and new experiences, and let nothing tie you down.
Evil Deities:
· Bane [LE] - War, conquest
· Domain - War 
· Bane is the evil god of war and conquest. Militaristic nations of humans and goblins serve him and conquer in his name. Evil Fighters and Paladins serve him. He commands his worshipers to:
· Never allow your fear to gain mastery over you, but drive it into the hearts of your foes.
· Punish insubordination and disorder.
· Hone your combat skills to perfection, whether you are a mighty general or a lone mercenary.
· Lolth [CE] - Shadows, lies, spiders
· Domain - Trickery
· Lolth is the chaotic evil god of shadow, lies, and spiders. Scheming and treachery are her commands, and her priests are a constant force of disruption in the otherwise stable society of the evil Drow. Though she is properly a god and not a demon, she is called Demon Queen of Spiders. She demands that her followers:
· Do whatever it takes to gain and hold power.
· Rely on stealth and slander in preference to outright confrontation.
· Seek the death of Elves at every opportunity.
· Tiamat [LE] - Wealth, greed, vengeance
· Domains - Trickery, War
· Tiamat is the evil god of wealth, greed, and envy. She is the patron of chromatic Dragons and those whose lust for wealth overrides any other goal or concern. She commands her followers to:
· Hoard wealth, acquiring much and spending little. Wealth is its own reward.
· Forgive no slight and leave no wrong unpunished.
· Take what you desire from others. Those who lack the strength to defend their possessions are not worthy to own them.
· Vecna [NE] - Undead, necromancy, secrets
· Domains - Death, Knowledge
· Vecna is the evil god of undead, necromancy, and secrets. He rules that which is not meant to be known and that which people wish to keep secret. Evil spell-casters and conspirators pay him homage. He commands them to:
· Never reveal all that you know.
· Find the seed of darkness in your heart and nourish it; find it in others and exploit it to your advantage.
· Oppose the followers of all other deities so that Vecna alone can rule the world.
· Zehir [CE] - Darkness, poison, assassins.
· Domains - Trickery, Death
· Zehir is the evil god of darkness, poison, and assassins. Snakes are his favored creation. He urges his followers to:
· Hide under the cloak of night, so that your deeds might be kept in secret.
· Kill in Zehir’s name, and offer each murder as a sacrifice.
· Delight in poison, and surround yourself with snakes.


Known races and (sub)classes
Classes: 
· Artificer -- alchemist, gunsmith
· Barbarian -- ancestral guardian, battlerager, berserker, storm herald, totem warrior, zealot
· Bard -- glamour, lore, satire, swords, valor, whispers
· Cleric -- arcana, city, death, forge, grave, knowledge, life, light, nature, protection, tempest, trickery, war
· Druid -- dreams, land, moon, shepherd, twilight 
· Fighter -- arcane archer, battle master, cavalier, champion, eldritch knight, knight, monster hunter, purple dragon knight, samurai, scout, sharpshooter
· Monk -- shadow, tranquility, drunken master, four elements, Kensai, long death, open hand, sun soul
· Mystic -- avatar, awakened, immortal, nomad, soul knife, wu jen
· Paladin -- conquest, devotion, redemption, treachery, vengeance, ancients, crown, oathbreaker
· Ranger -- beast, deep stalker, horizon, hunter, monster slayer, primeval guardian; (spell-less) beastmaster, hunter
· Rogue -- arcane trickster, assassin, inquisitive, mastermind, scout, swashbuckler, thief
· Rune Scribe (high level multi-class only)
· Sorcerer -- draconic, favored soul, phoenix, sea, shadow, stone, storm, wild
· Warlock -- archfey, celestial, fiend, ghost in the machine, great old one, hexblade, raven queen, seeker, undying, undying light
· Wizard -- lore mastery, abjuration, conjuration, divination, enchantment, evocation, illusion, necromancy, transmutation, technomancy, theurgy, tradition of bladesinging, tradition of artificer, war magic


Races:
· Aarakocra
· Aasimar -- fallen, protector, scourge 
· Bugbear
· Changeling
· Dragonborn
· Dwarf -- gray/duergar, hill, mountain 
· Elf -- dark/drow, fey/eladrin, high, wood
· Fairy (Note: size tiny character, speak with Benito for details)
· Firbolg
· Genasai -- air, earth, fire, water
· Githyanki
· Githzerai
· Gnome -- deep, forest, rock
· Goblin
· Goliath
· Half elf
· Half orc 
· Halfling -- ghostwise, lightfoot, stout
· Hobgoblin
· Human
· Kenku
· Kobold
· Lizardfolk
· Minotaur
· Orc
· Revenant -- Aasimar, Dragonborn, Dwarf, Elf, Gnome, Halfing, Human, Tiefling
· Shifter
· Tabaxi
· Tiefling -- abyssal, feral
· Tortole
· Triton
· Warforged
· Yuan-Ti Pureblood

