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Inhabitants
Before you can begin your adventure in the world of Torata, you must first meet its 

inhabitants. Each of the six races given here are meant for making player characters with the 
2d6 roleplaying system. While some may seem more powerful than others at first, bear in 
mind that those with less expensive talents have more flexibility, especially as starting 
characters. 

[gonna be big old picture right here]



Humans
Description: Humans tend to be of a medium height, between four and six feet. Their skin 
has a dark tan caste to it, and they have dark eyes and hair. Males tend to be taller and more 
heavily muscled than females, and also grow facial hair.

Racial Talents: Child of the Sun [optional, 2XP]

Sleep Cycle: Diurnal

Diet: Omnivorous

Reproductive Method: Sexual

Culture: Humans are a fractured race. The vast majority were either slaughtered or enslaved 
by the Dwarves during the Second Dwarven Expansion and, as a result, their culture is quickly 
disappearing from the face of Torata. Only a small group live free in the southern swamps of 
Nara.

Enslaved Humans aren't allowed to speak their native tongue, Dil. As a result of this, 
few Humans that were born into slavery know their own language. They primarily speak 
Brigga, the language of their oppressors.

Free Humans tend to wear light colors and little clothing. A pair of shorts of a skirt is 
enough for most, and free Humans have a very relaxed view towards modesty. Clay beads and 
woven leather jewelry is common on both males and females.

Language: Most enslaved Humans speak Low Brigga, a slang dialect of the Dwarven 
language. Free Humans primarily speak Dil, though many have learned High Brigga or 
Ngongu as a trade language.

Lands: The city of Oos Nehir was once the Human capitol, though it has long since been 
absorbed into the Dwarven Empire along with the rest of the Human territory of Nara. The 
only true Human lands now lie in the southern swamps, a region no other race would even 
want.

Life Span: Free Humans live 60 – 80 years, though many slaves die in their 30s from being 
overworked.



Elves
Description: Elves are tall and lithe, standing between 5 and 7 feet tall with deep ochre-
colored skin. Both sexes are hairless and have long ears that point downwards towards their 
neck. They have large, almond-shaped eyes that range from green to blue with flecks of 
iridescent orange. Gill slits run down both sides of their necks and along their collarbones. 
Their mouths are filled with two rows of needle-sharp teeth.

Racial Talents: Gills [required, 5XP]

Sleep Cycle: Diurnal

Diet: Carnivorous, though they prefer fish or other seafood

Reproductive Method: Sexual

Culture: Elves delight in food and art. Many are fond of wearing bright colors and decorating 
their homes with rugs and tapestries featuring water motifs. Few ever live far from the shore, 
and those that do live by lakes or rivers. Elves that have the money to buy boats do, and those 
that don't build them. Fishing tournaments are common, and  young elves often dive for 
treasure in the sunken wrecks that line Torata's coastline. Many elves are mariners or captains 
aboard the numerous vessels that flock to their harbors. Elves also have a strong propensity 
for magic surpassed only by the Gnomes.

Elvish culture focuses heavily on education, and the Elves are the only society to create 
public schools in their larger cities. Elvish libraries are also renowned across Torata, and 
many Elves compete with one another to see who can gather the largest collection of books.

Language: Most elves speak Ngongu, their native tongue, though many learn High Brigga as 
a trade language.

Lands: The Elves hold land along the southwestern peninsula of Torata, which they refer to 
as Phu'Ashuna. The capitol of Phu'Ashuna is Songhemnui, a thriving port city at the base of 
the Mobung River. The Elves also have many colonies on the southern islands, though the 
inhabitants are often resentful of governmental rule, and many minor skirmishes have flared 
up over the years because of the heavy import taxes imposed on continental goods shipped to 
the islands.

Life Span: most elves live  90 -110 years



Orcs
Description: Orcs are the tallest of the races, standing between 6 and 8 feet when fully 
grown. Males tend to be larger than females, though both sexes have an abundance of coarse 
black hair covering their heads. Males have small antlers protruding from their foreheads, and 
their hair connects in a sort of mane under their chin. Orcish skin ranges from grey-brown to 
green depending on their diet. All Orcs have black eyes. 

Racial Talents: Chloroplasts [required, 2XP]

Sleep Cycle: Diurnal

Diet: Omnivorous or Autotrophic (see “Chloroplasts” talent)

Reproductive Method: sexual

Culture: The Orcs of Torata are divided primarily into three groups:

The Namyi live in the northern reaches of the Forest of Anu, keeping mostly to the mountains. 
There they hunt and trap animals and farm fruit trees. The Orcs of the Namyi tribe are 
renowned across Torata for their ability to grow the precious lantern willow plant. It was the 
Orcs' exploitation of their hold on the fruit of the lantern willow that helped to end the Third 
Dwarven Expansion, as the juice is integral to creating several magic items that were key to 
the Dwarves' military strategy.

The Jahli live in the central and southern regions of the Forest of Anu. They are the culture 
most in touch with the outside world, making their living just as easily by trading furs and 
lantern willow as by hunting and fishing. These Orcs formed the bulk of the Orcish armies 
during the Third Expansion.

The Al'Barid, or bay Orcs as many call them, live on the shores of the Eastern Bay, as well as 
on the barrier islands across the large body of water. Many of them live as mariners or 
artisans, trading with the Jahli for food and supplies. Many Al'Barid villages welcome 
smugglers traveling between Imperial and Elvish lands, housing them happily in exchange for 
the damage they do to the Dwarven Empire.

Most Orcs have a fierce distaste for all things Dwarven. To trade with a Dwarf is to bring 
shame on your family and your tribe as an Orc. This prejudice is especially prevalent in the 
Namyi tribe, who felt the brunt of the Dwarven aggression over the years.

The Orcs are united in an alliance known as the Three Nations. Once a year, leaders from each 
tribe meet to discuss the state of the Forest and the outside world. For the last 12 years, there 
has been a policy in effect known as Anuan Isolation that restricts all trade and immigration 
in and out of the Forest of Anu to the city of Dostluk. This has caused much tension among the 
tribes, especially among traders.

Language: The Namyi tribe tends to speak Limba, while the Al'Barid and Jahli speak Dil. 



Lands: Most Orcs live in the forest of Anu, or on the eastern lakes. While there is an official 
Orcish government, it has little power, and functions mostly to ensure trade between the 
Orcish tribes and the outside world.

Life Span: Most Orcs live between 40 and 50 years.



Gnomes
Description: Gnomes are the shortest race, standing between 2 and 3 feet tall. Their skin is 
pale and their eyes are solid silver, without pupil or iris. Gnomes are almost inherently 
magical, and their skin often has an iridescent quality to it. Males Gnomes have facial hair. 
Gnomes tend to have dark hair, though some are redheads.

Racial Talents: Darkvision [required, 3XP], Medium [optional, 1XP]

Sleep Cycle: Nocturnal

Diet: Omnivores

Reproductive Method: sexual

Culture: The Gnomes, like the Humans, have been living under the heel of the Dwarves for 
some time now. While a few settlements in the Desert of Nim were able to hold off the 
Dwarven armies, most fell during the First Expansion, and their inhabitants took flight and 
settled in Elvish or Human lands, only to be invaded once again during the Second and Third 
Expansions.

There is a distinct schism in Gnomish culture between the desert Gnomes, who call 
themselves the Nisip, and the plains Gnomes, who refer to themselves as the Dyaluri.

The Nisip often form large nomadic groups that travel in wagon trains. Frequently they make 
a living as entertainers, artists, or criminals. The Nisip are more deeply religious than the 
Dyaluri, and tend to learn more magic. They prefer bright, garish clothing and have raucous 
festivals that last for days with drugs, music, and dancing.

The Dyaluri are a hard-working, agrarian people that are often farmers, laborers, or artisans. 
Many own businesses in Elvish lands. Dyaluri tend to dress in earth tones and have a 
tendency to act more solemn that their Nisip counterparts.

Language: Free Gnomes speak Limba, while those enslaved by the Dwarves speak Low or 
High Brigga, depending on their function.

Lands: Gnomes once controlled most of the central swathe and the desert of Nim, but now 
are relegated to a scattered group of settlements in the western Desert of Nim.

Life Span: Free Gnomes live between 70 and 80 years, though many slaves die in their 30's 
as a result of being overworked.



Dwarves
Description: Dwarves are stocky, standing between 4 and 5 feet tall. All Dwarves look 
masculine by the standards of the "Lower Races." They naturally grow an abundance of facial 
hair, which is straight and soft. Dwarven hair color ranges from grey to black, with older 
Dwarves showing white. Dwarven eye color is black and their skin is a slate grey color, 
freckled with lighter and darker spots. Dwarves with Darkvision have blotchy blue 
birthmarks on their head and neck.

Racial Talents: Acidic Saliva [required, 5XP], Darkvision [optional, 3XP]

Sleep Cycle: Diurnal

Diet: Omnivores

Reproductive Method: Sexual, but no difference between sexes (i.e. hermaphroditism)

Culture: The main divider in Dwarven society is the one between overground and 
underground Dwarves. Overgrounders are generally more modern and educated, having had 
extensive contact with the outside world and the inhabitants of the Lower Continent. The bulk 
of the Imperial Colonies are populated by overgrounders. Undergrounders are generally more 
traditional in their thinking, and often foster a much stronger sense of racial superiority 
towards the four so called "Lower Races" (Dwarves do not see Shifters as a race, but as an 
abomination). Undergrounders mostly keep to the Mountains of Mudil and the Suharna 
Mountains, but some do live elsewhere in subterranean homes. Poor undergrounders will 
often rent the basement of an existing building if they can't afford their own home.

Both groups' cultures focus on working hard to earn a living. By this token, prostitution is 
legal in the Empire, while gambling isn't. After all, gamblers receive or lose their money based 
on luck, not work or skill. Most Dwarves frown on drug use, which is punishable by law. 
Dwarves do, however, respect the art of brewing sugar mushroom ale. Brewing is one of the 
oldest Dwarven trades on record, and is considered sacred by the Priesthood of Mudil.

Dwarves, as a rule, are not very good at magic, and rarely become mages. Most focus their 
attentions instead on technology. Many a Dwarf has made a name for himself (the other races 
generally refer to all Dwarves in the masculine) as a worthy blacksmith, engineer, or 
merchant. 

Language: Dwarves speak Brigga. Some learn Ngongu as a trade language.

Lands: The Glorious Dwarven Empire stretches from the Mountains of Mudil to the southern 
swamps. While this may seem like a large territory, many of the borderlands in the northwest 
and southeast are lawless and wild. Of the Lower Continent, only the central swathe and parts 
of Nara are truly under Imperial rule. 

Life Span: Most Dwarves live 100-140 years



Shifters
There is a sixth race in Torata, though some would argue to call them a race is technically  
incorrect. Every so often, when a Human, Elf, Orc, or Gnome couple has a child, it comes out  
as a puddle of viscous orange goo. This goo quickly forms itself into an amalgam of whoever  
is in the room at the time. Dwarves, for reasons as yet unknown, never produce Shifters. 

Description: Shifters can look like any of the 4 "Lower Races" (Elves, Gnomes, Orcs, or 
Humans), provided they have the same mass as the Shifter's base form (this means that if 
Shifters mimic children, they will still weigh the same as an adult). Unconscious Shifters 
revert to a puddle of viscous orange goo that can only be harmed by heat or cold. Any special 
organs that Shifters mimic (like gills or chloroplasts) are purely cosmetic and do not function.

Racial Talents: Skinchanger [required, 7XP], Sleepless [required, 3XP]

Sleep Cycle: Shifters do not sleep

Diet: Omnivores

Reproductive Method: magical (Shifters cannot reproduce, they simply arise 
spontaneously sometimes when Humans, Elves, Orcs, or Gnomes give birth)

Culture: Shifters have no unified culture of their own, being a random occurrence among the 
"Lower Races." The elves treat them relatively well compared to the other races, though most 
elves view them with a sense of detached pity. Humans are often bigoted and distrustful of 
them, as are the gnomes. Most Orcs fear them, and a few of the more brutal chieftains of the 
Orcish tribes have been Shifters that rose to power by manipulating this fear.

Under Dwarven Imperial Law, Shifters are killed on sight. The only way to tell a Shifter from a 
non-Shifter is to either knock them unconscious or view them through a seeing stone (through 
which they appear as a biped-shaped collection of orange goo).

Some Shifters, thrown out at birth as abominations, survive in the wilds on their own, 
mimicking beasts or plants. These feral Shifters have given rise to a number of mythological 
creatures referred to as "skinchangers." 

Language: Shifters speak the language their parents spoke. If their parents knew multiple 
languages, choose one.

Lands: Shifters have no lands of their own since they are not able to reproduce, and have 
never formed a nation.

Life Span: Most Shifters live between 20 and 30 years, but are born with the mental faculties 
and language skills of an adult. Many are even born with some prior knowledge of a craft or 
skill that one of their parents knew. As such, Shifters have no childhood. 



Half-Breeds
Sometimes two members of different races will have children. When this is the case, a 

half-breed is produced. Using the rules given in the 2d6 core rulebook, halfbreed characters 
should be made as follows:

Elf x Gnome: Pixie

Pixies, the offspring of an Elf and a Gnome are intensely magical creatures. They are usually 
short with coppery skin and wispy, almost ethereal hair.

Racial Talents: Darkvision [Required], Gills[Required], Medium[Optional]

Elf x Orc: Troll

Trolls are the offspring of an Elf and an Orc. They are tall, with long arms and smooth 
greenish-grey skin. Both sexes have patchy black hair and long ears.

Racial Talents: Gills [Required], Chloroplasts [Required]

Elf x Human: Landfish

Landfish is a derogatory term used to refer to the child of a Human and an Elf. Polite terms 
are Half-Elf or Half-Human, depending on the culture. Landfish are slender and relatively 
tall. Their skin is usually dark, and their eyes take after their Elvish parentage. Landfish do 
have patchy, thin hair, but many choose to shave this off to blend in better with society.

Racial Talents: Gills [required], Child of the Sun [Optional]

Gnome x Orc: Goblin

Goblins are short and hairy, with green-grey skin and silvery eyes. Many goblins develop a 
natural charisma in defense of their often ugly looks. Some of the most respected merchants 
in Toratan history have been Goblins.

Racial Talents: Darkvision [Required], Chloroplasts [Required], Medium 
[Optional]

Gnome x Human: Halfling

Halfings are tiny Humans. For whatever reason, a Halfling's Gnomish parentage is masked in 
all aspects except for height, which is dominant over the Human quality. Many Halflings have 
a sort of intrinsic wanderlust, traveling from place to place as hired hands or bards.

Racial Talents: Darkvision [Required], Medium, [Optional] Child of the Sun 
[Optional]



Orc x Human: Hob

Hobs are tall and muscular with dark green-grey skin. They are frequently hairy, and males 
have two small lumps of bone that protrude from their foreheads. Hobs are often found as 
laborers or wanderers, the latter being able to subsist indefinitely in the harsh badlands of 
Nara.

Racial Talents: Chloroplasts [Required], Child of the Sun [Optional]

It bears mentioning that all half-breeds are sterile. This sterility is the cause of the strong 
racial distinction between the "Lower Races" despite the fact that they can breed with one 
another.  Most cultures regard parents of half-breeds as selfish and irresponsible because of 
the social ostracism their children are often faced with. The Dwarves, especially, are often 
extremely racist towards half-breeds. This is possibly because they are a constant reminder of 
the isolation felt by many Dwarves because of their dramatic racial differences from (and 
inability to breed with) the “lower races.”



The Land
Before you can adventure in Torata, you'll need to get a feel for the geography. In the 

following pages, each major part of the world will be described in more detail. There are three 
sections: Regions, Cities, and Terrain.

General Information:

Some large-scale things about Torata that may be of interest to you and your party:

– There are no seasons in Torata. The average temperature in Torata goes from freezing 
cold in the northeast to scorching hot in the southwest. 

– There are two halves to Torata, the Upper Continent and the Lower Continent. These 
are connected by the Dwarven capitol, the bridge-city of Thronsis.

– The inhabitants of Torata have never ventured too far out to sea, largely because of 
severe storms and titanic sea beasts. Even the Elves have never discovered more land 
beyond the shores of Torata, though there are rumors of a strange island far to the west 
inhabited by cruel spirits. 

– There is one sun, which rises in the east and sets in the west. One year in Torata is 
roughly 365 days.

– There are two moons, one of which is on a roughly 91-day cycle, the other is on a one-
year cycle, almost perfectly in tune with the sun. Because of this, the Toratan calendar 
is lunar, divided into four parts, each lasting for 91 days The last (or first, in some 
cultures) day of the year is held apart as a ceremonial holiday that represents the 
shifting of the old to the new. The names of these four quarters and their significance 
varies from culture to culture.

– Compasses in Torata (these are not traditional compasses, see the items section) 
always point towards a spot somewhere deep in the Northern Mountains. No one has 
yet been able to make it to this location, though many have tried and brought back 
stories of freezing cold, fearsome beasts, and strange ruins. Many more never make it 
back.



Regions
There are six regions in Torata, listed below:

Upper Continent:

The upper continent is the home of the Dwarves. For millennia they lived in, around, and 
under the Mountains of Mudil and on the frozen plain. Little else can be said for the upper 
continent, save that it is rich in mineral wealth and of great spiritual significance to many 
Dwarves.

The Central Swathe:

The central swathe is the large strip of land that runs the length of upper Torata between the 
Northern Mountains and the forest of Anu. It is bounded on the south by the Kuvars River. 
Originally this was Gnomish land, but during the First Dwarven Expansion the Dwarven 
Empire invaded, laying waste to a number of small villages in the process. Today it is under 
the control of the Empire, though its inhabitants are largely a mix of Humans , Gnomes and 
Dwarves. Most of the Central Swathe is pockmarked with small agricultural or mining villages 
that serve as waypoints for travelers on the Old Road to stop and rest.

The Desert of Nim

The Desert of Nim was once home to thousands of Nisip Gnomes. Now its main feature is the 
sprawling mine-city of Raugura. A few scattered villages of free Gnomes lie in the far west, 
and the rest of the desert is barren, save for the occasional oasis.

The Forest of Anu:

Long home to the Orcs of Torata, the forest of Anu region also encompasses the Eastern Bay. 
The woods are a source of lumber and wild game, and the bay serves to provide the Orcish 
tribes with fish and salt. This is also the only region that lantern willow grows naturally in. 
Lantern willow fruit is a main export of the Orcish government.

Nara:

Nara is a land riddled with strife. Drought and famine are common here, and there are often 
small battles between pockets of Human freedom groups and soldiers of the Dwarven 
Military. The Dwarves would have given up their hold on this land long ago had it not been for 
the huge iron deposits under the eastern jungles of Nara. Central Nara is a mess of sun-baked 
badlands where only the bravest or the most desperate make their home. The Swamps of Nara 
are also rumored to have an entire city of free Humans living in them, but this is mostly 
dismissed as a myth by the Dwarven government. The city of Oos Nehir is also in Nara, at the 
junction of the Mobung, Kuvars, and Camur rivers.



Phu'Ashuna

Phu'Ashuna is the name of the the region in the southwest of Torata, ruled by a 
predominantly Elvish government. The capitol is Songhemnui, a large port city built between 
two cliff faces at the mouth of the Mobung river. Phu'Ashuna also encompasses the barrier 
islands off the southern coast of Torata and the southern shore of Lacrimi Mari, the large 
saltwater bay in the west.



Cities
There are six major cities in Torata, listed below:

Thronsis:

Thronsis is the capitol city of the Dwarven Empire. The city itself started as two small 
villages on either side of the straight of Thronsis, but after the First Dwarven Expansion a 
massive bridge was built between the two to celebrate the glory of the Empire and unite the 
upper and lower continents. Some 30,000 Human and Gnomish slaves were “expended” in its 
construction, many of whom were mixed into the massive vats of mortar or simply dumped 
into the water without any funerary rites. Thronsis is mainly made up of Dwarves as well as 
Gnomish, Orcish, and Human slaves. There is also a minority Elf population, most of whom 
are merchants that settled there.

The city makes most of its money by charging traders a toll to use the bridge, though it 
is also home to many rich merchants and Dwarven engineers. It is the only land bridge 
between the upper and lower continent and serves as a major trade route for mineral wealth 
and stone, as well as loacite mined in the mountains of Mudil.

Raugura:

Raugura wasn't so much built as collected. Over the centuries, caravans of Gnomes 
would take refuge in the natural caves around the foothills of the Northern mountains, mostly 
around the head of the Pauzei river. As time went on, many of these caravans stayed put as a 
haven for weary travelers. Eventually the temporary wagons and yurts became permanent 
storefronts and houses.

The city was taken by the Dwarven armies after a month-long siege during the First 
Expansion. It now serves as a massive mining camp for the Empire, where thousands of slaves 
are funneled to extract valuable iron, copper, loacite, quartz, silver, and gold. Many are 
worked to death and buried in the abandoned tunnels.

Dostluk:

Dostluk isn't much to look at. In fact, by most accounts, a stiff breeze could knock it 
over. The palisade wall that surrounds it is more of a formality than anything else. This is 
because Dostluk is more of an embassy than a city. Few Orcs actually live there year round. 
Most just use it as a trading post, or a place to hear the latest news from outside the forest of 
Anu. The truth is, Dostluk serves as the face of the frail Orcish government, and is a major 
stop for those traveling down downriver across Torata.

Oos Nehir:

For centuries before the Dwarves ever came to the lower continent, Oos Nehir was a 
Human meeting place. Various tribes would bring livestock, produce, and other goods to Oos 
Nehir to trade with one another and exchange stories. Over time the small gathering of tents 
grew into a large, walled city. Then, during the Second Dwarven Expansion, the Dwarven 
armies managed to breach the walls with the help of a group of Human traitors who were 



promptly slaughtered when the Dwarves gained control of the city. The northern third, once 
simply called Northtown, earned the nickname “Traitor's Bastion” by the Humans who live 
there now under Dwarven rule. Traitor's Bastion is the richest part of town, and many of the 
buildings are owned by descendants of the Dwarven soldiers that were granted rights to the 
land for their part in the siege.

The population of Oos Nehir is a broad mix of every race on the continent. The City has 
been the focus of a number of attacks by Human-led “freedom groups” attempting to retake 
the city from the Dwarves, but so far none have been successful.

Songhemnui:

Songhemnui is the largest city in the southern half of the continent. For years it has 
been the hub of sea trade, as well as the jumping-off point for marine exploration expeditions, 
and the southern islands' link to the mainland. Many of the structures are built of the giant 
bamboo that grows wild in the jungles to the west, but some are made of stone – built by the 
few Dwarves that live in the city.

Songhemnui also houses the famous Songhemnui Shana, a school where people can 
learn a number of useful trades. Songhemnui Shana draws people from all across  the 
continent to learn about everything from sailing to engineering. While it does boast a meager 
magic program, most serious mages train at the Malachite Tower on the island of Mara'kura 
to the southeast.

Swamp City: 

Swamp city is the home to a large band of free Humans in the southern swamps of Nara. The 
Dwarven Empire is uncertain of its exact location, mainly because swampy terrain is 
dangerous and slow-going for Dwarven soldiers, who wear heavy armor and are not  protected 
from the numerous diseases carried by the insects there. 

Swamp city is largely self-sustaining, but they do often ship in weapons and armor 
from other parts of the continent, and many agents of Swamp City sell Tanri toplari, a 
powerful hallucinogen, in the Dwarven Empire. This drug sells for a steep profit that can then 
be used to fund the agenda of the Human government in exile. At the moment the Children of 
Tanri are pulling the strings within Swamp city politics, mainly because there are a lot of 
vengeful Humans looking for retribution against their Dwarven oppressors.



Terrain
Northern Mountains:

The northern mountains are the continuation of the Mountains of Mudil onto the lower 
continent. Most of the mountains are uninhabited, save by wild beasts and strange spirits. In 
the eastern portion, however, the Dwarves have dug small villages into the hillsides, and in the 
southwest, free Gnomes grow rice and raise goats or vegetable lamb on the rocky steppes. The 
mountains have long been home to bandit groups, who run to the dangerous passes and 
frozen crags to escape the law. Even in summer the uppermost portions of the mountains are 
covered with snow and filled with a bitter wind that can chill to the bone in minutes without 
warm clothing.

Forest of Anu:

The forest of Anu is rich with life. Scores of animals populate the dense undergrowth, and the 
canopy houses thousands more birds, insects, and fungi. Many strange plants grow in the 
forest of Anu, and the Orcish Shamans make good use of them for medicinal purposes. There 
are plenty of stories that tell of forest spirits, ethereal beings both beautiful and cruel that hide 
in the trees and among the streams. These Dryads and Nyads have been known to do many a 
good turn to any traveler who shows due respect for the land, and many a foul turn to those 
who don't.

Mountains of Mudil:

According to the Dwarves, the Mountains of Mudil were shaped eons ago when Mudil first 
made the world. They've long been home to the Dwarven people, and more recently to the 
Glorious Dwarven Empire. Countless miles of tunnels have been carved into them, both for 
housing and in search of precious minerals. Grand palaces have been carved into the sides, 
left over from ages of royalty long gone by. Most of the lighting is made by one of two species 
of bioluminescent fungi that grows naturally in the dark caves and glows a bright amber or 
blue-green.

It's said that in the old forsaken tunnels that have been mined dry and left to waste, the 
deep spirits roam. Dark things of coal and iron wait to take back what is theirs from any Dwarf 
who strays too far into the depths. Some dismiss these tales as children's stories meant to 
keep young Dwarves from playing in abandoned tunnels, but most miners carry holy symbols 
down into the tunnels with them, just in case.

Lacrimi Mari:

Lacrimi Mari is the saltwater bay in the southwest of Torata. It separates the free Gnomish 
lands in the west of the Desert of Nim from the Elvish land of Phu'Ashuna. Some Elves claim 
there was once an island in the middle of it, but Kalam, the spirit of the sky grew sad with its 
inhabitants, who had turned away from him, and drowned it with his tears. Lacrimi Mari is a 
major part of the Elvish-Gnomish trade routes.



Kuvars River:

Kuvars River is the name given by the Orcs to the river that runs through the forest of Anu 
and divides the central swathe from Nara.  The Kuvars River is a segment of any downriver 
journey, and splits into the Mobung River and the Camur River at the City of Oos Nehir. It 
comes from the Pauzei River in the Central Swathe.

Mobung River:

The Mobung River is the river that flows from the end of the Kuvars River at Oos Nehir. It 
bisects Phu'Ashuna, and is the final leg of any downriver journeys to the port of Songhemnui.

Pauzei River:

The Pauzei River has its head at the city of Raugura in the Northern Mountains. It's the 
beginning of the river trade route, and cuts the northern portion of the Central Swathe in half. 

Camur River:

The Camur River is a filthy cesspit of muck and grime. For centuries the inhabitants of Oos 
Nehir have dumped their trash, junk, and even excrement into this river, and over time it built 
up at the mouth, effectively creating the southern swamps where there was once a glistening 
white sand delta. The Camur River is often used as an escape route for slaves seeking freedom 
in the south.



Talents and Skills
Instead of an exhaustive list of Talents and skills, here is a list of Talents and Skills from the 
2d6 Core Rulebook that are prohibited in the world of Torata, as well as descriptions of the 
setting-specific racial talents given in the “Inhabitants” section.

Prohibited Talents:

Alternate Form (the only shapeshifters are the Shifters, who have their own racial talent)
Computer Literacy (there are no coputers in Torata)
Extra Organ (this is covered in the form of racial talents)
Extra Sense (this is covered in the form of racial talents)

Prohibited Skills:

Shooting (there are no guns or crossbows in Torata)
Trade (programming) (there are no computers in Torata)

Setting Specific Talents:

Acidic Saliva (5 XP, Dwarf Racial)
The Dwarves of Torata have incredibly acidic spittle. A mouthful of their saliva can easily 
dissolve wood in a few minutes, and is often used to weaken stone when mining. Metal can 
likewise be corroded within a few minutes. If a Dwarf spits on any surface, the DC to break 
that surface drops by one step after 60 seconds. 

Chloroplasts (2 XP, Orc racial)
All Orcs have the ability to consume and absorb the chloroplasts in the plants around them. 
This means that once an Orc eats vegetable matter for the first time, the chloroplasts bond to 
their cells, allowing them to photosynthesize their own food. As long as an Orc has access to 
water, soil, sunlight, and air they can make their own energy and do not need to eat. Orcs that 
photosynthesize frequently have a much greener caste to their skin. In the Namyi tribe, this is 
often seen as a mark of poverty or lack of hunting prowess. 

Darkvision (3 XP, Gnome/Dwarf racial)
Characters with darkvision can see in the dark better than others. This night vision is black-
and-white. 

Gills (5 XP, Elf racial)
The Elves of Torata have a deep bond with the seas. Perhaps the most noteworthy aspect of 
this bond is their ability to breathe underwater. All Elves have gill slits running down the sides 
of their neck and along their collarbones. 

Medium (1 XP, Gnome racial)
The gnomes of Torata have spent centuries refining the intricate invocation spells they're so 
well known for. As a result, the DC of the "Speak with Dead" spell is always one step lower for 
Gnomish mediums. 



Skinchanger (7 XP, shifter racial)
All Shifters racially possess the skinchanger talent. This allows them to take the physical form 
of any of the other four "Lower Races" of Torata (Elves, Orcs, Gnomes, and Humans). The 
talent "Wildskin" allows Shifters to change into animals and plants as well. A Shifter using the 
skinchanger talent to shift their form may shift their entire body, or simply a portion of it. For 
example, they could shift just their eye color, or their entire race. Any physical feature that 
would normally require a talent (Gills, Chloroplasts etc.) is merely cosmetic and doesn't 
function. 

Wildskin (7 XP)
The wildskin talent allows shifters to shift their form into that of wild animals or even plants - 
so long as the organism they shift into has the same total mass as they do. This means that a 
shifter can never become a bear or a moth. Animals like wolves, sharks, large birds, and even 
pythons are acceptable however. A shifter with this talent can use their ability to partially shift 
to manifest claws or even natural armor (which functions exactly the same as regular armor). 



Magic
Magic is an integral part of Torata. While it's not exceedingly powerful, it can be used 

for a variety of utilitarian purposes. It's also relatively easy to learn, though powerful mages 
may take years perfecting more difficult spells. Binding spells to objects is a tricky practice 
that requires the Trade(Magewright) skill.

The rules for magic in Torata are the same as those given in the 2d6 core rulebook, 
using Resolve as the modifier for casting spells. Should a caster fail their check, the spell goes 
wild, and often turns back on the mage that cast it. For this reason, few mages make a study of 
battle magic, especially since it is prohibited by the Laws of Eight.

Silver is a bad conductor of magic, and therefore is often used to dampen or nullify its 
effects. Any character trying to cast a spell through or in the presence of silver increases all 
spell DCs by one step (this can never raise the DC above 17). Conversely, the presence of the 
mineral Loacite amplifies magical energy, lowering the DC of spells by one step (though never 
below a DC of 7). If a caster is in the presence of both minerals at once, the two cancel each 
other out and there is no effect.

Animate Object (DC 13, 5 XP)
This spell allows you to bring an object to life and give it a simple task like “guard,” “follow,” 
or “clean.” It's often used by mages to keep their workplaces tidy or carry heavy things. The 
spell lasts for 24 hours or until dismissed by the original caster.

Armor (DC 7, 2 XP)
This spell lasts all day and take ten minutes to cast. It gives the target all the bonuses and 
penalties of light, medium or heavy armor. This does not require the “Armor Proficiency” 
talent to use. Similarly, the “Armored Acrobat” talent has no effect on magic armor.

Blast (DC 13, 5 XP)
The use of this spell on living things is strictly prohibited by the laws of eight. It allows the 
caster to fire a bolt of raw offensive magic at a target. The caster makes a Resolve check to 
serve as a combat roll against the target's defense. This can also be used to move or destroy 
objects.

Call Wind (DC 9, 3 XP)
You channel the power of nature and call a wind to you. This cannot be used as a focused 
blast, but can generate gale force winds, as well as calm them. Windcalling is often used by 
mages who make their living guiding and powering ships on the open sea.

Charm (DC 9, 3 XP)
This allows a caster to use cast in place of the diplomacy skill. If the attempt fails, the GM may 
wish to make the target of the spell realize someone's been trying to charm them in addition to 
the negative effects normally associated with spell failure.

Create Flame (DC 9, 3 XP)
This allows the caster to create a small fire, roughly the size of a Human hand. It can be cast 
on anything within line of sight, though the farther away the spell is cast, the higher the 
chance of missing your exact target is, unless a visual aid like a spyglass is used as well. Once 



created, the flame cannot be controlled any more than a normal flame could. Mages who learn 
this spell often learn Suppress Flame first.

Detect Magic (DC 7, 2 XP)
This spell allows a character to see magical auras, which is useful for telling whether an item is 
magical or not. It can also be used to see if something is an illusion, though it doesn't actually 
let the caster see through the illusion. Higher check results reveal more information about the 
magic being used.

Dream Sending (DC 9, 3 XP)
With this spell a caster can send a dream to anyone in the world. The details of the dream are 
often hazily remembered, but usually a simple, important message can be relayed. This spell 
can also send nightmares to terrorize one's enemies.

Entangle (DC 11, 4 XP)
This spell functions like a Melee (Unarmed) check used to grapple. You roll an opposed check 
with the target you're trying to grapple. The range on this spell is line of sight, the same as 
Create Flame. Depending on where you cast the spell it might take the form of vines, rope, or 
simply litter.

Heal (DC 13, 5 XP)
Casting a heal spell on a creature can do one of two things: First, it doubles the creature's 
natural rate of healing for one week as though successful Trade(healing) check had been 
made. Second, a willing volunteer may allow one wound from their body to pass into the 
target's body. Whether the caster wants to give the injured character their own wounds, or 
those of a willing friend or even animal in some rare cases, is entirely situational. Some mages 
have made use of this spell to take a wound by force from another creature, who must make a 
Resolve check at a DC equal to the Resolve roll that cast the spell or lose the wound. This is 
considered incredibly immoral by most mages, and is prohibited by the Laws of Eight.

Illusion (Variable DC, 6 XP)
This spell makes a target think they see, smell, taste, touch, or hear what isn't really there.
Illusion is resisted by a target's resolve. Illusion spells should be heavily regulated by the GM. 
More unbelievable illusions have higher DCs. For example, making an illusory mouse might 
be DC 9, while making an illusory fountain of gold coins would probably be DC 15. 

Know Lies (DC 17, 7XP)
This extraordinarily powerful spell allows the caster to discern lies from truth. For one hour 
after this spell is cast, the caster can tell when someone is lying. This does not mean they can 
tell what the truth is, merely that they know when they're being lied to. No bluff check can 
ever conceal a lie that passes under the scrutiny of this spell. Only the caster themselves can 
be the target of this spell.

Lullaby (DC 11, 4 XP)
This spell puts creatures to sleep. Targets get to make Resolve checks against a DC equal to 
the result of the Resolve roll used to generate the lullaby. If they fail, they become unconscious 
for roughly eight hours. If they succeed they remain awake.

Marking (DC 7, 2 XP)



This spell allows the caster to inscribe a mark or message on a surface. The color of the mark 
is up to the caster, and once made, the mark is as permanent as any dye. If used for long 
periods of time, this spell can even be used to copy text. Many mages make a good living 
copying books with this spell.

Negate (No DC, 3 XP)
The negate spell allows a caster to suppress or dismiss another caster's magic. To do this, a 
caster must roll a cast check against a DC equal to the cast check of the other caster, almost 
like a combat roll. If they succeed, the other caster's spell is either suppressed (if the spell is a 
continuous effect, like call winds), or dismissed (as would be the case with an animate objects 
or illusion spell). Spells like lullaby and create flame can only stopped by suppressing a casters 
power preemptively, since their effects, once cast, are permanent and nonmagical (real fire, 
unconsciousness).

Order (DC 7, 2XP)
With a wave of your hand something becomes neat and tidy. This could be as small as a 
coiling rope, or as large as a organizing a room. This spell doesn't clean things, it merely 
arranges them in an orderly fashion. Many non-mages learn this spell to help with housework.

Pact (DC 15, 6 XP)
Pact magic is a dangerous and powerful spell. It allows two parties to make an agreement, that 
if broken, will have magically-triggered consequences. The two parties involved shake hands 
while the spell is cast, and both speak the terms of the pact, as well as the penalty if either 
should break it. Often this penalty is some sort of impairment until the terms of the pact are 
met (blindness, deafness, or muteness are all common choices). Many merchants will hire 
mages to perform pact magic for them during business deals to ensure the good faith of the 
other party involved. Pact magic is frowned upon by the Walkers in the Green, but doesn't 
technically go against the Laws of Eight.

Plant Growth (DC 11, 4 XP)
This spell can heal sick plants, increase the yield of an entire field of crops, or even make a 
single plant grow instantaneously. The better your check result, the better this spell works. 
Many Walker Shamans hold competitions using this spell to see who can grow the most 
beautiful, healthy plants.

Peacetie (DC 17, 7 XP)
This potent spell causes a single target to be incapable of violent acts for 24 hours. Any 
character attempting to commit violence against themselves or others must make a DC 17 
Resolve check or spend one round vomiting and continue to be affected by the bonds of the 
peacetie. If they succeed on the check, they are free to act, and the peacetie spell dissolves. 

Protection (DC 7, 2 XP)
This spell allows cast to be used for defense against Melee ( ), Throw, Archery, Shooting, and 
any kind of offensive magic. Roll as you normally would for defense, adding your Resolve 
modifier. If the result of your defensive check is lower than the the minimum DC to cast this 
spell (DC 7), then the spell fails and you receive absolutely no bonus on your defensive roll.

Rain Dance (DC 9, 3 XP)
This spell allows the caster to call a thunderstorm to themselves. It is most often used for 



agricultural purposes, but is sometimes used during war by ships in an attempt to wreck a 
vessel that's pursuing them.

Ritual (No DC, 5 XP)
Rituals are a way of enhancing spells. If a caster who knows a particular spell has the help of 
another caster who also knows the spell, they can reduce the DC of the spell. For each caster 
who participates in the ritual, lower the DC by one step (2 points. cannot go below DC 7). All 
casters participating in the ritual must have this spell talent, as well as the spell being 
performed. When performing a ritual, each caster must make a cast check at the new, lowered 
DC for the spell. If any casters in the ritual fail, the entire ritual falls apart. Often this results 
in a wild release of magical energy, the results of which are up to the GM.

Runes (No DC, 5 XP)
Runes are a way of storing spells. Scribing a rune on a surface can essentially store a spell so 
that when another character touches, passes by, or looks at the rune, they set off the spell. The 
trigger for the rune must be set when the spell is cast. This doesn't actually count as its own 
spell, but if a character wants to scribe other spells into runes, they must take this spell talent.

Sense Life (DC 9, 3 XP)
The caster of this spell can tell where living things are around them, even through walls or 
other physical barriers. They can sense the flow of life around them, and high check results 
can even determine what kind of life it is (Human, Dwarf, plant, animal, etc.).

Soul Ride (DC 11, 4 XP)
This spell allows a caster to “ride” inside the mind of another creature for a period of time. A 
successful casting of this spell allows the caster to view events through the senses of the 
“ridden” creature without the creature being aware of their presence. Some mages are able to 
direct the actions of creatures while “riding” by making an opposed Resolve check. If this 
check is failed, the connection is lost and the caster's consciousness returns to their body and 
they receive a wound. The Laws of Eight prohibit the use of this spell on sentient creatures. 
While the mage is “riding,” their body remains where it was when the spell was cast, and is 
treated as being unconscious.

Speak With Dead (DC 11, 4 XP)
This spell allows a mage to commune with the dead. Perhaps they want advice from an 
ancestor, or they're trying to solve a murder and want to ask the deceased some questions. 
Gnomish mages are often well-versed in this spell because of their religious upbringing, and 
many make a good living as mediums.

Spirit Walk (DC 7, 2 XP)
Spirit Walking is considered to be the oldest spell in recorded existence. It allows a caster to 
spiritually leave their body and walk, or sometimes fly around Torata without regard for 
physical objects. This allows them to move through walls or dense undergrowth, and is often 
used for scouting or spying. While spirit walking, a character is invisible to anyone who 
doesn't succeed on a DC 15 notice check, and cannot interact with physical objects. If the 
negate spell is cast on a spirit walking character, they are hastily returned to their body and 
take one wound. Spirit walking characters cannot enter warded areas. Ghosts can affect spirit 
walking characters, and vice versa.



Suppress Flame (DC 9, 3 XP)
This allows the caster to instantly extinguish a fire. The amount of fire that can be 
extinguished with a single casting is determined by the cast check result.

True Strike (DC 11, 4XP)
This spell, which takes a full round to cast, entitles the recipient to a reroll on their next failed 
Melee(), Shoot, Throw, or Archery check within 24 hours. If the reroll is not used within this 
period, the magic fades and the reroll is lost.

Ward (DC 15, 6 XP)
A warded area keeps people out. A mage may allow any number of people access through a 
ward, and can add more people to this number at any time they wish, but once a person is 
allowed to pass through the warding, they cannot be kept out again, except by casting the spell 
a second time. Characters not on the mage's VIP list must make resolve checks at a DC equal 
to the Resolve roll used to cast the ward if they wish to enter a warded area. Those who fail 
often forget what they were doing and move on to something else. 

Water Breathing (DC 13, 5 XP)
This spell enables the target to breathe underwater for one hour, at which time it must be 
recast.

Water Walking (DC 11, 4 XP)
This spell allows the target allow to walk on water as though it were ice (which means it's 
slippery and requires an Athletics check to perform complicated maneuvers on). This lasts for 
one hour, at which time it must be recast.



History
For ages the peoples of Torata have traded, fought, built, and traveled, shaping the face of the 

continent as they went. Many events have been lost to time, but these days most people keep 

the dates of the Dwarven Imperial Calendar, which begins at the formation of the Glorious 

Dwarven Empire. Some major events have been outlined below in a sort of timeline, with 

dates given in BE (Before the Empire) and YE (Year of the Empire). The current year is 47 YE.

Timeline of Events:

??? BE: Walkers in the Green formed by Wali

??? BE: Malachite Tower built, Magewright's Academy founded

??? BE: Mage Wars/Walker Wars begin

325 BE: Mage Wars/Walker Wars end with signing of the Laws of Eight

122 BE: Orcish Civil War Begins

117 BE: Orcish Civil War ends, Three Nations Formed

076 BE: Dwarven explorers, led by Murdoc Shippenson make landfall in Gnomish port of 

Kolya, first contact between upper and lower continent established.

064 BE: Gurna formed by Alek the Fist

043 BE: High King Rubidor imposes labor taxes to fill Dwarven national coffers

023 BE: Civil unrest grows in Dwarven Kingdom, work riots occur in many mines

014 BE: Eyeblight decimates Human  and Elvish populations in Nara/Phu'Ashuna.

005 BE: Brym Carrick and his Imperial Army seize control of the Dwarven Government 

      from and execute High King Rubidor, bloody civil war ensues.

001 YE: Foundation of the Glorious Dwarven Empire, First Dwarven Expansion Begins

004 YE: Gnomish Emigration begins

006 YE: Gnomish Emigration ends (2 years), First Dwarven Expansion ends (6 years)

012 YE: Construction of Thronsis begins

018 YE: Second Dwarven Expansion begins

025 YE: Battle of Oos Nehir marks end of Second Dwarven Expansion (7 years)



031 YE: Third Dwarven Expansion begins

033 YE: Brym Carrick dies. His son Gotfried Brymson (then 36) takes the throne

034 YE: Southern Torata Peace Accords signed, Third Dwarven Expansion ends (3 years)

035 YE: Lap'so Phat elected as High Magistrate, Anuan Isolation goes into effect

036 YE: construction of Thronsis ends (24 years)

037 YE: Hand of Mudil Forms in wake of Third Expansion

039 YE: Ebeneezer Krufka creates the Imperial Trade Fleet, hires Hand of Mudil as guards

042 YE: Children of Tanri launch failed assault on Oos Nehir

047 YE: Magistrate of Oos Nehir decrees slavery illegal in Dwarven colonies



Organizations
There are a number of prominent organizations whose actions shape the face of Torata. 

To become a member of any of these, your character mus have the Credentials talent.

Walkers in the Green:

The Walkers in the Green are an ancient organization, originally formed to protect the forest 
of Anu. Over time they have spread across Torata, and include members from every race. 
Little is known about them by outsiders, save that they are benevolent, helping travelers and 
people in need, and enforcing the Laws of Eight. Most consider it an honor to give shelter to a 
wandering Walker, though the Dwarven Empire has run a strong propaganda campaign 
against them.

Walkers often receive shamanistic magical training and can cast spells like heal, dream 
sending, spirit walk, and plant growth. Many also take the animal kinship talent.
To be a walker a person must undergo the initiation ceremony in the forest of Anu, a ritual 
that has stayed a closely-guarded secret for centuries.

Mariner's Guild:

The Mariners Guild is a very old organization of seafarers. It originated within Elvish society, 
but now encompasses many Dwarven, Gnomish and Human merchants as well. The mariner's 
guild sells insurance for merchants, fishers, and explorers, and offers safe havens with food 
and beds in many ports around Torata. Dues are 80 Grom per year, or a portion of the 
member's profits for the year.

Imperial Trade Fleet: 

The Imperial Trade Fleet formed in the wake of the Third Expansion, and is made up largely 
of captains who acted during the war as troop transports or cargo ships. The Fleet is one of the 
largest companies in Torata, and the power they wield is comparable to a small nation. 
Coupled with the fact that they hire the ruthless Hand of Mudil to protect their goods, their 
massive armada of cargo ships has made life difficult for independent Elvish merchants 
struggling to compete with the low prices the Fleet can offer customers. The Fleet is led by 
Ebeneezer Krufka, a merchant who made his fortune shipping supplies to the Imperial Army 
during the Second and Third Expansions.

Hand of Mudil:

The hand of Mudil is a mercenary group formed by former Dwarven soldiers in the wake of 
the Third Dwarven Expansion. They hire out muscle to various merchants and companies, 
and act as spies for the Dwarven government. They also fund research for military 
applications of magic at the Malachite Tower. The Hand of Mudil is known around Torata for 
being especially brutal in their tactics. They are led by the former Dwarven General Ragmoor 
Godricksson.



Children of Tanri:

A radical religious sect of free Humans living in the southern swamps, the Children formed 
from the remnants of the many warrior-priests that fought during the Third Expansion. The 
large amounts of angry, scared refugees left after the Dwarven sweep of Nara filled their 
congregations to bursting, giving them the political power they had never been able to achieve 
previously. Their main goal is to overthrow the Dwarven government and reclaim their land.

Gurna:

The Gurna started out as a small group of criminals living in the slums of Raugura. These 
criminals, led by Alek the Fist, quickly took over local politics and began to insinuate 
themselves into every aspect of Gnomish government, effectively creating a criminal empire 
within the framework of Gnomish society. When the Dwarves first invaded, it was the Gurna, 
not the Gnomish military, that finally pushed them back, securing a small territory in the west 
of Torata to call home. This area is now largely run by the Gurna, who are widely loved by 
most Gnomes for their steadfast devotion to their people, at least in the eyes of the public.

Hammerson Company:

The hammerson company is a Dwarf-run, continent-wide crafting dynasty. They are 
renowned across Torata for producing quality goods, albeit at a high price. They often work 
closely with the Runewright's Guild to mass produce magic items. The company is run by a 
board of directors, many of whom are also involved heavily in Dwarven politics, both in the 
north and south.

Runewright's Guild:

A group of mages and artisans that work together to produce astounding new magical 
technology, the Runewright's guild began as a small group of mages who made their living 
warding houses, calling wind for ships, and enchanting weapons and armor before battles. 
However, with the discovery of the mineral Loacite, they have been able to produce seemingly 
permanent runes that never fade or require more magical energy to run. This has led to a high 
demand for the mineral, and has drawn many new acolytes to their workshops. The 
headquarters of the Runewright's guild is in the Malachite Tower, alongside their sister 
school, the Magewright's Academy.



Special Items
While most of the objects found in Torata are similar to those of our world (albeit not 

very modern), a few bear special mention. The bulk of these are magic items, but others are 
plants or minerals that simply don't exist in our reality. It should be noted that to create any 
permanently magic item, some amount of loacite must be involved, though the amount varies 
from object to object. Prices are given in Dwarven Grom for the Marketplace in Oos Nehir.

Animated Object: This refers to a wide variety of inventions, all of which perform some sort 
of automatic function magically. Most are created by scribing an elaborate configuration of 
runes into the surface of the device and rubbing in a mixture of powdered loacite and juice 
from the fruit of a lantern willow. This gives the runes a tendency to glow a faint blue when 
the magic is activated. Notable Animated objects include:

Cleaning Broom (130G): This broom duplicates the effects of an “Order” spell, 
tidying up the designated area and putting itself away when it's done. A cleaning 
broom can clean a small house in roughly one hour, and has the added benefit of 
actually cleaning the surfaces it works on, rather than simply organizing them as the 
spell does.

Horseless Carriage (3,000G): this carriage moves on its own at a speed of up to 15 
miles per hour. No horse is needed to pull it, however it does still require a driver. The 
minimum Drive DC to operate a horseless carriage is 7.

Self playing instrument: There are many variations of this, but the three most 
common are the self-playing fiddle (900G), the autoharp (1,250G), and the enchanted 
flute (550G). These instruments play themselves whenever commanded to, and can be 
taught new songs. To teach a self-playing instrument a new song, a character must 
make a successful perform check and play the song with that instrument.

Compass (130G): A Toratan compass is a small sphere of loacite inside a slightly larger 
spherical cage made of wrought silver. The ball of loacite always pulls towards a spot 
somewhere in the Northern mountains, though no one has ever been able to reach it. The 
compass was developed by the Dwarves ages ago and treated as a child's plaything for 
centuries, as they did very little in the way of exploration. Only during the First Expansion and 
the invasion of the Lower Continent did the compass begin to be used as a navigational tool. 
As such, many Toratans are beginning to take a new interest in both cartography and 
exploration, both of which were previously difficult and unpopular fields of work.

Drugs: There are various drugs used across Torata, both recreationally and medicinally. 
While the Elves, Orcs, and Humans have very relaxed attitudes towards drugs, the Dwarves 
treat drug trafficking very harshly. The Gnomes are somewhat mixed on the subject.

Cala (10G): Cala is a psychoactive cactus that grows in the central portion of Nara. It 
is often used by Orc and Human shamans to achieve states of “higher consciousness.”

Gnomespice (20G): This mixture of spices and opium paste is smoked to give the 



user a relaxed feeling of numbness. It is also associated with strange dreams. Many 
Mages claim that Gnomespice “expands the borders of thought,” and use it to intensify 
their understanding of the magical world.

Pipeleaf (4G): A cousin of the hemp plants used to make rope and cloth, pipeleaf 
gives users a dreamlike high, and is very popular all across Torata. Orcs often use it to 
treat arthritis, and it grows well all over southern Torata.

Tanri Toplari (35G/Dose): This exotic drug is produced by the Humans in Swamp 
City. It's made from the roots of a psychoactive vine mixed with the leaves of a 
poisonous plant. When ingested, it gives many users what they describe as a “religious 
experience.” The Children of Tanri are well known for making use of this to get closer 
to their god. The production and sale of Tanri toplari is a the primary source of income 
for residents of Swamp City.

Duman Agaci Poison (2G/Dose): This poison is derived from the white, viscous sap of the 
Fume Tree (Duman Agaci in Dil). It is often used by human archers and some Jahli Orc 
warriors as a battle poison to coat arrowheads. The toxin will quickly stop the heart of any 
creature affected by it unless a DC 13 Resolve Check is made. If this check is passed, the victim 
falls unconscious for roughly eight to ten hours.

Lantern Willow Fruit (50G): These egg-shaped crystalline fruits of the lantern willow are 
prized all over Torata for their magical properties. The shell is a clear, rough crystalline 
material roughly the size of a Human head. To crack one open requires a DC 9 Athletics check. 
Inside there is a viscous blue juice that is used for numerous magical applications (drinking 
this juice grants a reroll on a failed cast check once a day for a week, but stains the lips and 
tongue a fluorescent blue and is mildly addictive). A tincture that contains three doses is 
usually sold for around 120G.

Lantern Willow Wand (45G): A wand made from lantern willow wood is a safety measure 
used by many casters to prevent failed spells turning on them. If a spell is cast through a wand 
of lantern willow, and the spell fails, the wand bursts into flame and is destroyed, rather than 
the spell being released wild or turning itself on the caster.

Loacite (100G/lb): Loacite is the foundation of magical technology on Torata. Without it, 
runes can only hold a magic item together for a short time. Raw loacite is a pale pink quartz 
crystal flecked with gold found deep in the northern mountains and the mountains of Mudil. 
It was originally ignored by the Dwarves, who found no use for it, and was thrown with the 
rest of the waste rock onto the beaches of the upper continent. Over time, ocean currents 
carried the mineral south. This led to deposits of loacite-rich silt in the eastern bay and the 
Kuvars River. The Orcs refer to this substance as magic mud, and it is used in many 
shamanistic rituals.

Longfinger Gloves (100G): Longfinger gloves are something of an oddity created by a 
Broga Sish in his later years. These gloves are dipped in a mixture of crushed loacite and juice 
from the fruit of a lantern willow while the magic is being imbued into them. At will, the 
wearer can extend the fingers of these gloves. Each finger has the strength of a hickory switch, 
and can extend up to three feet. This is often the first magical item new Runewrights are 
taught to make.



Magic Mud (30G/lb): Magic Mud is a loacite-rich silt harvested from the Kuvars river. 
Plants grown in Magic mud reach maturity overnight, and bear huge, delicious fruit.

Slavecatcher cuffs (300G): These manacles take the form of a small steel ball engraved 
with runes and studded with loacite. When thrown at a creature, that creature must make a 
defensive combat roll against the user's throw skill. If the target fails, they are bound hand 
and foot by the cuffs, which explode outward from the ball, snaking their way towards the 
target's wrists and ankles and then constricting to effectively hogtie them. 

Stones:Stones are the simplest kind of magic item. Most are just a chunk of loacite imbued 
with a particular spell, though some are set in special fixtures designed to amplify their power. 
Some examples are:

Food Stone (350G): This small, spherical piece of loacite, if swallowed, will sustain 
the user for 24 hours without food or drink. There is no limit to the number of times a 
single stone can be used. However, if the user wishes to make use of the stone again, it 
must be “collected” and (hopefully) cleaned off first. These stones were often used by 
Dwarven troops on the front lines of the Second and Third Expansions.

Farsight Stone (25,000G): These stones are extremely rare. Once built, they cannot 
be dismantled or moved, lest the magic binding the powerful magic to them should 
fade. Farsight stones are a large bunch of loacite crystals that have been driven into the 
ground at a particular location. These are then treated with a special blend of ointments 
and minerals that activate the latent spells stored within the runes engraved across the 
surface of the four-foot-high crystals. These crystals are made in pairs, and when one is 
touched, the user sees, hears, smells, tastes and feels as though they were standing at 
the other end of the connection, touching the other farsight stone. Two stones, once 
linked, cannot be reprogrammed. These are mostly used by governments and major 
organizations to communicate with one another across the continent.

Healing Stone: (4,000G): This rectangular bar of loacite duplicates the effects of a 
successful heal spell when worn on the body (doubling the rate of healing). It 
constantly emits a pale blue light, and smells of cinnamon. If crushed and ingested it 
will fully heal any diseases, and even grow back lost limbs, as well as restore any lost 
wounds to the user. This destroys it.

Negation Stone(3,500G): Negation Stones are easy to produce, but extremely rare. 
This is because they can only be made out of a loacite geode, a very rare natural 
occurrence that is limited by supply. Negations stones function like Sanctuary Stones, 
but for magic. Anyone attempting to cast a spell within 100 feet of a negation stone 
must make a DC 13 Resolve check or spend one round vomiting. If they fail they must 
also make a DC 7 Resolve check or pass out. These stones are often used during peace 
negotiations.

Revelation Stone(1000G): This stone is a thin sliver of loacite ground into a small 
round lens. While looking through the lens, the user of a Revelation stone can see 
through any illusion, no matter how powerful. They are popular among customs 
officers and important gate guards across Torata.



Sanctuary Stone (10,000G): This six-inch, squat hexagonal pillar of loacite is 
engraved with intricate runes and gilded with silver. Any creatures within 100 feet of a 
sanctuary stone must succeed on a DC 13 Resolve check to make any sort of attack (this 
includes magical attacks that would physically harm anyone). Creatures that fail spend 
one full round vomiting uncontrollably, and must make a DC 7 resolve check or pass 
out. Creatures that succeed have one round in which to attack before they must make 
another DC 13 Resolve check. These stones are often used during peace negotiations.

Water Breathing Stone (600G): As the name implies, this small, rough disk of 
loacite, when placed in the mouth, allows the user to breathe freely underwater. They 
are often used by exploration teams and non-Elvish treasure divers off the coast of 
Phu'Ashuna.

Wind Stone (4,500G): Wind stones are small ovals of loacite with a brass band 
around the center and a small slider, also made of brass, that can be adjusted around 
the circumference to increase or decrease the strength of the called wind as necessary. 
They were pioneered by Elvish sailors, and are most frequently used to propel ships 
against a prevailing wind.

Wandermap (150G): This relatively simple magic item is a square of animal hide that, 
when activated, begins to cover itself with a map of the area . A normal map is one foot wide 
and covers an area of roughly an acre. Larger maps may cover (and cost) more.

Watershoes (700G): Watershoes have special soles studded with chunks of loacite that 
allow the wearer to walk on water as though it were ice (this means it's slippery!).



Strange Creatures
Most of the flora and fauna of Torata is the same as our own world. However, there are 

some odd exceptions that roam the lands, seas and skies. Below is a list of strange creatures 
you may encounter during your adventures:

Amphisbaena: An amphisbaena is a snake roughly one to three feet long with a head at both 
ends of its body. They are most well known for their curious method of movement; one head 
hold the other's neck in its mouth and the whole beast rolls like a wheel. They can be seen 
rolling all over the Desert of Nim and parts of the central swathe. Amphisbaena skin can be 
ground up into a powder that, when eaten, acts as cure for fever. Amphisbaena are also 
venomous. Those bitten by an amphisbaena must make a DC 9 resolve check or become ill for 
one week, increasing the DC of all physical tasks by one step. This is a popular Gnomish 
poison.

Barnacle Goose: The barnacle goose is a strange creature. While it is, for all intents and 
purposes, a regular goose, its origins are something of an oddity; after these geese mate, they 
sit on the edges of ponds, rocky beaches or even docks, and cover the surface they sit on with 
barnacles. These barnacles eventually open to reveal tiny goslings. Barnacle goose is prized 
among the chefs of the lower continent for its flavorful blend of fishiness and gamey fowl.

Bunyip: Bunyips are a species of large, ox-like creatures with faces like pigs and large, 
serrated tusks. They are usually solitary, and can hold their breath for a long time. Often, they 
are found lying in wait around the shore of small watering holes or ponds in parts of Nara and 
the Forest of Anu, and will viciously gore anything they perceive to be a threat. Human and 
Orcish hunters have long prized their pelts as a mark of status, and bunyip are often roasted 
on feast holidays, when they can be found. All attempts at taming Bunyip for livestock have 
failed horribly.

Eidech: Eidech are large four-legged reptiles with sharp beaks and thick hide. They are 
frequently bred by Gnomes to act as beast of burden, and their hides are used as armor.

Facial Moss: This stringy green moss is often cultivated by Dwarves in their beards for 
aesthetic purposes. Some Dwarven doctors claim that the presence of moss in one's beard can 
help alleviate respiratory problems associated with mining.

Kiangji: Kiangji are a species of bird that steal life from sleeping victims by use of a natural 
ability similar to the “Heal” spell. They are large and black, with red crests on their heads and 
yellow hooked beaks. While their prey is sleeping they land gently beside it and begin to draw 
the life from its body. The target must make an opposed resolve check against the Kiangji or 
lose a wound. Kiangji will rarely drain more than one or two wounds out of a single creature, 
though they do often target previously wounded creatures, who die in the process. Kinagji live 
predominantly in the southern swamps around Phu'Ashuna and Nara.

Lantern Willow: These tall willow trees grow best in the northern section of the Forest of 
Anu. They bear a strange kind of fruit that has numerous magical applications, and their 
wood, roots, bark, and branches are often used in magical rituals. The fruit, when ripe, glow a 



vibrant blue color at night.

Remora: The remora is a small fish a foot or so long with an extraordinary ability: it can stop 
ships dead in the water. Many a sailor has come to an abrupt halt for no reason, only to find 
one of these little fish attached to the bottom of their boat.

Salamander: These fiery lizards are 3 to 5 feet long and live deep under the Northern 
Mountains. Their bodies are searing hot, and their skin flows like magma. 

Spirits: Spirits are all around. They are raw embodiments of magic and nature that roam 
Torata in various forms. There are many different kinds of spirits, but some of the more 
common ones are listed below:

Coal Mote: These small, round black sprites are little more than puffballs of 
condensed coal smoke. They are often found in mines, caves, or old buildings, and will 
flee at the first sign of movement. Touching one extinguishes it, leaving nothing behind 
but a sooty residue and a puff of black smoke.

Dryad: These tree spirits are bound to the forest of their origin. While they aren't fully 
sentient, they have an animal sort of intelligence, and often help lost travelers find their 
way home. If their forest is damaged, they often grow angry and exact retribution on 
whoever did harm to their beloved home. Dryads can sing wordlessly, but not talk.

Ferrum: The ferrum are iron spirits, found deep in some of the Dwarven mines. 
Ferrum are roughly the size of a Gnome, and made entirely of iron. Ferrum are violent, 
dangerous creatures with the strength of three Dwarves. They mostly inhabit 
abandoned mineshafts, and attack anyone who comes too close to their territory with 
animal ferocity. 

Ghost: Ghosts are the spirits of creatures left behind after death. They're not the 
actual creature themselves, rather they are a sort of emotional imprint left on the world 
by the creature's passing. Some ghosts are benevolent, some malignant, others neutral. 
Ghosts are unable to physically disrupt the material world, but their presence often 
interferes with magic. Some mages will bind ghosts in jars to keep as a sort of anti-
magic device, but this is generally considered to be extremely unethical, and the Laws 
of Eight prohibit the practice.

Harvest Folk: Harvest folk are mischievous spirits that flit around, inhabiting various 
vegetables in the fields. Sometimes farmers will see turnips climb out of the ground 
with little arms and legs, other times fruit trees will harass workers by swatting them 
with branches. Harvest folk only act malevolent when something is wrong in the area. 
Fixing the cause of the problem usually calms the spirits' wrath, and leaving a saucer 
of cream at the edge of the afflicted field will placate them until the issue is dealt with.

Nyad: Nyads are primarily river spirits, though they inhabit lakes, swamps, and even 
the ocean as well. The disposition of a Nyad depends on where they live. Nyads in the 
Pauzei River, for example, are carefree and happy, while those in the polluted Camur 
River are often irritable, smelly, and mean. Ocean Nyads are well-known among 
mariners for gathering around the prow of a ship as it cuts through the water and 



singing sweet songs to the sailors.

Olmem: Olmem are boulders of varying sizes with faces carved into them that roll 
about the Desert of Nim, seemingly unaware of their surroundings. Many a disgruntled 
wagon owner has returned to town on foot with a story about a six foot wide boulder 
that came rolling into their cart and scattering their cargo, sometimes even killing 
whatever poor beast of burden was pulling it.

Vegetable Lamb: This species of sheep do not give birth to live young. Rather, after mating, 
they plant a small seed into the ground. This seed grows into an enormous orange flower bud 
that, when opened, reveals a lamb. These flowers can be seen growing all over the northern 
steppes during the summer.

Wrinkle Dog: Wrinkle dogs are small, hairless dogs with loose skin. They wander the 
northern parts of Nara and the southern portions of the Forest of Anu. Because of their jaw 
structure, they always seem to be smiling. In fact, most Wrinkle Dogs are very good-tempered, 
though they have a fondness for roughhousing that gets them into trouble. When a wrinkle 
dog bites another creature they must make a DC 13 Resolve check. If they succeed, nothing 
happens. If they fail, however, all the hair on their body falls out, and their skin gets loose and 
wrinkly for one week. Scholars are still unsure whether this is venomous or magical, but either 
way, there seems to be no cure for it.



Disease
There are many maladies that can befall a Toratan. Below is a list of the more common 

ones, along with a description:

Bloodboil: Bloodboil is contracted mostly by animal bites, and causes the victim to break 
into a severe fever within hours of infection. This fever can last for a week or more. Characters 
who fail a DC 9 Resolve or Heal check (both can be tried, but only once each) permanently 
lose one point of Intelligence and Charisma (this cannot bring a score below 0). Characters 
who fail must also make a DC 7 Resolve or Heal check or die.

Eyeblight: This disease causes a horrific end for anyone infected, and at one point killed off 
more than a quarter of the population of southern Torata. Victims first notice an itching 
around the eyes that slowly becomes an unbearable pain. Some of the less fortunate patients 
have been known to gouge out their own eyes to relieve the pressure that builds up behind 
them. Eventually, the tissue of the eyes liquifies and the disease spreads into the victim's 
brain, killing them in  roughly two weeks. There is no known cure for eyeblight, save for the 
consumption of a healing stone, though the juice of the lantern willow will ease the suffering 
of the patient if rubbed into the eyes. Magical healing has no effect on eyeblight. Eyeblight is 
said to be contracted from looking upon evil deeds, but most physicians dismiss this as 
superstitious nonsense.

Footrot: To those in the southern swamps, footrot is a very real problem. When characters 
spend too much time in wet environments, they must make a DC 7 Resolve check each week 
or contract footrot. If not quickly treated by a healer and kept dry, footrot can lead to nausea, 
fever, the loss of feet, and possibly death.

Gill Ick: Gill Ick affects Elves, Pixies, Trolls, and Landfish. It is often contracted by 
swimming in contaminated water, such as that of the Camur River. If a DC 11 Resolve check 
isn't made after prolonged swimming in filthy water, victims experience a painful swelling of 
their gills, itching, and flaking of skin around the affected area. The swelling renders the 
creature unable to breathe through its gills for the next week or until treated by a DC 13 
Trade(Healing) check (or the Heal Spell), at which point the swelling takes a day to go down.

Yellowing Sickness: Yellowing Sickness is a disease that occasionally affects Orcs, Trolls, 
Goblins, and Hobs. The disease causes the chloroplasts of the afflicted creature to shut down, 
rendering them unable to photosynthesize their own food. If a creature has been largely 
photosynthesizing, their skin will turn from a deep green to a pale yellow. While this disease 
isn't a problem for most, the Walkers in the Green take it very seriously, as many of their 
members do not eat meat. It is not known how the disease is contracted. The disease can last 
for months in some cases. though magical healing will expedite this, mundane medicine has 
no way of treating Yellowing Sickness at present.



Religion
There are many different religions across Torata. The gods do not walk in physical 

form, but many who follow them are able to perform miracles in their names. Many scholars 
theorize this is a sort of emotional magic, but true believers “know” that it is the strength of 
their faith that allows them to tap into their religion's reservoir of power. Not all of the 
religions incorporate an actual deity however. The main beliefs are outlined below:

Mudil: Called the stoneshaper, Mudil crafted the world using his diamond fingers, carving 
out rivers and shaping the mountains. Then he created the Dwarves, his chosen people. To 
them he gave the gift of the upper continent and the mountains that bear his name. However, 
the other gods were jealous of Mudil's craftsmanship. They populated the lower continent 
with all manner of strange heathen creatures. Mudil had to leave Torata to fight them in the 
cosmos, where his people would not be harmed by any collateral damage. He promised he 
would return someday and left behind his laws, which laid the groundwork for the Dwarven 
legal system.

Tanri: The predominant Human god, Tanri is a god of retributive justice and favor for His 
people, as well as god of the sun. Many free Humans in the southern swamps worship Him, as 
well as many enslaved Humans, hoping He will exact vengeance upon their oppressors.

Kalam and Suri: The father and mother gods of the main Elvish religion. Kalam is the 
father, his gaze is the sky and he watches over all his children. Suri is the mother, whose 
womb is the salt sea. To her children she gives the gift of life and bounty. Kalam is stern, while 
Suri is gentle. Their union produced the land of Torata.

Arallu: Arallu is not a god, so much as a force. The Gnomes believe Arallu to be the collective 
consciousness made up of the souls of every Gnome who ever died. They believe that by 
currying favor with these spirits, the force of Arallu can be channeled by a skilled mage.

The Orcs see it somewhat differently. Orcish shamans of all three tribes see Arallu as a web of 
energy that underlies and connects all life on Torata. They use their magic to tap into this web 
and shift energy around, producing soul magic.

The Trickster: Many Shifters believe in this deific being. They claim that Mudil, Tanri, and 
Kalam are all the same god, whom they call the trickster, in different forms, causing the 
people of the continents to fight and squabble. They believe that only by going against the 
established religions can they ever hope to find happiness. This sort of anti-worship often 
causes them to be persecuted by the more zealous members of other races.



Notable Historical Figures
Throughout Torata's history there have been a number of important figures that have 

shaped world events. Below are listed some of the more noteworthy to have lived in the past:

Brym Carrick: The Dwarf who was single-handedly responsible for the creation of the 
Dwarven Empire. Born to a family of carpenters, he saw that the ruling elite of Dwarven 
aristocracy had become fat off the taxes they gouged from the lower classes. He led a large 
group of peasants in a revolt that would shape the face of Torata for centuries to come. After 
killing the then-high-king, Gregor Byrneson, he and his band of rebels assumed power and 
began radical changes to the Dwarven government that included a massive budget for science 
and military development. The first Dwarven expansion was his largest contribution to the 
Empire, which he believed should have the best of everything, even if that came at the expense 
of the other “lower races.” He had many children, though he chose Gotfried Brymson as his 
successor. Carrick lived from 42 BE until 33 YE, when he died in his sleep at the age of 75 
(relatively young for a Dwarf). His suspicious death was one of the main events that brought 
the Third Expansion to a halt. While many non-Dwarves despise him, most of his people 
honor his memory for the generosity and patriotism he showed during his life.

Alek the Fist: Alek the fist, born Aleksir Morovin, is the founder of the Gurna crime dynasty. 
Alek was the third in a family of six Gnomes that grew up in the slums of Raugura. Their 
father was a day laborer and a drunk, and their mother was a housekeeper. Alek had a rough 
life growing up, and often landed himself in trouble with the city watch. His ambitions were 
too great to be contained though, and he formed a small group called the Gurna made up of 
close friends. The Gurna began their forays into the world of organized crime with small 
gambling dens in the back rooms of several restaurants. Over time, they began to spread out 
and deal in other activities like prostitution and drug-running. Alek died at the ripe old age of 
83, defending his old neighborhood during the siege of Raugura in the First Dwarven 
Expansion. At the time of his death, he and the Gurna were treated by most of the Gnomish 
people as national heroes for their stalwart defense of the Gnomish people, both in war and in 
business.

Gresh: Gresh is something of a folk hero in Orcish culture. He was the founding member of 
the Walkers in the Green in eons past. According to the legend passed down from shaman to 
shaman, Gresh was so powerful he could cause entire fields to bear fruit at a wave of his hand, 
or call down lightning from a clear sky. Many of these tales are likely exaggerations, and the 
details have been lost to history, but many a Walker initiate looks to Gresh as a model of what 
to strive for.

Broga Sish: Broga Sish was a brilliant Gnomish Runewright who lived from 68 BE to 4 YE. 
He is well known across the continent for his many breakthroughs in the creation of 
permanent magic items using loacite. These include the watershoes, the negation stone, and 
the wandermap. After he saw what the Dwarves were doing with his creations, he returned to 
his home in Raugura to aid his people in the defense of their city. During the Siege of 
Raugura, his death at the hands of Dwarven soldiers was a rallying cry for the Gnomish 
people, especially the Gurna, who had loaned him the money to attend the Magewright's 
Academy many years prior. 



Notable Current Figures
Below are some of the powerful Toratans that are shaping the face of the continent in the 
present day. Some are politicians, others are wealthy, some are merely influential:

Mitra Bosh: The current leader of the Gurna, Mitra Bosh rose to his office because of the 
power vacuum left behind after the untimely death of his predecessor, Kardil Vlosui. Bosh is a 
ruthless but efficient leader, and wise to boot. Many in the Gurna suspect that he was behind 
the death of Kardil Vlosui, but none dare confront him about it. After all, what's done is done, 
and during the nine years of Bosh's leadership, the Gurna have waxed prosperous amidst the 
harsh western desert.

Hastalik: Little is known about the Human calling himself Hastalik, but many suspect he is 
the one behind many of the recent uprisings in the southeast. Hastalik is said to lead a 
particularly devout sect of Tanrins called the Children of Tanri.

Gotfried Brymson: Born in 3 BE just three years before the revolution, Gotfried was Brym 
Carrick's oldest son. When he was 36, his father died, leaving him to take up the crown and 
lead his people. Gotfried is much more business-minded than his father was, and upon his 
fathers death, he ordered the end of all hostilities in the Lower continent, signing the Elvish 
peace accords with Lap'so Phat, then a General in the Elvish army. His policies have, up until 
recently focused on heavy taxation of foreign goods to rebuild the treasuries his father nearly 
emptied with the Empire's expansions.

Ebeneezer Krufka: The powerful merchant Ebeneezer Krufka made his fortune shipping 
food and supplies to the Dwarven troops during the Second and Third Expansions. Many view 
him as a war profiteer, and indeed, once the war was over, he bought out many of the captains 
who had fallen on hard times once there were no more troops to transport around the 
continent. With these ships he created the Imperial Trade Fleet, a vast armada of cargo ships 
guarded by the ruthless Hand of Mudil mercenaries. He has been noted as saying on many 
occasions that “War makes for good business.”

Ragmoor Godricksson: One of the most well-known generals during the Second and Third 
Dwarven Expansions, Ragmoor is renowned for both his ferocity in battle and his unbridled 
cruelty. He leads the Hand of Mudil, a powerful mercenary army that is often employed by the 
Dwarven Empire and the Imperial Trade Fleet. His services are also frequented by other rich 
merchants looking to keep their cargo safe.

Lap'so Phat: A prominent General in the Elvish army during the Third Expansion, Phat 
became a hero to his people when he signed the Elvish peace accords with Emperor Brymson. 
Within a year he was elected to the position of High Magistrate within the Elvish government, 
and he has focused most of his efforts on strengthening the Elvish military and city watches, 
which he believes were too soft, leaving them unprepared for the Dwarves' invasion.



Money
Although most of Torata barters, there are two units of formal currency: the Dwarven grom, 
and the Elvish dhang.

Grom:

Grom are octagonal coins roughly the diameter of a plum, made of steel. On one side they 
feature a portrait of the first Emperor, Brym Carrick. On the other is a picture of the Imperial 
Crest (which features a badger on an anvil with two crossed axes behind it, all on a cask of 
ale). Grom are sometimes referred to as 'badgers' because of the crest on the reverse side of 
the coin.

Stropel are the smaller denomination of grom. Ten stropel are equal to one grom. Stropel are 
small hexagonal coins made of brass, roughly the diameter of a grape. On the front is a picture 
of the Imperial palace at Thronsis, and on the reverse is a Dwarven hand holding a pickaxe.

Dhang:

Dhang are teardrop-shaped copper coins, roughly the size of a strawberry. An ornate design 
made up of bamboo stalks decorates one side, while the other features a single lotus flower. A 
small raised edge borders both sides.

Lop are the smaller denomination of dhang. There are four lop to a dhang. Lop are small brass 
circles with a square hole through the middle. Both sides are decorated with an elaborate 
geometric pattern.

Conversion Rates:
Thought he exact value fluctuates with the market, 2 dhang are roughly equal to a grom. 

Below is a list of prices for some common objects. Prices are given in grom (g) and stropyl (s) 
for the marketplace in Oos Nehir. When using the Slow Method of Item generation during 
character creation, you may purchase things from this list. If an item you want isn't on the list, 
and it fits with the setting, ask your GM to pick a price. Generally speaking it's a good idea to 
pick a price close to something similar if possible (i.e. a warhammer might cost around the 
same as an axe, even though it isn't listed)



Travel Gear

Item Price
Backpack 35g

Blanket, Wool 5s
Burning Glass 25g

Coin Purse 1g
Flint & Steel 7g
Straw Mat 5g
Sun Hat 5g

Traveling Cloak 7g
Tent (2 person) 55g

Wine Skin 10g

Food

Item Price
Bread, Barley Loaf 5s

Cheese, Wheel of Gnomish Kaseh 1g2s
Candied Jelly Fungus 2s

Dumpling, Fish Paste and 
Lemongrass 1s

Egg, Pickled (3) 1s
Hazelnuts, Shelled (1 pound) 6s

Kebab, Vegetable Lamb 1g
Milk, Goat's (Skinfull) 3s

Pickled Eel, Jar 7s
Pie, Glow-worm and Fire Ant 6s

Salted Cave Trout 4s
Sharbat, Lemon & Rose (cup) 5s

Soup, Pho (bowl) 2s
Strudel, Earthworm 1s

Winewater, Elvish Mint (Skinfull) 2s
Wine, Elvish Mint (Bottle) 4g



Animals/Vehicles

Item Price
Camel, Riding or 
Pack 250g

Carriage 450g
Cart, Bamboo 25g
Dog, Guard 40g
Eidech, Pack 300g
Pony, Riding or Pack 200g
Ship, Elvish Tau 2500g
Ship, Reed Basket 150g

Weapons

Items Price
Arrows (20) 2g

Axe, Dwarven 75g
Bow, Elvish 15g

Bow, Orc Hunting 35g
Club, Human 10g

Hmong, Elvish 15g
Klingye Razor, 

Gnomish 10g

Armor

Items Price
Bamboo-fiber, Elvish (Medium) 150g

Camel-hide, Human (light) 30g
Deerskin Jerkin, Orcish (Light) 20g

Eidech-hide, Gnomish (Medium) 90g
Platemail, Dwarven (Heavy) 300g

Scalemail, Dwarven (Medium) 200g



Trade Goods
Item Price
Barley 5s/lb
Copper 2g/lb
Goat 30g/head
Iron 3g/lb
Ivory, Eidech 20g/lb
Loacite 250g/lb
Rice 3s/lb
Salt 1g/lb
Vegetable Lamb 60g/head



Language
There are four languages spoken throughout Torata, though there are regional dialects 

as well. The base languages are listed below. Each character begins play with one language as 
a free Polyglot Talent to represent their native tongue. It should be noted that any character 
who wants to be able to read must take the literacy talent for the appropriate language in 
addition to the Polyglot talent. The literacy rate on Torata is relatively low, except in Elvish or 
Dwarven culture. Many people find good work in acting as translators or even transliterators. 

Brigga: Brigga is a clumsy-sounding, guttural language with its own alphabet, spoken 
primarily by the Dwarves. Many people have a hard time learning it if they didn't grow up 
speaking it. Conversely, many Dwarves find the “lower languages” difficult to pick up. Brigga 
is divided into two main branches, high Brigga and low Brigga. High Brigga is spoken by 
politicians, wealthy merchants and artisans, and high-ranking military officers. Low Brigga is 
predominantly spoken by slaves, street vendors, laborers, sailors, and low-ranking military 
officers. Low Brigga is to high Brigga as Cockney is to British English; the two can still 
communicate, but low Brigga annoys speakers of high Brigga.

Ngongu: Ngongu is a twangy, sharply accented language spoken primarily by Elves. It is 
often spoken by sailors and merchants in the south, as well as by Mages (Ngongu is the 
predominant language of the Runewrights and Magewrights. Ngongu uses the same alphabet 
as Dil and Limba.

Limba: Limba is the language of the Gnomish peoples, as well as the Namyi tribe of Orcs. It 
is common for Gnomish animal herders, farmers, and merchants to speak Limba. Limba is a 
hard, cutting language that uses the same alphabet as Dil and Ngongu.

Dil: Dil is the language of free Humans and the Jahli and Al'Barid tribes of Orcs. It uses the 
same alphabet as Ngongu and Limba, and sounds fluid, airy, and slightly nasal.

A note: the word for “world” in every language is Torata. Scholars have yet to figure out why.



Holidays
While there are countless local feasts and regional celebrations across Torata, some are 
celebrated more widely. These are listed below:

Feast of Mudil – Once a year, Dwarves from all across Torata raise a cup to their god in a 
three-night, two-day hulabaloo of drunken debauchery. Gifts are exchanged between family 
members, and many Dwarves hold weddings on this holiday. The Feast of Mudil begins three 
nights before the double-full moon.

Lamp Night – This Nisip Gnomish festival celebrates the spirits of the departed, and is held 
four times a year at each new moon, though the largest is during the double-new moon (The 
darkest night of the year). Many make use of talented Gnomish mages to speak with their 
dead ancestors for advice and blessings. The festival is marked by the lighting of thousands of 
colored lanterns and feasting.

Night of Bounty – This festival is held whenever the Dyaluri Gnomes have a particularly 
abundant harvest. There is a night of feasting, music, and dancing. Many Gnomes wear bright 
colors during this festival, in contrast to the Dyaluri's habit of dressing in somber earthtones.

Race of the Three Rivers – This annual festival is a week-long boat race from Oos Nehir 
down the Mobung River to Songhemnui. Once a Human-Elvish peace festival, it is now used 
to signify the trade agreements that bind the Dwarven and Elvish peoples.

Tree Day – Once a year in the spring, all three tribes of Orcs spend a day honoring the trees 
of the Forest of Anu. Trees are decorated with garlands of woven cloth and beads, shells, or 
paint. No lumber may be cut, and no fruit may be picked on Tree Day. Dryads have been 
known to hang around at the edge of Tree Day gatherings and dance when music is played.



Laws
Various sets of legal statutes exist that govern different areas of Toratan life. The most 
prominent are listed below:

The Laws of Eight – This set of eight statutes was set forth at the end of the conflict known 
either as the Mage Wars or the Walker Wars depending on who you talk to. The Laws of Eight 
are designed to keep magic users from doing harm with the tremendous power they wield. 
They are as follows:

Law the First: Do not cause harm with magic, save in defense of life.

Law the Second: Do not attempt to create life with magic.

Law the Third: Do not attempt to bring back the dead, for they are done their mortal toil.

Law the Fourth: Do not attempt to achieve immortality through magic.

Law the Fifth: Do not use magic to invade another's mind.

Law the Sixth: Do not use magic to steal from another, except in defense of life.

Law the Seventh: Do not use magic to hold another captive, except in defense of life.

Law the Eighth: Any who break these laws shall be given a trial, where at least one Walker 
in the Green and one Magewright are in attendance. If they are found guilty, they shall be 
swiftly executed. If they are found innocent, they shall be free.

The Dwarven Legal Code – while the laws of the Dwarven Empire are too numerous to 
list here, some of the major points have been outlined below:

Murder – illegal, save in self-defense or defense of property
Slavery – legal, except for Dwarven citizens and Elves (elves exempted under the Southern 

Torata Peace Accords)
Theft – illegal, punishable by death
Prostitution – legal, as long as it is regulated and taxed like any other business
Gambling – illegal
Drugs – all but alcohol and pipeleaf are illegal

The penalty for breaking any law (with the exception of Theft) is slavery in the service of the 
Empire. Many of these slaves are sent into the most dangerous mineshafts or shipped to the 
frontiers of the Empire to help with construction or border patrol. Only the wealthy usually 
receive trials, the poor are often simply tossed onto the next slave caravan.



The Elvish Legal Code – As with the Dwarven Legal Code, the Elvish laws are too 
numerous to list here, and the main points have been highlighted below with their penalties 
should the accused be found guilty:

Murder – illegal, save in self-defense (jail)
Slavery – illegal (jail)
Theft – illegal (jail or pay the victim twice what was stolen)
Prostitution – illegal (fine)
Gambling – illegal (fine)
Drugs – all legal except for gnomespice and Tanri Toplari (jail for dealing, fine for posession)

Gnomish, Human, and Orcish nations - The Gnomish peoples living in the Western 
deserts and the free Humans living in the Southern swamps have legal codes that are so 
loosely enforced and rife with corruption that they might as well not even apply. Orcish law 
varies wildly by tribe, but all tribes follow the laws of Eight.



Plot Hooks
Below is a list of sample plot hooks you may want to use to kickstart your adventure in the 
world of Torata. Some are more specific than others:

1: thieves have stolen the crown jewels of the Dwarven Empire

2: a new kind of Tanri Toplari has been leaving addicts dead in the streets of Oos Nehir

3: an explorer has returned from the Northern Mountains with a small sample of incredibly 
pure Loacite and promises of more if someone will fund her expedition

4: a small fishing village is suddenly plagued by angry Nyads

5: rioters in Songhemnui have begun protesting the heavy taxation of the Elvish island 
colonies and lobbying for secession

6: the party is wrongly accused of a crime and sent to work in the mines

7: strange earthquakes and collapsing ground have lead to the discovery of a mysterious 
underground tunnel

8: a mariner returns to port with tales of an extraordinary island to the west of Torata, no one 
believes him until he produces the skull of a creature never before seen on the continent

9: an outbreak of Eyeblight has begun spreading in the forest of Anu

10: a former member of the Gurna divulges to authorities that an alliance is being formed with 
the southern Humans in the drug trade

11: rumors of war are whispered across Torata
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Inspirations:

The Hobbit / The Lord of the Rings – J.R.R. Tolkein
Discworld Series – Terry Pratchett

Eberron – Keith Baker
The Anime of Hayao Miyazaki

Lucifer – Mike Carey
Hellblazer – Various Authors (Notably Alan Moore, Warren Ellis, and Mike Carey)

Sandman – Neil Gaiman
The video games of Shigeru Miyamoto

Countless European, Middle-Eastern, African, Mediterranean, Asian, Indian, Slavic, Celtic, 
Norse, Native American, Aboriginal, and South American Myths and Folktales.


	Elf x Gnome: Pixie
	Elf x Orc: Troll
	Elf x Human: Landfish
	Gnome x Orc: Goblin
	Gnome x Human: Halfling
	Orc x Human: Hob

