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Foreword 

I was first introduced to D&D 3.5 when I was a little past ten 

years old by some close friends, I became enamored with the 

limitless potentialities and powerful tools that could transform 

the figments of my imagination into something tangible: an 

experience that many could share at once. 

 

Today, over ten years and two more editions later, I have 

expanded my collection of RPGs across numerous editions and 

genres: I’ve played 4th and 5th edition D&D, examined Burning 

Wheel and Mouseguard, delved into Worlds of Darkness and 

Shadowrun, gone guns blazing through Deadlands and Only 

War, and explored the cosmos and gone mad in Eclipse Phase 

and Call of Cthulhu. With every new ruleset and setting there 

are new ideas to discover, new mechanics to enjoy or balk at. 

Nonetheless, I find 3.5 to still be my favorite version of D&D. I 

have adapted and integrated many of the additions from Paizo’s 

Pathfinder revisions to my games, but there’s something about 

the illustrated-metal-and-leather covers of those earlier tomes 

that draws me in. 
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As I explored more and more RPGs, and returned again and 

again to the d20 system, I began to feel the pangs 

of dissatisfaction. Even with all the variety, and all the tools, I 

was beginning to feel like I was doing the same thing over and 

over again. Within my group(s) of players I was often the GM, 

and I was that one GM who really cared about crafting a good 

story (or at least I was less interested in goofing off all the time). 

Perhaps time will prove me wrong, but I like to think that I was 

pretty good at developing a narrative without railroading, and I 

like to think that PCs could get invested in what was happening 

in my games. But for all the imagination I could pour into a 

world it always felt shallow - every world was designed for a 

game, and then discarded when we felt we had finished a 

campaign. The characters became gimmicks; players chose 

increasingly obscure classes and races just for the novelty of 

doing so. There was nothing to ground the world of the game, 

nothing to keep people coming back. 

 

So, two years ago I decided I was going to make 

a “complete” setting. Not complete in the sense of it being a 

whole planet, because the New Lands aren’t that, nor complete 

in the sense of it being a new rule set (though one day I would 
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like to add more original mechanics), but complete in that it 

would be a distinct setting that a player could return to. A setting 

that had a flavor to it, a flavor that one could crave and say “I 

feel like playing another New Lands game.” Over a full year I 

developed the first draft of this setting. I played it with my college 

friends and the feedback was very positive. Throughout 

the ongoing campaign (one that we are still playing) I have 

continued to adjust and expand the world of the New Lands.  

 

What you hold now in your hands is a revised and expanded 

edition of the original document I gave to my friends when I had 

them make characters for this setting. It includes a rough outline 

of the world, the roles of races and classes, and the few new rules 

that deviate from your standard D&D game. It is still a rough 

work, one that I want to continue expanding, but the basics upon 

which I have built my own New Lands sessions are all here.  

 

The New Lands won’t be for everybody. The tone is built 

around darkness and horror (Ravenloft was an obvious 

inspiration, as was the Call of Cthulhu line of games), but in 

order to build the atmosphere of hopelessness and despair, and 

to make the world distinct, I found it necessary to restrict before 
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I could expand. Most of this book is flavor text and description, 

but the few mechanical changes present are significant. 

Alignments, races, classes, and magic have all been adjusted, 

often in ways that weaken the player. It may seem odd to do this 

given that RPGs are, in many ways, based upon the freedom of 

the imagination, but I firmly believe that working within the 

bounds of limitation will produce better, more original results 

than working with complete freedom. Haven’t we all had a game 

ruined because that PC just couldn’t resist pulling out that one 

splatbook that just didn’t fit the campaign? Or because the GM 

shoehorned an idea that was too good to pass up, even though 

it should have been used somewhere else?  

 

So here are the New Lands: rough and unpolished as they might 

be. This book may paint the campaign setting in broad strokes, 

focusing more on history, culture, and atmosphere than rules 

and numbers, but perhaps that could be a boon in disguise. 

After all, with fewer mechanics the world is more open to 

personalization, and it shouldn’t be too hard to convert the 

setting into another system for those who don’t much care for 

d20.  
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The New Lands will certainly change as I continue to work on 

it, but this is the first version I made and the first version I played 

with my friends. If you find the version of the New Lands in this 

book difficult, or even unplayable with your group, then I hope 

it may at least be a little inspiring or a little novel. I hope that in 

its dark, murky, waters you may see the glimmer of something 

fun and exciting. And even if you pass by the New Lands, you 

can bring that creative glimmer into the next land you explore.  

 

- P H Higgins 
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From the Book of  Emergence 

Before What Is there was the Outside, then the Outside was 

Nothing and All, and blackness ruled. 

 

Then, the Outside, by its own hand, hewed itself, part from part, 

so that the sameness was broken.  

 

The pieces - which called themselves the Gods - being born of 

separation, likewise desired to create. 

 

But, as creatures of the Incomplete, they could only create 

through conjunction. 

 

The Gods learned to intertwine with one another, and so birth 

new matter. 

 

This matter, likewise born from separation, sought to create. 

 

And so all that is seeks to pair, and create new matter, and all 

that is will continue forever until it is returned to the Outside.   
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The Gods, possessing a myriad of forms, have mated and sired 

all forms of Nature, for all that is high and all that is low is birthed 

from the Gods.  

 

Ria, The Great Crystal, possessed the form of beauty and life.  

 

Cel’Ruib, the Absent Father, possessed the form of 

imperfection and death.  

 

In their intertwining, so was the purity of crystal shattered and 

marred with death, fragmenting Ria into all we perceive.  

 

As all we perceive is made from Ria, so is it capable of 

perfection.  

 

As all is made from Cel’Ruib, so is it haunted by imperfection.  

 

As all we perceive is made from Cel’Ruib, so is it capable of 

creation.  

 

As all is made from 

Ria, so is it capable of nurturing.  
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As all is born from separation, so must we die.  

 

As all is born from intertwining, so must we reconnect.  

 

And so all will return to the Outside. 
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Warnings & Welcomes 

“The beginnings and ends of shadow lie between the light and 

darkness...” 

-Leonardo da Vinci 
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 The eyes of the wretched gaze. The whispers of the lost 

surround. These are the New Lands. 

 

Here, Evil and the Unknown is as tangible as flesh and as 

incorporeal as breath. Beasts prey upon men, the dead ascend 

from the soil, and nature itself seems in- tent on absorbing the 

world. But where there is a threat, there are always those who 

will fight it. And where there is an opportunity, there are always 

those who will grasp it. While the New Lands breed danger and 

despair, they also contain untold promise: promises of 

fulfillment, of riches, of glory. Promises of hope. Whether that 

hope bears fruit depends upon the will and want of the few brave 

enough to act upon it. 

 

The New Lands is a campaign setting for those that wish to delve 

into the dark potentialities of a fantasy world; they are 

dangerous, harsh, and unforgiving. Here, the greatest threats are 

not dragons or armies, but the insidious seeds of madness and 

the allure of corruption. There are great powers at work in the 

New Lands, powers known to few and understood only by the 

mad. Heroes must be prepared for small victories and great 

sacrifices to survive. But with great risk, comes great reward. 
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Roleplaying is elevated to even greater importance in the New 

Lands. The forces of darkness love a bargain, and pacts with 

elves, witches, and even greater powers can yield great rewards 

or terrible curses. It all depends on what you say, or what you 

think you said. Even in mundane conversation, who you are, 

what you believe, and what you say will have a great effect. 

Walking one path will provoke the ire of another. Even your 

class and your abilities will shape the way others perceive you. 

 

Your faculties will be tested, as will your very sanity. The New 

Lands will change you, twist you, warp you and whittle you 

down. Remember your quest, adventurers, even if it the petty 

pursuit of gold, for that hope may well be all you have left when 

you are done here. 

 

Welcome, travelers, to the New Lands. 
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Understanding the New Lands 

“I do not judge, I only chronicle.” 

- John Singer Sargent 
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WHAT ARE THE NEW LANDS? 

The New Lands are the name given to the newly discovered 

Northern Continent. It is made up of three different colonies - 

Curelsed, Yûevellin, and Harthkatha - as well as a sort of no-

mans-land called The Coalition. The colonies are all part of the 

Telurian Empire, also known as the Homeland, which rests 

across the seas to the South. While the history, policies and 

politics of the Homelands can play an important role in the New 

Lands, it is not intended to be the setting for adventures. 

 

While the Empire is technologically advanced, with 

metropolises and great armies, the New Lands only receive 

occasional support from the Empire. The colonies work to 

provide raw goods (metals, wood, food, dyes, etc.) and are 

reimbursed with finished products (furnishings, weapons, and 

clothes) as well as military protection. For the most part though, 

the newest Imperial goods and inventions only find their way 

into the hands of the wealthiest inhabitants of the colonies. The 

Empire isn’t too concerned with the problems the inhabitants of 

the New Lands face. It takes a long time for word to reach across 

the ocean, and few travelers have the social clout to address 

these problems. The horrors of the New Lands - the migration 
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especially - are often chalked up to exaggeration and the 

superstition of uneducated colonialists. 

 

WHO LIVES HERE? 

If the New Lands are so dangerous, then why does anyone live 

there? Opportunity, is one answer, desperation another, though 

they might say they’re the same thing. For the last 800 years the 

Homeland has existed under relative stability. While this is good 

for those already well-off, it makes for slim pickings for 

adventurers. The stability of the Empire has also stifled 

opportunities to climb the social and economic ladder - peasants 

can expect to re- main peasants all their lives in the Homeland. 

The New Lands represent opportunities both for the destitute 

and for those of questionable professions. Clerics, Paladins, and 

Inquisitors also have reason to explore the new territories. 

Religious dissenters go to the New Lands to seek safety, and the 

Church is all too willing to follow in their stead. Religious types 

may also seek to simply reduce the suffering of the poor and 

destitute, or offer physical and spiritual healing against the dark 

forces that reside in these parts. After three hundred years of 

development there are plenty of new native colonialists, 

adventurers need not come from the Homeland. Young 
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farmers pick up arms to defend their village. Clever locksmiths 

become master thieves. Studious noblemen take up the practice 

of magic, while their jealous servants make foul bargains for 

similar power. Neither the eyes of the Empire, nor the threat of 

the Migration have stopped people from living their lives in the 

New Lands, and the new culture has bred new heroes to protect 

it. 

 

DENIZENS OF THE FOREST... 

There are no known natives to the New Lands, aside from the 

mysterious Elves, Gnomes, and Druids. These beings don’t 

seem to reside outside of the Forest, nor do they seem to have 

any understanding of culture or morality. The fey are 

ubiquitously feared by all except for the foolish and insane. 

Their motives are unknown, if they have motives at all. Perhaps 

they are driven by instinct or some other power. 

 

Few have encountered Fey physically outside the Forest, though 

they sometimes venture around its borders. They are whispered 

to have the ability to enter dreams, but few can prove that a 

dream-encounter with an Elf is anything more than a normal 

nightmare. Fey are known to have their quirks - they have a 
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penchant for striking deals, but these aren’t simple matters of 

contracts or gold. A deal with a Fey is an abstract affair, one 

might trade their smile for an inexplicable allure, or their love 

in return for the safety of another. But even the craftiest 

adventurer should remember that the power of the deal rests in 

the Fey - they alone interpret the spoken contract - and more 

than one hopeful has found their desires twisted into a horrible 

curse. 

 

THE MIGRATION AND THE AGE OF NIGHT 

To the North of the Colonies lies the Eternal Forest - an 

expansive wall of colossal trees that none have mapped. The 

name “Eternal Forest” is not meant as exaggeration, the only 

way out from the foliage seems to be the way you entered, and 

you will always be much worse for the wear. The workings of 

the Forest are a mystery; all that is known is that it is the source 

of all Fey and all monsters. It also seems to have some sort of 

connection to Undeath and perhaps even to the very source of 

Magickal power. 

 

The Forest is also known to obey certain strange patterns; the 

foremost of these is the Migration. The Migra- tion occurs about 
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every thirty years and lasts the equivalent of three years. During 

this time an unstoppable wave of monsters descends from the 

Forest to lay siege to the Colonies. The Migration has never 

been stopped, despite the best efforts of the Rangers, but it can 

be weakened at its initial surge. During these three years the 

cities of the Colonies are forced to shut themselves away while 

unnatural creatures loom beyond their gates. Individual 

travelers or small groups may risk travel, but they must expect 

to face traveling bands of monsters, or the Druids that command 

them. 

 

The Migration is always preceded by the Age of Night, an 

ominous celestial event that only effects the New Lands. During 

this time, the sky is bruised by dark shades of red and blue, stars 

appear, and a massive moon hangs above the Forest. The Age 

of Night lasts the entirety of the Migration. There is still a 

day/night cycle of sorts in an Age of Night - the “day” still has 

enough light to see without problem, but it is tainted with the 

perpetual shadow of twilight. The “night” is much like any other 

night - but the unnatural stars and moon are al- ways staring 

down. It is possible to grow crops during this time, but the threat 

of the Migration means most farmers will have abandoned their 
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lands for the safety of the cities. During the “Age of Day” (the 

30 years be- tween Migrations) the colonies will stockpile food 

and repair their lodgings, making ready for the next inevitable 

assault. 

 

Some watchful individuals claim that the damage from the 

Migration - and the length of the Age of Night - are increasing 

bit by bit. Some from across the seas even claim that the Age of 

Night has recently been seen on the horizon. Nobody pays 

much thought to these claims, whether out of true skepticism, 

or out of fear for what they entail remains to be seen. 

 

RANGERS AND THE COALITION 

The area outside of the Eternal Forest doesn’t belong to any one 

colony. Instead, it is maintained by The Coalition - a 

combination of Colonial forces, donated to help keep the Forest 

in check. The bulk of the Coalition’s force is maintained by the 

Rangers, a paramilitary organization made up of volunteers who 

specialize in fighting monsters and undead. During the Age of 

Day the Rangers serve as sheriffs in the frontier towns, helping 

rebuild after the Migration and maintaining order. They also 

help uncover and destroy potential “sleeper agents” that the 
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Migration may leave behind - lycanthropes, undead, and 

shapeshifters are a common fear in the colonies. 

 

While the Rangers are technically part of the Telurian Military, 

most of them see themselves as an independent entity. After all, 

the Rangers are unique to the colonies. Many Rangers are so 

used to working independent of any supervision that they will 

purposefully ignore orders from the military leaders that are 

supposed to command them. Some even ignore orders from 

the Rangers that command them. Unfortunately, this 

independence may take its toll. Loyalist cities have threatened 

to withdraw their forces from the Coalition if the Rangers don’t 

start taking into account the demands of the Empire. Fringe 

cities claim that they are in greater need of protection and that 

the Imperial military isn’t willing to help smaller settlements. If 

the loyalists with- draw support it could mean civil war, or worse, 

an unopposed Migration. 

 

WHO GOVERNS THE NEW LANDS? 

The Empire is primarily monarchic, but the sheer size of its 

borders has demanded use of more democratic methods from 

time-to-time. Each colony has a Duke, and Imperial nobleman, 
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who rules the colony “in the Emperor’s stead.” While the 

Emperor is technically to have final say in all affairs of the 

Empire, it is the Dukes who manage most of the broad policies 

of their domains. Smaller territories within the colonies usually 

have a governor, and cities have a mayor. These individuals are 

not elected, but are given their titles by the Duke. Smaller cities 

that are far from the grasp of their Duke often give their mayoral 

powers to individuals of power within the local community. 

Other times the Mayor is simply a knight, veteran, or nobleman 

who was granted land and title for their services to the Emperor 

or Duke. 

 

It may seem odd to some that nobility exist in the New Lands - 

why would individuals of high birth come to such a dangerous 

place? Some were sent directly by the Emperor to help manage 

the colonies (or to get them out of his hair). Others are so out-

of-touch with reality that they come purely for the romance of 

it, seeing the danger of the New Lands as some kind of masque 

to revel in. Smaller nobles, well aware that they will never have 

any real power in the political labyrinth of the Homeland, come 

to the New Lands knowing that titles are far more scarce and far 

more valuable. Nobles with businesses may come to establish 
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factories, plantations, mines, or other sources of income. Still 

others may have an honest longing for adventure, or a desire to 

do good, and come to live the generous life of an adventurer. 

Needless to say, few nobles have received what they expected 

from the New Lands. 

 

POLITICS 

While the Empire is technologically advanced with 

metropolises and great armies, the New Lands only receive 

occasional support from the Empire. The colonies work to 

provide raw goods - metals, wood, food, dyes, etc. - and 

reimbursed with finished products - furnishings, weapons, and 

clothes - as well as military protection. For the most part though, 

the newest Imperial goods and inventions only find their way 

into the hands of the wealthiest inhabitants of the colonies. The 

Empire isn’t too concerned with the problems the inhabitants of 

the New Lands face. It takes a long time for word to reach across 

the ocean, and few travelers have the social clout to address 

these problems. The horrors of the New Lands - the migration 

especially - are often chalked up to exaggeration and the 

superstition of uneducated colonialists. 
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Needless to say, tensions are rising between the New Lands and 

the Empire. While some cities relish the protection and goods 

of the Homeland, others feel left out and abandoned. Recently, 

movements have begun to crop up (particularly in the East) 

speaking of independence, fair treatment, and even revolution. 

Loyalists are quick to point out that the Colonies can’t survive 

the Migration without the protection of the Empire, but these 

libertarians also point out that the majority of Colonial cities 

receive no military support at all - it is largely the work of the 

Rangers that keep the Colonies safe. Most libertarians desire a 

peaceful solution to these issues, but some have already taken 

drastic, and sometimes violent, measures to gain the freedom 

they so desire. Loyalists are already demanding that the Empire 

take action to suppress these “terrorists” and more than a few 

Imperial Governors are willing to comply. 
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Organizations in the New Lands 

“Put more trust in nobility of character than in an oath.” 

-Solon 
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THE RANGERS 

A paramilitary force shared among the colonies, the Rangers 

were formed after the first migration to protect the colonies 

from monsters. While Paladins represent the force and morals 

of the Empire and civilization, the Rangers serve as the knights 

of the wilderness. Simultaneously monster hunters, soldiers, 

and law enforcement, the Rangers serve as the penultimate 

guardian of the frontier. Rangers are officially a small branch of 

the Curelsian Military, but they have a great range of freedom 

(which often leads to fighting when a Ranger is expected to serve 

under a commander). Technically, an individual can only be a 

Ranger by undergoing training at Pevnost and serving on the 

front lines outside of the Eternal Forest. Occasionally, though, 

individuals with enough gumption and skill become self-

proclaimed Rangers - some are folk heroes, others are 

highwaymen - but all are regarded with the same awe and respect 

by common folk. 

 

THE IMPERIAL GUARD 

Originally formed as the Emperor’s personal bodyguards, the 

Imperial Guard has grown into a small army. Occasionally 

members of the Guard travel to the New Lands on the orders 
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of the Emperor. These Cavaliers are treated with the utmost 

respect - at least within the cities where the Emperor is 

respected. Their missions are almost always an enigma. 

 

THE SPIRIAN CHURCH 

The official church of the Telurian Empire, its primary means 

of control in the New Lands is the Order of Myr, their military 

order. The Order of Myr was founded to help fight the Orcs 

under Aran the Brave. 

 

NISSIANS 

A heretical religious order that the Spirian Church seeks to 

destroy. The Nissians have never had great numbers, and they 

aren’t violent, but their beliefs are considered dangerous to the 

well-being of the Empire. 

   

CULT OF ARINOR 

Originally a heretical order, the Cult of Arinor experienced a 

brief period of popularity in the 1000s. After the betrayal of 

Turos the prophet the Cult was again deemed heretical and 

destroyed. Some say that the cult has continued in secret in the 

New Lands. 
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THE CABAL  

An organization of magicians run by The Artist. The Cabal 

believes that the forces of magic are driven by human emotion 

and creativity. 

 

THE MAGICKAL SOCIETY 

An organization of magicians run by The Scientist. The 

Magickal Society believes that magic obeys certain natural laws 

that mortals cannot break. 
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Religion 

“Oh mortal man, is there anything you cannot be made to 

believe?” 

-Adam Weishaupt  
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THE SPIRIAN CANON 

The Spirian Church began with the formation of the Telurian 

Empire, combining the Dwarvish and Human Theologies. As 

time passed and the Syluri (Halflings) and Davakh (Orcs) were 

absorbed into the Empire, so too were their beliefs adopted by 

the Church to ease the process of conversion. Now the Church 

features three branches: the original “Ancient Branch” with the 

Father and Mother Gods, and the subservient Syluri and 

Davakh branches. 

 

THE ANCIENT BRANCH 

Ria, The Great Crystal 

The Great Crystal is a sphere of the purest crystal that contains 

the Universe. The crystal is a conscious being and all existence 

is nurtured from the elements it contains. Existence came to be 

when Cel’Ruib inseminated the Great Crystal; thus, we remain 

the forever unborn children of Ria, waiting until she bursts open 

and we ascend into the Outside. Domains include: celestial 

bodies, hope, fertility. 

 

Cel’Ruib, The Absent Father 

Cel’Ruib is a blind, deaf, and mute deity that creates all through 
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his hands. Not much is known of him, and he is revered for his 

mystery and wisdom. He can only experience prayers through 

hand gestures. Domains include: silence, creation, death. 

 

THE SYLURI BRANCH 

Hili, The Brittle One 

The Living Tree that holds up the world. The Spirian church 

has adopted Hili into their cosmology by claiming that Hili is 

the midwife for Ria, holding her up above the Outside. All trees 

are branches from Hili, providing the seasons as she dies and is 

reborn. Domains include: trees, nature, midwives, seasons. 

 

Resha, The Twined Whisperer 

Resha is a two-headed being that looks into Ria from both sides. 

Her faces, one golden and radiant, the other pale and barren, 

form the sun and the moon. Resha’s breath forms the winds, 

and is also the source of magical power. The sun-face’s domains 

include: strength, fire, death. The moon-face’s domains include: 

rebirth, memory, necromancy. 
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THE DAVAKH BRANCH 

Ragat, The Petulant One 

Ragat is a gigantic serpent that lives at the base of Hili, eating off 

of her bark and her fruit. The smoke and flame from Ragat’s 

mouth and nostrils is the source of disease and aging. Ragat’s 

greed and his desire for sacrifices can entice him to save people 

from poison and disease, or to give great strength to warriors. 

Domains include: dragons, disease, greed, wrath. 

 

Nuur, The Many 

Nuur is a conscious swarm of insectoid creatures that produce a 

maddening buzzing. Nuur is constantly trying to invade Ria to 

eat of her offspring, but cannot because of the smoke of Ragat 

and the hands of Cel’Ruib. Berserkers who enter a rage are said 

to be able to hear Nuur “speak.” Domains include: Rage, 

Wrath, Slaughter, Insects. 

 

THE NISSIAN SCRIPTURE 

The Nissians are an offshoot of the Spirian Church, known for 

their odd mix of heretical nihilism and orthodoxy. The Nissians 

do believe in Ria and Cel’Ruib, but they do not see them as 

benevolent. Instead, they claim that Cel’Ruib is a foolish, idiot 
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God that raped Ria. Ria has descended into a long sleep from 

the trauma, and Cel’Ruib, in his madness, watches over their 

children, rewarding and punishing them as his whims demand. 

 

The Nissians do not acknowledge the inclusion of the Syluri or 

the Davakh deities under the three Councils of the Prophets. 

They see the inclusion of these false Gods as an insult to 

Cel’Ruib, and they fear provoking his eternal jealousy. 

 

Followers of the Nissian Scripture do not relish the rule of an 

idiot-god, but in their eyes a worthless worship is better than the 

wrath of a God who cannot be reckoned with. 

 

With the Nissians being deemed Heretical, much of their 

scripture has been lost. They are demonized and feared. Some 

say they want to “reawaken” Ria so that we may be born and kill 

our Father. Others say that they plan to kill both of our parents 

and leave us stranded in the black Outside. Still others say that 

they worship something much greater and fiercer than a foolish 

mad God. 
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THE CULT OF ARINOR 

Much like the Nissians, the Cult of Arinor was deemed heretical 

for its beliefs. Unlike the Nissians, the Cult outright rejects the 

Spirian Canon. In fact, they reject the existence of any external 

Gods. 

 

The Cult is managed by a line of prophets, when one dies a new 

prophet is chosen based upon the appearance of visions. The 

prophets have always proclaimed that their visions reveal a 

greater truth: that no Gods exist beyond the stars. Instead, the 

world is infused with the consciousness of the Shrouded Ones. 

All life was once part of the Shrouded Ones, but an ancient 

cataclysm separated life into different beings. Conscious 

creatures feel dissatisfaction from being separate from their 

original form, and those with a special connection to the 

Shrouded Ones can find locations of great power were they may 

merge again with the original consciousness. 

 

The Cult had a brief surge of popularity in the 1000s, when 

Turos the Prophet created a movement to explore the Northern 

ocean. After the discovery of the Eternal Forest and the Fey, the 

Cult turned against the Empire, claiming that the Forest was the 
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home of the Shrouded Ones and the Fey their messengers. The 

Empire was quick to exterminate the cult on the mainland, but 

some cells escaped into the New Lands. 

  

  

 

A NOTE ON THE NATURE OF THE GODS 

Unlike traditional D&D, the deities of the New Lands are much 

like our own. That is, there is no physical proof (other than the 

existence of divine magic) that they are real. Mechanically, this 

isn’t very important, but for roleplaying and consistency it can 

matter quite a bit. Faith becomes much more of an issue when 

there is no direct contact with divine beings. If the Gods can 

grant us magic, why do they not speak with us? Why do evil 

clerics and heretics also have divine magic when they worship 

false gods? Can divine magic come from a source other than the 

Gods? Are the Gods not what we think they are? In a world 

where church and state are the same, these are very serious (and 

dangerous) questions... 
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Characters 

“He was seized by the strangest whim that ever entered the brain 

of a madman. This was no other, than a full persuasion, that it 

was highly expedient and necessary, not only for his own honor, 

but also for the good of the public, that he should profess knight-

errantry, and ride through the world in arms, to seek adventures, 

and conform in all points to the practice of those itinerant 

heroes, whose exploits he had read.” 

-Miguel de Cervantes  
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NEW ALIGNMENTS 

Two new alignments (on one alignment-scale) have been added to 

this campaign. These alignments are Harmonic and Disciplined. 

These alignments represent your worldview and temperament in 

regards to the nature of control, control of yourself, control of others, 

and even control of the natural world itself. 

 

Harmony is characterized by faith in the “natural” progression of 

things: the belief that the world should not be tampered with. To 

impose one’s will on the natural order of things is prideful and 

threatens our own existence. This “natural order” can be many 

things: nature itself, magic, or even the primal desires that guide 

behavior.  

 

Good Harmonic characters seek to understand the natural order (or 

disorder) of things, seeking to understand their own place so that they 

may assist others in find theirs. 

 

Evil harmonic characters may be moral nihilists who disregard ethics 

and morality as mere inventions, serving themselves and their primal 

desires “as nature intended.” Others may see themselves as agents of 
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the universe: driven to destroy and corrupt as part of some cosmic 

scheme.  

 

Discipline believes that the sentient races of the world should use 

their intellect, cunning, and creative prowess to master themselves 

and the world around them. Mental and physical training, academia, 

industry, curiosity: these are the steps on the path of progress. 

 

Good Disciplined characters seek moral progress through the 

advancement of themselves and their society. They are teachers, 

explorers, and leaders.  

 

Evil Disciplined characters seek to pervert progress into means to an 

end: power, domination, and wealth. Evil Disciplined characters see 

themselves, as standing apart from everything else, the only way to 

survive is to be the strongest, and to use that strength to subdue the 

world.  

 

While harmony tends to align with chaos, and discipline tends to 

align with Law, this is not always the case. A monk who removes 

himself from society to seek inner peace and transcendence through 

discipline could be played as a Lawful Harmonic character. An 
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anarchist who fights imposed systems of government because she 

believes it stifles innovation and growth could be played as a Chaotic 

Disciplined character. 

 

Ultimately, these alignments have little mechanical effect, but are 

intended to help provide a new lens with which to view your 

character’s goals. These are major themes in this world, and your 

character’s actions will have heavy consequences relating to the scale 

of harmony and discipline. 

 

A CHARACTER CANNOT HAVE ALL THREE OF THEIR 

ALIGNMENTS BE NEUTRAL! 

 

*** 

RACES 

The relationships, cultures, and personalities of many 

of the traditional fantasy races have been changed in the New Lands. 

In the most extreme cases, some of these races are no longer playable 

(at least not without serious forethought and permission from your 

Game Master). 

 

The following traditional races are still playable: Humans, Dwarves, 
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Half-Elves, Halflings, and Half-Orcs.  

 

Humans 

Humans have dominated Imperial society since the first treaty with 

the Dwarves. Although Humans and Dwarves founded the Empire 

together, it is the Humans who have benefitted most. The Humans 

are known for their political savvy and opportunism, they aren’t as 

inventive as Dwarves, as strong as the Davakh, or as wise as the Syluri, 

but they know how to use the traits of the others to their 

advantage.  The other races view Humanity with begrudging respect 

a best, and outright hatred at worst. Most split the difference with 

suspicion.   

 

Dwarves 

Dwarves joined forces with Humanity to form the Empire when the 

Deep King Desmond the Opportune signed a treaty with the human 

Telur. Ever since the Dwarfish people have expanded beyond their 

mountain homes to help rule the surface. Like the Humans, the 

Dwarves have benefitted greatly from the Empire, and aren’t afraid 

to flaunt their power. Shrewd businessmen and skilled craftsmen, 

the Dwarfish people are just as much a part of the Telurian blood as 

the humans. The Dwarves believe strongly in the power of the word: 
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a promise made is a promise kept, and a deal is a sacred 

oath. Nonetheless, many Dwarves suspect that the Humans have 

forgotten the ties of the past. The other races often see the Dwarves 

as conquerers and profiteers, but their stature and fairness makes 

them more relatable than the humans.  

 

Half-Elves 

In a land where Elves kidnap children and hunt men for sport, Half-

Elves live a tortured existence. Reviled by most races, Half-Elves must 

hide their identities to escape persecution. Although they lack the 

fantastic powers of their Fey kin, Half-Elves are naturally capable of 

speaking the Elvish language and can perform some of the weaker 

Bargains.  

  

Halflings (Syluri) 

The Syluri (often referred to by the diminutive “Halflings”) are a 

clever and wise people. Forced into the Empire over 1200 years ago, 

the little people have come to terms with living amongst other races, 

but resent their poor treatment. Due to their small statures and free 

spirits, Syluri are often assumed to be lazy and unfit laborers. Many 

of these Syluri, down on their luck, head to the New Lands hoping 

for a better life.  
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Davakh (Half-Orcs) 

The Davakh were the last of the colonized races to surrender to the 

Empire.  Despite nearly 1000 years of peace, over three hundred 

years of war and resistance have scarred relations between the 

Davakh and the Empire. Many Davakh despise humans and 

dwarves for the colonization of their homelands. The Syluri are 

either seen as companions in suffering, or as traitors who bowed 

down to their captors when they could have continued resisting. 

Despite the animosity, the Davakh are respected for their strength 

and endurance, and many a human businessman will pay well to 

keep a force of Davakh working for them. 

 

WHAT ABOUT ELVES AND GNOMES? 

Elves and Gnomes are still present in the New Lands, but their roles 

are quite different. These races are now considered Fey, and are 

feared and reviled by all but the mad and the foolish. The specifics 

can be found in the MONSTERS1 chapter. It is possible, with some 

revision and creativity, to play an Elf or a Gnome, but only a skilled 

                                                      
1 This chapter is not included in this primer right now. Further materials will be 

introduced as I get the opportunity to playtest and streamline the setting more. For 

now, I would treat the Elves and Gnomes more like deities or demigods than 

traditionally encounterable monsters: creatures of incredible power that one would be 

foolish to trifle with.  
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player should try, and only with permission from the GM. 

 

CLASSES 

Alchemists 

Alchemists are not mere scientists or charlatans, though some may 

use the name. They are eccentrics, outsiders, and risk-takers who 

pursue their goals (whether that be immortality, occult knowledge, or 

simply a bigger bomb) with glee and recklessness. Willing to utilize 

their own body and soul for their pursuits, Alchemists can often be 

just as much a danger as an asset to cities and will often pack up their 

labs in search of adventure instead. 

 

Barbarians 

Barbarians are the guardians of small villages in the wilds, and loners 

who have rejected the urban blight of civilization. Some come from 

unexplored areas of the Western or Eastern Wild. Some come from 

the Bonyugol Mountains, the Grissom Mountains, or even the 

Serphant fields.  

  

Bards 

Bards often come from overseas looking for stories and inspiration. 

Others come to seek the Bardic College of Nadhapra. Local Bards 
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are folk entertainers, often carrying the local history of small tribes 

and villages with them.  

 

Cavaliers 

Cavaliers are the dedicated knights of the Imperial guard, or at least 

most of them are. While the Guard was originally a small group of 

dedicated soldiers who protected the Emperor directly, the Guard 

has gradually evolved into its own small army, with different Orders 

of Knights. Most Cavaliers are fiercely loyal to the Emperor and, 

unlike Paladins, they put their service to the Emperor and the 

Empire before the Church. This does not mean that Cavaliers are all 

fanatics or war- mongers, but few Knights would give up a lifetime of 

service to (what they see as) the greater good simply because of the 

doubts of the colonies. Occasionally one can find a Knight Errant 

who serves their own code, but few individuals would take up such a 

lonely and thankless life for their ideals.  

 

[The Following Cavalier Orders are part of the Imperial Guard: Order of the 

Blue Rose, Or- der of the Dragon, Order of the Eastern Star, Order of the Flame, 

Order of the Guard, Order of the Hammer, Order of the Land, Order of the 

Lion, Order of the Penitent, Order of the Scales, Order of the Seal, Order of the 

Shield, Order of the Shroud, Order of the Star, Order of the Sword, Order of the 

Sword.] 
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[The Following Orders can be used by rogue Cavaliers and Knights Errant: Order 

of the Beast, Order of the Cockatrice, Order of the First Law, Order of the Green, 

Order of the Staff, Order of Vengeance, Ronin/Knight Errant] 

 

Clerics 

Clerics have no direct line to their Gods - that dubious gift belongs to 

seers and prophets - but most Clerics take their powers to be signs of 

the Gods trust in them. Local Clerics are often warrior-priests, ready 

and able to protect their followers against the generational hoards of 

monsters. Newly arrived clerics are often greenhorns, expecting 

nothing more than religious services and blessings before them. Evil 

Clerics control offshoot cults or serve the mysterious powers behind 

the Eternal Forest. (Clerics may not use divination) 

 

Druids 

Druids are mysterious servants of the Eternal Forest. Some perform 

their ancient duties as agents of balance - preserving the old ways of 

the natural world against the upcoming forces of civilization. Many, 

however, seek only to serve the dark will of The Forest - leading 

monsters like Generals lead men they slaughter any they come across 

before returning to the boughs. (Druids cannot be Good in this world 

unless they multiclass to adapt out of their old beliefs) 
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Fighters 

Fighters are often common folk who have dedicated their lives to 

protecting their people and their homelands by learning to fight 

monsters and barbarians. Some fighters are professional soldiers 

from the Empire, or recruits from the few major cities. Others are 

militiamen who have engaged in a battle for survival all their lives in 

frontier towns. Some are merely efficient bandits and raiders. 

 

Gunslingers 

Gunslingers bear the new weapons of the Empire to the New Lands, 

forged in fire, steel, and powder. Gunslingers are the newest addition 

to the Imperial Army, many coming from the Corps of Engineers. 

Some come to the New Lands for the army to begin training new 

musketmen, or to develop stronger defenses against the monster 

migrations. Others have left the military life behind - either as honor- 

able retirees or as deserters - to find a new life in the supposed land 

of opportunity. Gunslingers have a special advantage due to their 

firepower, but they can have a hard time keeping a low profile. Guns 

and black powder are already becoming familiar to the colonies, and 

many don’t appreciate the Empire keeping a tight grip on these new 

miracle weapons. 
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Inquisitors 

Inquisitors bear the hidden wrath of their church. While the clerics 

and the paladins heal and protect from behind the altar, the 

Inquisitor watches from the shadows and takes note of all who refuse 

to bow their heads. This is a dangerous and taxing life, and it takes a 

special person - a fierce person - to live it. Even good Inquisitors must 

live in suspicion, and sometimes must resort to unsavory methods (or 

even utilize the heretical knowledge they seek to destroy) to 

accomplish their goals. They are agents that cannot be recognized by 

the church, nor can they re- veal themselves to the public. Truly a 

tortured past or a fragile mind must hide be- hind the cloak of the 

inquisitor. 

 

Monks 

Monks are relatively rare in the New Lands. Those monks that do 

journey here come to fulfill a pilgrimage. Some cities and towns have 

developed small monasteries from these monks, some frontier towns 

are protected by monks who act as guardians - seeking to fulfill 

spiritual enlightenment by protecting the innocent. But the New 

Lands are a trying place, and The Eternal Forest even more so. More 

than one monk has fallen into despair by the spiritual unrest of this 
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country.  

  

Oracles 

Oracles were known to appear before the discovery of the New 

Lands, but the Eternal Forest seems to agitate the latent power in 

these individuals. Oracles are plagued by visions and predictions that 

they often don’t understand, stuck in a surreal dream-world between 

the nightmare of the forest and the land of reality. While they are 

usually shunned by polite society for their apparent madness, few can 

denounce the accuracy of their visions. Touched by these unknown 

powers, most Oracles learn to scrape by in the streets or the outskirts, 

but few ever find the peace and comfort they desire. 

 

Paladins 

Paladins see the New Lands - and the Eternal Forest in particular - as 

the ultimate challenge. Most are knights of the Empire who come to 

protect the citizens of this wild unknown. Occasionally, a truly 

exceptional and brave soldier, or a noble with a talent for battle, is 

given the standard of Paladin. Even rarer are the few Paladins of the 

untamed lands who began as squires, picked up by kind-hearted 

traveling Knights who saw their potential.  
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Rangers 

Rangers are the heroes of the New Lands. While Paladins represent 

the force and morals of the Empire and civilization, the Rangers serve 

as the knights of the wilderness. Simultaneously monster hunters, 

soldiers, and law enforcement, the Rangers serve as the penultimate 

guardian of the frontier. Rangers are officially a small branch of the 

Curelsian Military, but they have a great range of freedom (which 

often leads to fighting when a Ranger is expected to serve under a 

commander). Technically, an individual can only be a Ranger by 

undergoing training at Pevnost and serving on the front lines outside 

of the Eternal Forest. Occasionally, though, individuals with enough 

gumption and skill turn themselves into self proclaimed Rangers - 

some are folk heroes, others are highwaymen - but all are regarded 

with the same awe and respect by common folk.  

 

Rogues 

Rogues are often commoners with the wit, guile, and turpitude to take 

their fate into their own hands. Rogues are survivalists, constantly 

keeping their eyes out for opportunities to improve their station (or 

at least heavy their purse). The nobility is no stranger to rogues as 

well, some nobles become rogues by nature of scandal and intrigue, 

some were rogues who managed to secure titles by favors or by wit. 
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However, these “common imposters” may well find themselves on 

the road (or the chopping block) if they aren’t careful.  

  

Sorcerers (Cunning Folk) 

Cunning Folk are born with magic in their blood. Most Cunning Folk 

belong to native villages, serving as folk healers and advisors. Cunning 

Folk rarely leave their villages as all who do are either viewed with 

suspicion by other tribes, or are feared and hated by newcomers from 

“civilized” lands. Those that leave usually do so due to the destruction 

of their tribe, abduction, or by exile.  

 

[The following Sorcerer Bloodlines are allowed in this setting: Arcane, Destined, 

Dreamspun, Fey, Harrow, Imperious, Impossible, Maestro, Martyred, 

Pestilence, Shadow, Starsoul, Stormborn, Verdant] 

 

Witches 

Witches are those souls so desperate for magical power that they 

achieve magic through servitude to otherworldly powers. Not 

everyone can be touched as Sorcerers and Oracles are, nor do many 

have the means for the education of a Wizard or Alchemist, but for 

those clever or foolish enough to pursue it... there is a third way. 

Through rituals - or perhaps desire alone - Witches can give 

themselves to a hidden power in return for spells and Hexes. Most 
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witches never learn the identities or the intentions of the beings they 

serve, but the know that should they waver from the will of their 

patrons they will surely be punished. The superstitions of the New 

Lands and the Inquisition of the Empire makes life hard for Witches. 

They must often live alone, in secret, or travel in search of those who 

will risk helping them, or at least desire their services. 

 

Wizards 

Wizards learn magic through study and practice. Magic is very 

difficult and very expensive to learn (not to mention extremely 

dangerous), many so-called wizards are merely rich nobles who have 

learned a spell or two to impress others. The few real wizards that 

exist have spent years learning magic. Currently there are two 

particular thoughts of magic: The Lilithians, who view magic as an art 

that influences the world based upon emotion and symbolism; and 

The Everists, who say magic is a science that controls natural events 

through the direct manipulation of formulas and natural substances. 

However, this is an argument that mainly concerns the attendees of 

salons and coffee houses, many practical wizards merely concern 

themselves with their spells and try not to go insane. 
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Appendix A: A Chronicle 

  

0 EA 

Telur the Great unites the Human territories with the Dwaf kingdoms 

Dwarf King Desmond the Opportune steps down 

The Telurian Empire is formed 

 

 27 EA 

The Spirian Church is founded 

The Empire approaches Halfling lands (the Syluri) 

Halfling emissaries approach the Empire 

 

64 EA 

Empirial forces destroy Halfling village of Hilbourg 

War is declared between the Telurian Empire and the Syluri 

   

67 EA 

Telur the Great dies 

Sylvia the Prophet takes the throne 

The Spirian Church is declared the Empirial Church 

 

68 EA 

The Syluri splits into two states 

Eastern Syluri join the Telurian Empire 

Western Syluri remain independent 

The War unofficially ceases 

 

 

 

74 EA 

The First Council of Prophets is held 

The Syluri Pantheon is officially canonized by the Spirian Church 

Sylvia the Prophet is assasinated 

Revis the Proud takes the throne 

 



 56 

75 EA 

The War of Expansion Resumes 

 

100 EA 

Revis the Proud dies 

Curtis the Foolish takes the throne 

 

150 EA 

Western Syluri turn back the Telurian army at the Battle of the Holy Ford 

Western Syluri forces surround the Telurian capitol 

Rulth the Short takes command of the Telurian Army 

Curtis the Foolish is arrested by Rulth 

Rulth destroys the Syluri armies 

 

212 EA 

Merissa the Hopeful allies remaining Syluri rebels with Orcish Territories 

 

215 EA 

The Orcish Territories attack Western border towns of Teluria 

Rulth forms the Imperial Guard 

  

217 EA 

War is declared between the Orcish Territories and Teluria 

 

220 EA 

Aran the Brave wins the Battle of the Searing Hills 

Aran the Brave is made General of the Imperial Army 

 

227 EA 

Rulth adopts Aran 

 

228 EA 

Aran begins new campaign in Orcish land 

 

230 EA 

Rulth is bedridden by a poisoning 

Aran abandons campaign to return to Capitol 
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237 EA 

Orcish forces invade Telurian Land 

Riots occur in Telurian Capito 

Rulth declares Aran as Emperor 

 

240 EA 

Aran beats back Orcish invasion 

The Order of Myr is formed within the Spirian Church 

The War reaches a stalemate 

 

242 EA 

Merissa the Hopeful flees the Orcish Territories 

Merissa is arrested after giving herself to Telurian authorities 

Aran has Merissa imprisoned for treason 

 

245 EA 

Rulf dies 

Aran begins grieving 

 

247 EA 

The Green Rebellion begins 

Claire the Fierce is made General of the Telurian forces  

  

250 EA 

Aran ends his grieving 

Merissa is pardoned and made Advisor to Aran 

 

253 EA 

The Green Rebellion ends 

The Executioner’s Festival is founded 

 

255 EA 

Aran marries Merissa 

 

260 EA 

Calder the Repentant is born 
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The Second Council of Prophets is held 

The Syluri Pantheon is revised 

The Nissians and the Cult of Arinor are deemed heretical 

 

273 EA 

Aran dies 

Calder takes the throne 

  

277 EA 

Calder marries Elra the Pure 

 

 

280 EA 

The Telurian Empire declares war on the Orcish Territories 

Claire the Fierce moves the Telurian army East 

 

283 EA 

Korig the Sharp defeats Claire in a duel 

Elra dies in childbirth 

 

284 EA 

Telurian forces retreat 

Merissa dies 

Calder abdicates the throne 

Hegel the Pious take the throne 

 

285 EA 

Calder enlists in the Telurian army 

Hegel begins a new campaign against the orcs 

 

297 EA 

Calder defeats Korig the Sharp and Nasgir the Dreaded in single combat 

The Orcish Territories are divided into fifty territories 

 

300 EA 

- Calder returns to Teluria 
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330 EA 

The Third Council of Prophets is Held 

The Orcish Pantheon is canonized 

 

 

332 EA 

Calder dies 

 

335 EA 

Hegel dies 

Helra the Wise takes the throne 

 

340 EA 

The Treaty of 30 absorbs most of the Orcish Territories into the Empire 

 

400 EA 

Helra marries Gismir the Questioning 

 

403 EA 

Rigol the Fiery is adopted by Helra and Gismir 

 

433 EA 

Helra gives the throne to Rigol 

Rigol marries Riva the Dreamer 

The Presian bloodline is established 

 

437 EA 

Riva dies in childbirth 

Eris the simple is born 

 

459 EA 

Rigol dies 

Eris takes the throne 

  

  

463 EA 

Eris marries Chara the Unfortunate 
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Simon the Complete is born 

 

467 EA 

Gimmon the Bastard is born to Eris and his orc mistress Gorlah 

Eris disappears 

Chara holds the throne 

 

480 EA 

Simon takes the throne 

Gimmon becomes advisor to Simon 

 

500 EA 

The remaining Orcish Territories are absorbed by the Teluran Empire 

The Teluria reaches its current borders 

The Age of Unity begins 

Peter the Witty is born 

 

515 EA 

The Imperial Council is formed 

 

550 EA 

Simon dies 

Peter takes the throne 

 

****************************************************** 

 

999 EA 

The Cult of Arinor resurfaces 

 

 

1000 EA 

Turos the Prophet speaks before Telur Square 

Vicus the Intrepid approves of an expedition to the North 

Captain Pelne leads an expedition North with Vicus 

The New Lands are Discovered 

St. Malun is founded 
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1001 EA 

Turos disappears 

Captain Pelne returns to Teluria 

Curelsed is declared a colony 

 

1001-1005 EA 

Nadhalp, Limolatla, Estalp are founded 

 

1005-1010 EA 

Erivignos, Dacha, Olzach, Thasto are founded 

 

1010-1015 EA 

Ggorha, Eresig, Iguath, Sephir, Clivil, Sippirth, Givvith are founded 

The Eternal Forest is discovered 

 

1015-1019 EA 

Bo’at, Halgotha, Ekeg, Zekig, Raugger, Zelrig are founded 

 

1020 EA 

Yûevellin is declared a new colony 

 

1020-1024EA 

Jeyish, Thaug, Lotug, Ibotic, Egabot, Unig, Ithural are founded 

 

1025 EA 

Harthkatha is declared a new colony 

 

1025-1029 EA 

Ngol, Ghumaberg, Yorill, Suchik are founded 

 

1030 EA 

The first migration is encountered 

 

1033 EA 

The Coalition is formed 

The Rangers are formed 

****************************************************** 



 62 

1265 EA 

Isaar and Ezik Presian are born 

 

1283 EA 

Isaar takes the throne 

Ezik disappears from the public eye 

  

1300 EA 

  The Present Year 
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Appendix B: Bibliography 

The New Lands setting is a very intertextual setting: it was 

inspired by, and composed of, a multitude of different works. 

Listed here are a wide assortment of books, films, games, 

albums, and other artifacts that have contributed to this setting. 

I would recommend all of these to anyone who enjoys the New 

Lands; many a good adventure is to be had by adapting, 

deconstructing, or combining these works.  

 

FICTION 

Neil Stephenson, The Baroque Cycle, Anathem, 
Susanna Clarke, Jonathan Strange & Mr. Norrell 
Miguel de Cervantes, Don Quixote 

Herman Neville, Moby Dick 

Mark Z. Danielewski, House of Leaves, The Fifty Year Sword 

The Collected Works of H.P. Lovecraft 

Thomas Ligotti, Songs of a Dead Dreamer, Grimscribe 

Neil Gaiman, Sandman, American Gods 
Alan Moore, Swamp Thing, From Hell, The League of 
Extraordinary Gentlemen vols. I & II, The Black Dossier, 
Orson Welles, Moby Dick - Rehearsed 

Christopher Marlowe, The Tragical History of the Life and 
Death of Doctor Faustus 
Franz Kafka, The Metamorphosis 

Tim O’Brien, The Things They Carried 

Mike Mignola, Hellboy 

 

NONFICTION 

G. Jung, The Undiscovered Self 
Friedrich Nietzsche, The Portable Nietzsche, Ed. and Trans. 

Walter Kaufmann 

Darren Anderson, Imaginary Cities 
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David Graeber, The Utopia of Rules 
Dr. John Renard, The Handy Religion Answer Book 

  

TABLETOP GAMES   

The Burning Wheel Fantasy Roleplaying System: Gold 

Edition, Luke Crane 

Dungeons and Dragons 3.5, Wizards of the Coast 

Pathfinder, Paizo 

Ravenloft Campaign Setting 

Call of Cthulhu, Chaosium 

 

VIDEO GAMES 

Bloodborne, Dark Souls, Dark Souls II, Fromsoftware 

Pathologic, Ice Pick Lodge 

Darkest Dungeon, Red Hook Games 

Dishonored, Arkane Studios 

Metro 2033, Metro: Last Light, 4A Games 

Fallen London, Sunless Sea, Failbetter Games 

Vampire: The Masquerade Bloodlines, Troika Games 

The Witcher, CD Projekt Red 

 

SCREEN 

Lope De Aguirre: The Wrath of God, directed by Warner 

Herzog 

The Duelists, directed by Ridley Scott 

The Trial, directed by Orson Welles 

Brotherhood of the Wolf, directed by Christoph Gans 

Dark City, directed by Alex Proyas 

Solomon Kane, directed by Michael J. Bassett 

Jonathan Strange & Mr. Norrel, Little Dorrit, Bleak House, 
War & Peace, adapted by the British Broadcasting Company 

Hellboy, Hellboy II: The Golden Army, Pan’s Labyrinth, 
directed by Guillermo del Toro 
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MUSIC 

Tom Waits: Bone Machine, Mule Variations, Alice, Blood 
Money, Rain Dogs  
Mastodon: Leviathan, Crack the Skye 

Modest Mouse, The Moon & Antarctica 

Nick Cave and the Bad Seeds, Murder Ballads 

The Prize Fighter Inferno, My Brother’s Blood Machine 

Swans, To Be Kind 

A Taste of Chaos Ensemble, A Taste of Chaos Ensemble 
Performs Mastodon’s “ Leviathan” 

The Dear Hunter: Act II: The Meaning Of, And All Things 
Regarding Ms. Leading; Act III: Life And Death  

Amigo the Devil: Manimals, Diggers, Decompositions 
Casey Crescenzo, Amour & Attrition 

 


