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INSPIRATIONS FOR THIS CAMPAIGN SETTING

The tome that you now in your hands, dearest reader, is an agglomeration of many other 
fine works. Indeed, this is a pastiche in the truest sense, a literary medley with ingredients 
gathered from far and wide. As the title suggests,  Arcanum is a setting of dark urban 
intrigue, high-fantasy exploration and magic, as well as forray into the grease-smeared, gear-
powered world of Steampunk. Let us explore the inspirations for each of these elements 
below.

The first and most obvious foundation for this setting is the PC game of the same name. 
Those  who  booted  up  their  Babbage  Engines  and  played  Arcanum  will  most  certainly 
recognize a great deal  of material  herein.  However, the author has taken many artistic 
liberties, and much of the information below is new or altered. Therefore, those who have 
played Arcanum the game are highly encouraged to read Arcanum the campaign setting in 
order to familiarize themselves with the world presented herein.

One of the most delightful aspects of Steampunk, in this author's opinion, is the atmosphere 
of  gloomy,  repressive,  urban  nightmare.  The  original  Arcanum  failed  to  provide  this. 
Another series of steampunk games- the T hief series- presented this element in masterfully 
crafted form. The Urban areas in this campaign setting are all highly reminiscent of "The 
City" of the T hief series. Further, all of the factions and organizations found within those 
games appear in this setting, including the Pagans, the Order of the Hammer (aka: the 
Hammerites), and The Keepers.

Another  source  of the Dark Urban flavor  is  the  Neverwhere franchise  by a Mr.  Neil 
Gaiman. Players who have read the novel, the picture periodicals, or who have seen the 
original moving picture will recognize familiar territory here. That is to say, within the 
Great  Cities  of  the  world  of  Arcanum,  one  may  delve  down  deep  and  discover 
entire subterranean cities and civilizations undreamed of above.
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 Another  source that  may be apparent to roleplaying connoisseurs of old is  Planescape. 
Several of the factions from the Planescape  campaign setting have been shameless borrowed 
and put to use in the world of Arcanum, especially those that deal with the dichotomy 
between order and chaos, law and freedom.

Finally, many players will most certainly recognize some of the races as described in the 
chapter De Populorum. Although these races are Tolkienesque in name- for example, Elf, 
Dwarf. Goblin, Orc, etc.- they DO NOT follow the silly, harmful stereotypes established 
by Mr. Tolkien. For example, there are Wood Elves in the Arcanum Campaign Setting. 
However, the majority of Elves, the largest ethnic group among them by far, are the Urban 
Elves, who, alongside the urban humans, are the innovators of Steam Technology in this 
world. 

Some of the races below are borrowed from the world of Warhammer Fantasy. Likewise, 
the conflict  between Chaos  and Order  (thought  it  surfaces  elsewhere,  as  well)  is  also 
borrowed from that world setting. However, races thought to be "chaotic" in the world of 
Warhammer are not necessarily so in Arcanum. Some Goblins may be chaotic, others lawful. 
So to with Skaven, Kobolds, Humans, and Dwarves.

Be  warned,  gentle  readers:  your  preconceived  fantasy  stereotypes  and  notions  shall  be 
challenged and dashed apart!
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De Historiae:
A SHORT HISTORY & OVERVIEW OF ARCANUM
in which we explore a brief timeline of the recent past

Arcanum is a land of high-fantasy, dingy cityscapes, idyllic countrysides, and eerie ruins of 
times forgot. It is a beautiful land, teeming with all manner of flora and fauna, and a 
diversity of "sentient" species. It is also a land of great turmoil...

Ancient T imes, Reign of the Gods of Old
Thousands of years before present, immeasurable by current reckoning, it is said that the 
Old Gods walked the land of Arcanum. An enormous pantheon of these demon-beings is 
thought to have existed, although their worship is now neglected and forgotten. In the most 
rural of areas, often those located nearby an old temple or shrine, a select few still respect 
or revere this beings, calling them the "Old Powers of the Earth".

The most ancient of lore still remembered in Arcanum tells that the Old Powers of the 
Earth were birthed at the very same moment as Arcanum itself. For reasons of their own- 
for who can understand the thoughts of a god?, of the Earth itself?- these Old Gods gave 
rise to the hominid races. As such, certain among these Powers created a child in its own 
image, that it might procreate, in a sense. It is assumed, then, that some of the Old Powers 
in their corporeal form appeared similar to the peoples of Arcanum, if much grander and 
more awesome to behold.

In the Ancient Times, the peoples of Arcanum lived in a variety of lifeways and in a 
variety of places. There was commonality among them, though. The societies and peoples of 
the  Ancient  Times  are  generally  accepted  to  have  been  much  simpler,  roughly  more 
egalitarian, and less concerned with race.

Then, the Great Schism occurred.

4



 T he Great Schism
During the Ancient Times, the technology utilized by the peoples of Arcanum never came 
into conflict  with the use of the lifeforce known as  Magic.  The two co-existed, even 
thrived together. Smiths imbued their tools and weapons with the Arcane Forces, druids 
were called upon to bless the land and all the plants and animals within and of it, broken 
pots were mended with a small charm or a Word of Binding.

It  was  widely  accepted that  wizards,  sorcerers,  shamans,  witches,  diviners,  soothsayers, 
mages, and all manner of other magical specialists were conduits of the Natural Energies 
given them by the Old Powers of the Earth. It was widely known and accepted that magic 
in tandem with handicrafts and land-based technologies was enough to fulfill the needs of 
the people.

But for some, it was not enough.

For certain minds among a certain group of Elves, the quest for Knowledge and Wisdom 
had to be pursued at all costs, with no regard for the consequences. It was these Elves who 
developed what they called the "Scientific Method", leading to what is commonly called the 
Great Schism.

These researchers,  whose names are lost  to history, soon found a foothold with their 
people. Similar minds among a certain group of humans sprung up almost simultaneously. An 
alliance was formed. Then came the Rational Inquisition, wherein the Old Powers of the 
Earth were at first denied, then shunned, then forbidden. Then came the building of vast, 
sprawling cities. Then, the first Steam Engine was constructed.

Not all was well with these "advancements". The Elves and Humans who made up this 
alliance soon discovered- quite by unfortunate accident, mind you- that their Steam Tech 
and the ancient force known as Magic were entirely incompatible.

This was torublesome at first, but, as with the Old Powers of the Earth, the Human and 
Elvish scientists simply relegated Magic to the past, ruled it out as Obsolete and Irrational.
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It wasn't long before they sought to erradicate Magic altogether.

This was also the period of the Enslavement of the Dwarves. Those Elves who innovated 
Steam Tech- they called themselves "High Elves" or "Highborn"- had long looked down on 
the Dwarves of their region, not only for their diminutive stature, but also for their 
differences of custom and tradition. The Human allies of the Highborn had looked down on 
nearly all the other races simply because they weren't Human.

Therefore, using their newly found and lovingly embraced Scientific Method, the Highborn 
Elves and Humans rationalized a hierarchy of races, at the top of which, conveniently 
enough, were the Highborn Humans and Elves. The Highborn knew that their burgeoning 
industrial way of life wouldn't support itself, and they certainly didn't want to get their 
own hands dirty digging in mines or plowing fields all day. There was research to be done, 
discoveries to be made, after all.

A labor caste was needed, and a labor caste was found.

The one trait possessed by the Dwarves of the region that the Highborn admired was their 
stamina, their long-winded constitution, their strong backs. Using what little Steam Tech had 
been invented, it wasn't difficult for the Highborn to annex the surrounding Dwarven 
villages, and force them, culturally, economically, and with military might, to adopt the Way 
of Science and Steam. The poverty and disparity this created among the local Dwarves was 
enough to force them to become the Laborers that the Highborn desired.

Years Following the Schism up to the Present Day
Of course,  the Highborn did not  stop their  expansion with  the  conquest  of  the  local 
Dwarves. They knew they'd need more resourecs, more unskilled laborers, and especially 
more agriculturalists and pastoralists to feed the growing populations of their cities.

Along with the Dwarves, the Highborn imposed a "rational" hierarchy onto the other races 
as well. Just beneath themselves came the Halflings, since they appeared to be genetically 
related to Elves and Humans, though they had obvious differences. After Highborn Elves 
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and Humans and then Halflings, came all of the other Ethnic Groups of Elves and Humans 
in Arcanum. This included the feral elves, the tribal humans, those elves and humans who 
continued to use Magic, and who failed to see "reason". After those elves and humans came 
everyone else, the "bestial" races: goblins, orcs, gnolls, kobolds, and so on.

With this racism neatly disguised as Scientific Inquiry, the Highborn humans and elves were 
able to justify their further expansion, further conquest, and further abuses of all the people  
of Arcanum. Their cities grew, Steam Tech spread outward, huge economic disparities grew 
between castes in the cities, racism flourished. Many members of other races began to forget 
that Dwarves even existed, since the majority of Dwarves now spent their entire lives 
laboring underground in mines, in factories, in laboratories, or in clockworks.

The contemporary situation is much the same. The Highborn mechanist bourgeoisie rule the 
cities.  Poverty  is  rampant.  Dwarves  are  nearly  invisible.  Steam Technology  grows and 
changes by the day. The Old Powers of the Earth have been nearly forgotten. The Grand 
Scientific  Inquiry  attempts  to  impose  "reason"  and  "rationale"  on  those  peoples  and 
communities who still use and revere Magic. And there is resistance: those who revere and 
use Magic have formed organizations, fellowships to combat the expansion of Technology. 

What's more, with the imposition of control and law imposed by Science and cities, the 
universal forces of Chaos and Order daily come into extreme conflict. Where once there 
were  sharing  communities,  now there are  darkened alleyways  haunted by footpads  and 
cutpurses. Where once there was economic equality for all, now there are the Technocratic 
elites, the fat, wealthy merchants who profit off of their inventions, and the soot-covered 
orphans who cough blood in the streets. Where once healthy landbases proliferated, now 
smog darkens the sky, ash blankets the cobblestones, sewers overflow with refuse and other, 
fouler things...

The world of Arcanum at present is a place of intrigue, adventure, and turmoil.
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De Pugnarum:
PRIMARY CONFLICTS & ISSUES IN ARCANUM
in which we divulge plot elements and motivations

The world of Arcanum provides ample opportunity for conflict between Pcs, NPCs, and 
the world itself. This chapter shall elaborate on these conflicts for Storytellers and Players 
alike.

Magic vs. Steam Technology
A recurring theme in Arcanum is the conflict between the magical arts and energies and the 
scientific pursuits and their practical application, i.e.: technology. The concepts of lightning 
illustrates this concept well. Magical lightning, for example, travels from caster to target, 
with no regard for "scientific law". A Tesla gun, on the other hand, operates on scientific 
principles, and arcs along the most conductive path when fired. These two mechanics are 
incompatible, paradoxical, and therefore cannot co-exist.

Such incompatability sometimes leads to unforseen consequences, sometimes of a disastrous 
and catasrophic nature. For example, if a powerful pyromancer (fire mage) were to board a 
steam locamotive and attempted to use her skills, the train's steam boiler might malfunction 
and explode. It could also simply fizzle out.

The results of the conflict between magic and steam tech are left to the discretion and 
creativity of the Storyteller, as usual. These effects should operate similarly to the effects of 
failed magic attempts, as described in the Saga Core Rulebook. Or, if using another system, 
follow whatever rules are laid out therein.

The conflict between these two sources should generate a great deal of roleplaying in-game. 
This  can  include  characters  who  are  dogmatically  aligned  to  one  force  or  the  other, 
characters who seek to explore the gray area or overlap between magic and steam tech, 
characters who want to study the effects of magic on technology and vice versa, and so on.
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Law & Order vs. Chaos & Freedom
Another powerful dichotomy in Arcanum, one with plenty of gray space in between the 
poles,  is  the  dispute  between  Law and  Chaos.  This  is  a  common  element  of  many 
roleplaying  games,  and  should  be  faniliar  to  most  seasoned  gamers.  Characters  in  an 
Arcanum campaign  don't  necessarily  have  to  have  an  allignment  or  opinion  about  this 
dichotomy. Many characters in-game, as with individuals in the real world, won't care about 
this duality, or simply won't divulge and opinion about it.

It is, however, a key component of the world of Arcanum. Even in the Ancient Times, 
when the Old Powers of the Earth were revered and respected, the debate between these 
forces raged. In the present era, the clash between the laws, structure, and control of Cities  
and the wildness, autonomy, and nomadism of many rural peoples brings this conflict to the 
forefront.  It  can also be  observed within  the Magic  vs.  Steam Technology issue,  with 
proponents of both Law and Chaos on both sides of that arguement.

Economic Disparity, Wage Slavery, Racism
With  the  development  of  cities  based  on steam technology,  and  with  that  technology 
depending on and resting in the hands of a "Highborn" elite, a number of social inequalities 
and prejudices arise. 

Chief  among these  is  the economic  indenture of the Dwarves.  Not all  Dwarves  find 
themselves in this situation, but the majority of Dwarf kind live in a state of pseudo-
slavery. Even those Dwarves who don't labor endlessly for the Highborn usually live in a 
state of urban poverty, frequently relying on crime to supplement their meager existence.

Besides the economic destitution of the Dwarves is the intense racism that they face by the 
majority of the Highborn. This racism also extends to the "Bestial Races", as the Highborn 
call all non-hominid peoples. Likewise, the near-universal racism of the Highborn and their 
near-monopoly of steam technology and wealth ensures that most members of non-Highborn 
races live in urban poverty.
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Urban vs. Rural, "Civilized" vs. "Primitive
Because the emphasis in world affairs has shifted from traditional rural communities to 
urban  culture,  the  peoples  of  the  cities,  most  especially  the  Highborn,  view  rural 
communities as backward, ignorant, even downright "barbaric". Many rural communities and 
townships, especially those that feel the pressure of "progress" due to their proximity to 
urban centers, seek to impress the city-folk by changing their native customs and beliefs. 
Both of these attitudes lead to the oppression and persecution of anyone considered "queer" 
or abnormal, including magic users.

On the other end of the spectrum are the self-sufficient rural communities who adamantly 
resist urbanization and technophilia. These are the conclaves of the magic devout, those who 
refuse to give up their traditional ways of life, and the plain old stubborn. Within these 
rural communities, modern technology, especially Steam Tech, is met with dubious glances 
and often with physical resistance.

The dispute between Urban and Rural frequently intersects and interbreeds with both the 
Magic-Technology dichotomy and the Law-Chaos dichotomy.

Skepticism & Atheism vs. Spirituality
Almost everyone in present-day Arcanum is skeptical of "higher powers". The majority are 
outright atheists, despite the near-universal acceptance of the Old Gods in the days of yore, 
and their chronicled feats and works. There are a few, however, who keep fragments of the 
Old Way alive, those special few who have caught climpses of the Old Gods embodied in 
physical form.

This is another major conflict in Arcanum, that between Skepticism/Atheism & Spirituality. 
Please  see  the  chapter  De  Cultorum:  Religious  Beliefs  in  Arcanum for  more 
information.
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Nobility vs. Commoners, Classism
One of the more complicated and confusing conflicts in Arcanum is that between Nobility 
and Commonfolk. Even among those with Peerages, nobody in Arcanum really understands 
thre system of noble titles.  Many noble families trace their ancestry to the heroes and 
heroines of the Ancient Times. Others, to the lineages of priests, druids, and time-honored 
magic users. Most modern nobility simply give themselves titles in keeping with the wealth 
and power they accrue through Steam Tech or through trade.

In certain provinces and city-states, there are indeed monarchs. In these lands, peerages and 
noble titles are decreed by the monarch or a member of his or her court. In these lands, 
nobility is generally accepted and well understood as valid, as opposed to the confusion 
caused by nobility in non-monarchal lands.

Whether it is understood or not, the concept and practice of Nobility causes great conflict  
wherever it is found. The poor and impoverished despise the nobility, and most nobles 
view the commonfolk as vermin to be eradicated or cattle to be exploited. This is not 
universally true, but where these attitudes do exist, strife abounds.
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De Arcana:
SECRETS & MYSTERIES WORTH EXPLORING
in which we highlight the intriguing & the unknown

In the previous chapter, we discussed the common conflicts in Arcanum, the day-to-day 
tensions that provide excellent roleplaying opportunities in this campaign setting. There are 
also a number of hidden forces that cause conflict and turmoil, the Secrets and Mysteries of 
Arcanum. These hidden factors will surface as Arcanum campaigns move from mundane 
affairs to arcane affairs, from adventuring in cityscapes and steampunk to adventuring in the 
Ruins of Yesteryear and the realms of magic. Certain Arcanum adventures and supplements 
to be released in the future will explore these issues. They are:

T he Old Powers of the Earth, the Old Gods, the Old Faith
Storytellers  and  Gamemasters  should  understand  that  Arcanum  is  written  from  the 
perspective that the Old Powers really do exist. This is somewhat akin to Dragonlance in the 
D&D mythos, wherein Clerics worship new, non-existant gods while the Old Gods sit idly 
by  in  a  forgotten  state.  Certain  cults  devoted  to  certain  Gods  still  exist  in  modern 
Arcanum, but the majority of the Old Powers have been forgotten or neglected.

Exploring the world of Arcanum, especially its ruins and old temples, will allow PCs to 
rediscover the Old Faith. What they do with the information they uncover is up to them. 
For example, characters can devote themselves to an Old Power, and receive all the magical  
and material benefits of glorifying one of these powerful beings. Or, they can publish their 
findings in an archaeological journal, and bring one of these being to the Public's attention. 
Or, if feeling nefarious and destructive, they can destroy the fragments of sacred text or 
the  inscription  they've  found  that  tells  of  this  being,  essentially  erasing  a  God  from 
existence.  Any or all  of these are options, and they can all  have huge world-changing 
effects.

Whatever decisions the PCs make regarding this mystery, Storytellers and Gamemasters 
are highly encouraged to incorporate it into an Arcanum campaign. Storytellers, PCs, and 
NPCs  are  further  encouraged  to  explore  the  relationship  between  the  forgetting  and 
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neglecting of the Old Powers and the onset of the Age of Steam.

Disappearance or Extinction of the Dragons
It is widely agreed upon that Dragons no longer exist in Arcanum. It's been so many 
generations since a dragon was seen or even heard of that a lot of folks deny that dragons  
ever existed. This is another of the Great Mysteries of Arcanum.

In truth, Dragons do exist in this campaign setting. Unknown to all save for the scholars of 
the most  ancient  lore,  Dragons  are  Children of  the  Old Powers  too,  just  like  all  of 
Arcanum's humanoid races. The Dragons are beings of Fire and Chaos, loving their lives of 
wild abandon, nomadism, and freedom. As the Age of Steam has developed, bringing with 
it Control, Law, Order, and Homogeneity, the dragons have fled out and away. Many 
have lapsed into the centuries-long sleep of great depression; others have turned themselves 
into stone or statue; others still have fled deep underground; and still otheres have flown to 
distant islands and continents. 

Characters in the world of Arcanum shouldn't know that dragons truly exist. And even if 
they do know this rare information for some reason, they  definitely shouldn't know why 
dragons are so rare these days. Exploring the relationship between the Age of Steam and 
the Disappearance of the Dragons should provide excellent roleplaying and adventuring 
opportunities.

Feldumon, Language of the Ancients
The language of magical glyphs that is used and partially-understood by wizards the world 
over  is  called  Feldumon.  It  is  discussed  in  depth  in  the  chapter  De Linguae.  It  is 
mentioned here because it is also one of the Great Mysteries of Arcanum. That is, no one 
really understands the origins of this language, and no single person or group of individuals 
combined has even a fraction of the words of this tongue.

In truth, Feldumon is the Language of Making, the embodiment of the vibrations of life-
energy and magical essence that created the world of Arcanum. It is also the language that 
the Dragons speak, which PCs may discover if they explore the previously mentioned 
mystery.  Furthermore,  it  is  the  language  spoken  by  the  Old  Powers  of  the  Earth. 
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Storytellers can divert from this explanation or may exclude this topic from their campaign 
altogether, if they so choose. 

Science, Categorizing & Documenting Arcanum
This is not a mystery or secret in the sense that the previously mentioned entries are. It is  
a vital pursuit in modern Arcanum, though. As the Scientific Method gains sway over more 
and more minds each day, more academics and natural philosophers feel the imperative to 
categorize, reduce, named, and document all things in the world. This includes flora, fauna, 
chemicals,  constituents,  bacteria  and  other  microbes,  landmasses,  landforms,  other 
geographical phenomena, weather patterns and bioregions, past cultures and civilzations, races 
and their origins, and a million other things.

Perhaps  more  important  and  more  relevant  to  Arcanum  campaigns,  modern  Arcanian 
scientists seek to document languages and linguistic origins. Most people in Arcanum speak 
Arcanian and Caravan Jargon, but besides these two tongues and the other two dominant 
literary tongues (Lingua Scientia and Feldumon), there are thousands of undocumented and 
poorly-understood  regional  languages  and  dialects.  Taken  back  far  enough,  all  of  these 
tongues  originate  in  Feldumon,  the  Ancient  Language of  the Making.  For  enterprising 
scientific and linguistic PCs, this mystery should provide a good deal of gaming material.

T he Final Glyph, the Glyph of Unmaking, the Word of Cataclysm
This mystery relates to the prophetic magical Order of the Keepers, as described in the 
De Factiorum chapter. The Keepers are an ancient order devoted to using Feldumon 
glyphs or runes to prophecy the future. Part of the Keeper mythology involves the idea of 
a Glyph of Unmaking, or the Final Glyph. They reason that, if Feldumon is the language of 
Creation or at least the language of Magical Power, it must therefore contain a word and a 
rune of Unmaking. They use their prophetic and divinatory magics to prevent this Glyph 
from being discovered, from destroying Arcanum.

The potentially catastrophic consequences of this Mystery mean that certain Storytellers and 
Gamemasters will want to exclude it from their campaigns. This is abolutely understandable. 
For those who feel up to the challenge, integrating this Mystery into an Arcanum campaign 
should provide tremendous roleplaying and adventuring opportunities. This Mystery is most 
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effective when combined with the other Mysteries mentioned in this chapter, and when 
Storytellers and Players involve many or all of the Factions found in the  De Factiorum 
chapter.

Other Continents, Other Planes, Other Worlds
In a world that contains both the technology of the Late Middle Ages, Steam Technology 
and Clockwork of the Victorian era, and high-fantasy Magic, the opportunity for exploring 
new lands and places is omnipresent. Perhaps Arcanum is not the only major landmass in 
this world. Better yet, perhaps the Magical Arts can open rifts in space-time-reality that 
travel to foreign Planes of Existence, or maybe just other worlds. Perhaps a time-travel 
machine  will  be  invented  in  the  course  of  your  Arcanum campaign,  or  maybe  just  a 
submersible that that crawls along the unexplored and fertile horizons of the ocean's depths. 
Airships? Steampunk  spaceships?! Tear in the fabric of reality caused by the interaction of 
Technology and Magic?

All of these possibilites are likely to become eventualities in a well-run, exciting Arcanum 
campaign. And Storytellers who desire a shift away from the world of Arcanum can use any 
one or more of these plot elements to transition into a different type of campaign (Wild 
West?, Forgotten Realms?, Star Wars?, Planescape?!)...

Underworlds, Ancient Cities, Labyrinthine Sewers
It is said that Axis and the other major cities of Arcanum are built atop ancient cities. It is  
also whispered by rumormongers, mental patients, and sages alike that entire cultures live 
underground, that the Sewers and Canals of the City of Gears (and others) stretch for 
miles underground, hiding forgotten and mutated peoples, fabulous treasures, hideous beasts 
and magnificent creatures, and powerful Magics of the Old World. Some even tell of the 
Old Powers of the Earth, and a rare few spew madness about Powers even older and more 
terrible than those.

Storytellers would do well to use these ideas in game, as they provide ample roleplaying and 
adventuring opportunities, and require little incentive or plot-hooking to delve into. The 
underworlds and forgotten places of Arcanum should also combine well  with the other 
Secrets and Mysteries listed in this chapter.
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De Populorum: 
CONCERNING RACES & ETHNIC GROUPS
in which we study the peoples of Arcanum

General Notes on Race & Racial Stereotypes in Arcanum
Many works of fantasy, most especially roleplaying games, foster and perpetuate a number 
of racial stereotypes. Arcanum, like all  Saga  productions, does NOT. The Elves of this 
world are NOT all  woodland archers,  nor are the Dwarves of Arcanum all  bearded, 
Scottish-accented,  drunken  miners.  In  fact,  these  stereotypes  are  completely  invalid  in 
Arcanum. Highborn Elves are the developers of Steam Technology, and they shun the 
woodlands and the Magic therein. The few Dwarven communities that remain autonomous 
are epicenters of the Magical Arts and the religion of the Old Gods.

Also, there are no "racial languages" in Arcanum. For example, there's no "Elvish" tongue, 
or "Orcish", or "Dwarven". As explained in the chapter De Linguae, there is a universal 
trade language used in all the cities of the world known as Arcanian, and there are a 
plethora of regional languages and local dialects.

To  avoid  confusion  when  choosing  a  character  from  the  races  below,  it  is  highly 
recommended  that  Arcanum  players  and  storytellers  read  entries  in  their  entirety. 
Remember, this is NOT the world that Tolkien created, these are NOT his races, and 
they do NOT speak his languages.

Furthermore,  all  of  the  races  that  maintain  rural  communities  in  spite  of  the  global 
urbanization in Arcanum can be thought of as having distinct Ethnic Groups. For example, 
the Goblins from Twinflower Ridge will be unique and different when compared to the 
Goblins from, say, Bloodmeadow. They're both green and Gobliney, but their similarities 
end  there.  They  speak  different  tongues,  have  different  customs  and  values,  they're 
different shades of green or gray, and they probably differ in general height and weight. 
The same is true of the Ethnic Groups of all different races. Keep in mind also that many 
rural communities are integrated of several different races. As such, the members of these 
communities will have the same customs and traditions even though they're different races!
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To help distinguish Ethnic Group from race, most PCs and NPCs in Arcanum identify 
themselves by their place of origin. For example, "I'm a Clearbrook Elf", or "I'm a Twin 
Oaks Woman", or "I'm a Longbridge Orc, not a Brownbriar Orc", and so on.

T he Highborn
This "race" includes both "High Elves" and "High Humans", and the half-elf/half-human 
hybrids that emerge when crossbreeding occasionally occurs between these peoples. Although 
they are distinct species, Highborn Elves and Highborn Humans refer to themselves simply 
as The Highborn, with little distinction for Elf, Human, or Half-Elf.

As explained in the chapter De Historiae, the Highborn are those Elves and Humans who 
discovered and began to implement Steam Technology. They are the City Dwellers, the 
Scientists, the Inventors, the Scholars, and the Aristocrats. Almost all Highborn are also 
nobility, save for a few exiles and pariahs. The Highborn are essentially the Upper Classes 
of urban society in Arcanum.

Among the Highborn,  racism toward other  races 
and ethnicities is rampant, and the same can be said 
for classism. Most Highborn have an innate Magi-
phobia,  and a highly developed sense of Techno-
philia. This is not true of all Highborn, however. 
As with all groups of people, there are dissenters 
among  the  Highborn.  These  are  the  nobles  and 
aristocrats  who  argue  for  the  rights  of  "lesser 
peoples", the Scholars who research the history and 
application of Magic, the Patricians who drop gold 
coins in the flaccid caps of beggars.

Highborn characters will typically have a background 
in  skills  involving  steam  technology,  high  society 
and its customs and taboos, academia, urban life, 
and the like.
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 "Lowborn" Humans & Elves
Not all Humans and Elves are considered (or consider themselves) Highborn. There are 
multiple Human communities and Elven communities outside Arcanum's major metropolitan 
areas. Communities such as these either live traditionally (i.e.: landbase technologies and 
Magic use) or they live as a sort of Hybrid, maintaining certain traditional values and 
customs, and allowing both the use of magic and the utilization of Steam Tech. Many such 
Hybrid communities exist. Please see the chapters De Urbium and De Rustici for more 
information.

Many  Lowborn  Humans  and  Elves  choose  to  migrate  (or  are  forced  to  move  via 
dispossession) to cities. These Urban Lowborn find work where they can, and typically 
make up the majority of the middle class and lower-middle class of urban areas.

Because they come from such a diversity 
of  places  and  backgrounds,  the  Lowborn 
typically have a huge diversity of skills and 
knowledge. Those Lowborn who hail from 
Traditional  Communities  may  be  familiar 
with  the  Magic  Arts,  and  they  most 
certainly  have  one  or  more  rustic 
handicraft  skills  (e.g.:  Cobbling,  Hunting, 
Fishing, Weaving, Fletching, etc.). Those 
Lowborn who trace their origins to Hybrid 
Communities will not only have exposure 
to the types of skills listed previously, but 
will  also  possibly  have  experience  with 
Steam Technology and its corollaries.

Lowborn  Humans  and  Elves  are  usually 
darker  than  Highborn,  due  to  sun 
exposure. They're also slightly shorter and 
dirtier than their Highborn cousins.
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 "T he Wee Folk", Halflings
Very similar in appearance to the Humans and Elves are the 
Halflings,  commonly  called  "wee  folk"  by  the  Highborn. 
Because  of  their  similarity  of  appearance,  Halflings  are 
treated much better by the Highborn than most everyone 
else,  particularly  the  "greenskins"  and  the  "bestial  races". 
Halflings are so named because they are short,  averaging 
about 3 feet.

Halflings come from a variety of ethnic backgrounds, both 
urban  and  rural.  In  rural  areas,  Halflings  often  live  in 
isolated communities made up exclusively of their own kind. 
These townships and burroughs are very similar to The 
Shire  of  Tolkien's  Middle-Earth.  That  is,  they  are 
agricultural,  pastoral,  rustic,  land-based,  simplistic,  and 
beautiful. Other rural Halflings live in similar communities 
of  mixed  races,  most  frequently  made  up  of  Lowborn 
Humans and Elves. It is rare, but not unheard of, for rural 
Halflings to live among the "greenskins" and "bestial races". 
Many rural Halflings are noted for their charming manner, 
quaint disposition, fondness for food and drink, and their 
merrymaking.

Urban Halflings are quite another story. Due to the preferential treament given them by 
the  Highborn,  urbanized  Halflings  utilize  their  native  charm and diplomacy  to  become 
merchants, traders, low-level politicians, and other upper-middle class professions. As such, 
urban Halflings tend to find wealth, notoriety, and respect in the cities. On the other hand, 
some urban Halflings, dispossessed from their rustic lifeway, thrive in the busy underworlds 
of the cities, learning the trade of thief, burglar, cutpurse, and fence.

Depending on their background and life story, Halfling characters will have exposure to a 
number of skills and trades. Use the preceding descriptions of rural and urban Halflings as a 
template when considering the skills of a Halfling PC or NPC.

19



 "Broadbacks", Dwarves
The term "broadback" originates with the Highborn, who 
have all but enslaved the Dwarven people. Highborn Elves 
and Humans also call  the  Dwarves  "mules",  a slight  that 
enrages even the calmest, most refined of Dwarves.

Dwarves are an ancient and diverse people, hailing from a 
number of regions and communities. Nowadays, almost all 
Dwarven communities  have been systematically  wiped out 
and  forced  to  urbanize  by  the  Highborn.  They've 
accomplished this sinister aim by intentionally founding cities 
near  Dwarven  villages,  pillaging  the  resources  of  the 
landbase, and culturally infiltrating the minds of the local 
Dwarven people.

This  has  lead  to the  near-total  conquest  of  Dwarfkind. 
Most Dwarves in contemporary Arcanum spend their entire 
lives laboring for a minute pittance in mines, ironworks and 
steelworks,  laboratories,  workshops,  and  logging  camps. 
Their general endurance and constitution makes Dwarves 
an invaluable asset to the Highborn and upper class.

Very few rural  Dwarven strongholds remain.  But, few though they may be, they are 
stalwart and determined to maintain their ways of life. Because of their hatred of the 
Highborn and the Steam Tech that  enslaves  them, the few Dwarven communities  that 
remain burn and radiate with the Magical Energies. It is also within these villages and tribes 
that the reverence of the Old Powers of the Earth is remembered most deeply.

Dwarves are very similar to Halflings in appearance, except that they are much broader and 
more  muscularly  endowed.  That's  not  to  say  that  all  Dwarves  are  stronger  than  all 
Halflings, only that Dwarves are stockier. They are roughly 4 feet tall on average.
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 "Greenskins", Goblins & Orcs
As  with  the  terms  "highborn",  "lowborn", 
and "broadback", "greenskin" is a derogatory 
insult  toward Goblins  and  Orcs  coined by 
The  Highborn.  It  is  racist  language  at  its 
peak, although some Goblins and Orcs have 
adopted it as a badge of honor.

Goblins  and  Orcs  are  two  distinct  races, 
although  they  are  obivous  genetic  cousins. 
This  is  the  green  equivalent  of 
Humans/Elves  and  Halflings.  Even  so,  the 
most  racist  among  the  Highborn  assume 
Goblins  and  Orcs  to  be  interchangeable, 
indistinguishable  from  one  another.  The 
Highborn also tell tales to scare their children 
to sleep at night about ferocious Orcs and 
sharp-toothed Goblins who sneak in and eat 
boys and girls who stay up late.

In reality, there is a small fleck of truth to the prevalent myth of Goblins and Orcs as 
murderous savages. However, this is only because the Goblins and Orcs, among all the rural 
tribes and communities, are the most willing to fight back and sabotage Steam Tech in favor 
of their traditional ways of life. Greenskin Shamans, Spiritwalkers, Soothsayers, Druids, and 
Mages are among the finest in all Arcanum, as these Goblins and Orcs are still in touch 
with their ancestral landbases.

Besides their propensity to the Magic Arts, rural Greenskin communities tend to be tribal 
and nomadic, relying on ancestral skills and technologies for survival. This includes bone and 
stone tools, plant medicine, leathercrafts and buckskin, friction fire, basketry, fiber arts, and 
so on. Most Goblin and Orc characters will have many of these skills.
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Goblins and Orcs sometimes integrate into communities with one another, though they 
often do not. The main difference that separates and keep them apart is that Goblins by 
and large tend to prefer woodlands and rolling grasslands, and the majority of Orcs seem 
to prefer chilly highlands and mountains. This is not universally true, however.

It is also not universally true that Goblins and Orcs oppose Steam Tech in favor of their  
traditional bond with Magic. An increasing number of Greenskins each year find work in 
the cities.  For Goblins, this often entails  maintenance and precision work, due to their 
diminutive stature. For Orcs- broadly built like the Dwarves and as tall as an Elf- this 
usually comes in the form of manual labor. Greenskin adventurers and freelancers also try 
their hand in cities from time to time, learning what they can, stealing where they must.

Sometimes, a brave young Greenskin will be enlisted to infiltrate a city and learn about 
Steam Tech because their community seeks to use the enemy's tools against the enemy. 
These audacious, cunning Orcs and Goblins endure horrible conditions and rampant racism 
to glean the secrets of Steam Tech. They then return to their communities, teaching all their 
kinfolk how to better sabotage Steam machines. This proves a formidable weapon against 
The Highborn and their Manifest Destiny of Steamworks, and explains how Goblins have 
earned a reputation for Chaos and Destruction...
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 Gnolls, "Mutts"
Gnolls are a type of humanoid dogfolk who most often resemble Hyenas. They have spotted 
fur, arching hump necks, large canines, and long faces. They stand 6-7 feet on average. 
There are also a few notable sub-species reputed to exist, namely, gnolls that resemble 
wolves or coyotes, those who resemble foxes, and those who resemble jackals.

Gnolls are essentially the Roma of Arcanum. They travel in caravans consisting of many 
family groups and individuals.  Caravans are named for their leader, who is typically a 
strong  female.  Caravans  travcl  clear  across  Arcanum,  visiting  both  the  townships  and 
burroughs  of  rural  areas,  and  the  gloomy yet  profitable  urban  centers.  Outsiders  and 
members of other races are allowed to join Caravans, even become full-fledged kinfolk, 
provided they prove worthy through their attitudes and actions.

Because they travel far and wide, most Gnolls have a deep-seated sense of adventure and 
discovery. They love learning new and exciting things, even if it's just the local gossip in 
some small hamlet. Their travels also afford Gnolls the opportunity to learn a great many 
skills  and trades. Often, the costs  of travel  and of stationary life in towns and cities 
necessitates work, so most Gnolls have a fair compliment of skills under their belts.

Frequent travel also affords Gnolls the luxury of more easily dodging the law. This, in 
turn, means that more than a few Gnolls are talented in the Dark Arts of theft, highway 
robbery, swindling, gambling, burglary, and so forth.

Perhaps most importantly, are almost universally respected for their Divination Arts. Gnolls 
have access to many Magics, but it is in the Path of Diving that they truly excel. This 
comes in many forms: cartomancy (cards), crystalomancy (crystal balls), scrying mirrors, 
osteomancy (throwing bones), and oneiromancy (dream reading), among many other forms. 

Gnolls are also noted scavengers, using Steam Tech when and where it is available, then 
discarding it when it no longer has a use. This doesn't imply that they're fond of Steam 
Tech, only that they're fond of using what tools they have at their disposal. Gnoll artisans 
also love to decorate their Caravan wagons with discard gears, colorful glass, and the like.
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 Gnolls are the one exception to the previously mentioned rule about language. Though they 
travel in distinct groups, a Great Gathering of the Gnoll Caravans takes place once every 
few years. There, all of the members of all Caravans exchange goods, knowledge, gossip, 
stories, rumors, and copious amounts of food and alcohol.

Caravans at these Gatherings also share language, the sole defining factor in creating the 
Caravan Tongue. This language is spoken by almost every Gnoll in the world, and by a 
considerable number of merchants who trade with them. Members of other races who join 
Caravans also learn this tongue.

Caravan  Tongue  has  a  hundred  different  Dialects,  denoted  by  tiny  differences  in 
pronunciation, sentence structure, different words here and there, and emphasis on words. 
These  Dialects  are  indigenous  to  specific  Caravans,  and  the  well-traveled  Gnolls  can 
pinpoint another Gnoll's Caravan of origin based on her Dialect. For game-play purposes, all 
Gnolls (and other Caravan Tongue speakers) understand all others; the Dialectical minutiae 
are apparent, but not so difference as to be a separate language.
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 Kobolds & Lizardfolk, "Coldbloods"
Kobolds  are  smallish  reptilian  humanoids.  They 
stand  roughly  as  tall  and  wide  as  Halflings, 
averaging about 3 feet. They are typically slender 
in build, and are admired by other races- even 
by  some among the  Highborn- for  their  great 
diversity of vibrant colorations and patterns. Like 
Gnolls, Kobolds have tails.

Taller than the kobold, but similar in appearance 
are the Lizardfolk. They stand as tall as a human 
or elf,  and vary greatly in girth. Kobolds and 
Lizardfolk don't distinguish between themselves, 
and  intermarriage  and  crossbreeding  occur 
regularly. Other races, the Highborn in particular, 
do  distinguish  between Lizardfolk  and  Kobold, 
primarily on the basis of height.
 
Certain Kobolds & Lizardfolk have pads on their 
fingers, much like geckos or anoles, which allow 
them to adhere to surfaces. Kobolds & Lizardfolk 
are much too heavy to use this ability to climb 
walls and the like, but it does afford them the 
advantage of a very powerful grip. Their slender 
reptilian physique also makes many members of 
these races (though not all) excellent swimmers.

Rural Kobolds & Lizardfolk live in a variety of communities. Many make their home in 
wetlands, swamps, marshes, and similar habitats. Others live in drier habitats, including the 
few deserts that dot Arcanum. Some choose to inhabit the cities and towns of Arcanum. 
Rural communities of these races are almost all integrate- where there are Kobolds, there 
are Lizardfolk and half-breeds.
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 Skaven, "Vermin"
As with the other races, Highborn have a slur for 
the Skaven as well: Vermin. The Highborn justify 
this horrendous language with the observation that 
urban Skaven tend to live in squalorous slums and 
squats in the sewers. These same Highborn never 
bother to analyze the social and economic conditions 
that keep Skaven in poverty, but who's concerned 
with that, really?

Skaven,  also known as  ratfolk,  are  essentially  the 
size of Dwarves. They're 4 feet tall on average, 
and they vary in build from slender to portly. As 
with rats and mice, Skaven have a multitude of fur 

colorations and patterns. Some Skaven retain the flighty genes of their ancestors, and as a 
result have skittish, flighty, generally scared personalities. This is not true of all Skaven, 
however, as some are courageous and fearless.

Rural Skaven have been prey to the many ferocious predatory creatures of Arcanum for 
centuries.  As  such,  they  have  learned  to  be  perceptive,  swift,  and  aware  of  their 
surroundings. They have also learned a great many Magics of defense and illusion to throw 
off these terrifying foes. They also tend to live in sprawling, interconnected underground 
warrens.

As mentioned before, those Skaven who live in urban areas also enjoy underground living. 
This propensity, coupled with the economic destitution that most urban Skaven live in, leads 
many Skaven to the sewers, canals, and other locales considered vile by most of the other  
races. These city-dwelling Skaven are a curious sort, and are well-known as scavengers of all  
things lost and discarded. As such, they learn much more than anyone gives them credit 
about Steam Technology and its many applications and alterations. Most urban Skaven also 
peddle in secrets and rumors, and many supplement these trades with the Dark Arts of 
stealth and thievery. A rare few become merchants, refurbishing and reselling much of the 
junk their people scavenge.
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 Other Races & Peoples of Arcanum
The previously discussed races make up the majority of Arcanum's populace.  However, 
certain Storytellers and Players may desire a greater variety of races from which to choose. 
Storytellers and Players who desire more options may certainly introduce other races into an 
Arcanum campaign.

When doing so, keep in mind the information in the preceding pages. Races who appear 
roughly Human or Elven will garner greater social favor and status from The Highborn, 
and will therefore have more access to jobs, technology, and other urban privileges. "Bestial" 
races, like trolls, centaurs, and dogfolk, for example, would be subject to much the same 
treatment as Orcs, Gnolls, and Lizardfolk.

One thing of particular importance here is Dragons. Storytellers and Players are highly 
discouraged from integrating Dragons into the world of Arcanum, especially if they are to 
become  sentience  PCs  and  NPCs.  One  of  the  central  mysteries  in  Arcanum is  the 
disappearance of the Dragons roughly 1000 years past. Most everyone in Arcanum agrees 
there are no Dragons any longer, if they believe that Dragons ever existed in the first 
place. For more information on Dragons and the mystery surrounding them in Arcanum, 
please refer to the chapter De Arcana.
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De Linguae:
LANGUAGES & DIALECTS
in which we discuss tongues both common & rare

Arcanian, the "Common" Tongue
Language is a unique feature in Arcanum, much different than other high-fantasy campaign 
settings. It is a near-universal element of fantasy roleplaying to have a language known as 
"Common", which nearly everyone in the game speaks. This has always seemed an utterly 
ridiculous  and  miserably  nonsensical  trope.  However,  Arcanum  has  a  similar  linguistic 
concept, and for good reason.

The "Common" equivalent in Arcanum is known simply as Arcanian. It is a generic name, 
to be sure, but it is meant for generic purposes. The Arcanian language is derivative of the 
native languages of the Highborn Humans and Highborn Elves, neither of which is spoken 
any longer. Arcanian is an amalgamation of those two languages, including their words, 
syntax, and accentuation.

When Arcanian first evolved, it was confined to the city of Axis, known now as The City 
of Gears, or simply, The City. This was the first city founded by the Highborn, and as 
time has passed, it has become the largest and most powerful city in all Arcanum. As such, 
it is fitting that the dominant language of The City of Gears has spread outward.

As the culture of Axis and its Highborn Technocrats has spread, so to has its language. All 
other cities in the world that have adopted Steam Tech endeavor to be sa great as Axis, 
and in order to "advance" and make "Progress", these cities have simply had to learn that  
city's tongue.

At this point in Arcanum's history, most every city in the world claims Arcanian as at least 
one of its official languages, thus the name "Arcanian" to describe the tongue. And as the 
culture  and  developments  of  these  cities  expand  outward,  more  and  more  people  in 
Arcanum learn to speak Arcanian.
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 That's not to say Arcanian is a universal language, by any stretch of the imagination. 
Almost all city folk speak a smattering of the language, many Gnoll caravans pick it up for 
trade purposes, and not a few rural people know a phrase or a few words. But by and 
large, most people in Arcanum are not fluent in Arcanian.

Cockney, Pidgin, "Low Arcanian" 
A dialect of Arcanian has arisen among the poor, impoverished, and street-dwelling urban 
Arcanians. Highborn call this dialect  Low Arcanian; those who speak it tend to refer to 
their dialect as  Cockney or  Pidgin. This dialect is mutually comprehensible with standary 
Arcanian, though the well-educated elites among The Highborn don't always understand it.

Cockney Arcanian is characterized as a guttural, drawling, heavily-accented dialect.

T hieves' Cant, "Flash Lingo"
Like Cockney, this dialect  is a derivative of standard Arcanian.  Unlike Cockney, it is 
NOT mutually comprehensible with Arcanian.

Thieves' Cant, known by its speakers as "Flash Lingo", is a sort of secret language- a 
Cryptolect!- of members of the urban underworld. It is spoken to confuse, mislead, and 
beguile  anyone  who might  overhear  a  conversation  between  thieves,  and  facilitates  the 
discussion  of  criminal  activities  past,  present,  or  being  planned.  Everyone  who  speaks 
Thieves' Cant also speaks some amount of Arcanian, as the dialect is based on the language. 
Thieves' Cant is almost non-existent in small towns and rural areas.

Caravan Jargon, Gnoll Tongue
As mentioned in the Gnoll entry of the previous chapter, Gnolls are the one exception to 
the absence  of  racial  languages  in  Arcanum.  Most  Gnolls  grow up on a  Caravan,  the 
nomadic wagon trains that travel to every corner of Arcanum. Once every two or three 
years, all of the independent Caravans come together for the Great Gathering. Having a 
common language ensures smooth interpersonal interactions and lucrative material transactions 
at these Gatherings.
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Caravan Jargon is made up of countless unique dialects, one for every Caravan in fact. 
They are all  interchangable and mutually comprehensible- all  people who speak Caravan 
Jargon can understand all others who speak it, regardless of dialect.

Though this language is sometimes called "Gnoll Tongue", that name is misleading. Not all  
Gnolls speak Caravan Jargon, since not all Gnolls grow up on a Caravan (i.e.: Urban Gnolls, 
and stationary rural Gnolls). Also, many non-Gnolls do speak the tongue, namely traders 
and merchants who do business with the Caravans. There are also non-Gnolls who travel 
with or become kinfolk of the Caravans, and they too speak the Jargon.

Caravan Jargon is noteworthy for its yipping and grunting, as well as the tongue clicking it 
utilizes for emphasis.

Lingua Scientia, Empirical, the Language of Knowledge
Among the learned and technocratic elite, Arcanian is an everyday language, too base and 
too unpredictable for Scientific Pursuits. So, those who write academic works and develop 
Steam Tech use a language of some long lost Human Empire. This language is known as 
Lingua Scientia, which, in its own words, means Language of Knowledge. Those who use 
this language also call it Empirical.

Obviously,  this  language correlates  to real-world Latin.  It  is  used almost  identically  to 
systematically  categorize ideas and "discoveries".  It  is  also used as  a universal  scientific 
tongue to avoid the intricacies and nuances of the many dialects of Arcanian. Many who 
speak this language, since it is a language of the elite, see other languages as vastly inferior 
and vulgar in comparison. 
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 Feldumon, Language of the Ancients, the First Tongue, Words of Making
Feldumon
In stark contrast to Lingua Scientia is Feldumon, alternatively known as the Language of the 
Ancients, the First Tongue, and the Words of Making. Feldumon is not so much a spoken 
language as it is a system of runes and runewords. It is the language of the Magical Arts, 
the One Language that ties together magic users across all of Arcanum. Magical rites and 
spells differ from place to place, and so too do magical schools, but in all places, at all times, 
the Words of Power hold true.

Feldumon is  an incomplete language, one that  no single person truly understands.  The 
exchange of Words of Power and the runic  symbols  that  correspond with them, is  a 
favorite  activity  among  mages,  wizards,  druids,  and  other  magic  users.  A  gift  of  a 
Feldumoni rune is a treasure to be cherished.

No one is quite sure which race or civilization or society of people created Feldumon. Most 
magical historians and sages agree that Feldumon is actually the embodiment of the language 
of  creation,  the  essence  of  life,  existence,  and  material  reality  itself.  The  origin  of 
Feldumon, and the seeking out and discovery of new runes, are important pursuits in the 
lives of many Arcanians.  Indeed, the language itself  is  one of the Great  Mysteries  of 
Arcanum.

Those Highborn academics and others who use Empirical view Feldumon as all but heretical.
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Other Languages & Dialects
Besides  the languages  previously  detailed,  there  are  hundreds of  languages  spoken in  a 
hundred hundred provinces. Listing all of the languages of Arcanum would take volumes, 
and would remove the fun of generating languages and dialects in-game. Following below 
are a few suggestions and guidelines for including languages in an Arcanum campaign.

First, Language (as opposed to Dialect) is usually a very regional, even provincial thing. 
Unlike the concept of racial languages (Elvish, Dwarven, etc.), Arcanum languages tend to 
be confined to provinces, communities, tribes, and so forth. The people of the Greenleaf 
province will speak Greenleaf, for example, whereas their neighbors in the Shadow Moors 
will probably speak a different tongue.

Even  within  Languages,  there  is  great  diversity.  Within  a  certain  province,  let's  say 
Greenleaf again, the language spoken by inhabitants will vary slightly from town to town, 
community to community. So, if you're playing a Goblin from Freeport Town in Greenleaf 
Province, he'll speak Greenleaf with Freeport Dialect or Accent. This doesn't necessarily 
have a huge impact on gameplay, but can make for some interesting roleplaying.

Also, bear in mind that cities and towns will have a greater diversity of inhabitants, and 
therefore a greater diversity of language. This is especially true for centers of economic and 
cultural  exchange,  like  towns  along  trade  routes,  port  towns,  cities  with  colleges  and 
universities.

Finally, please feel free to give creative names to in-game languages, names that mirror real-
world language and place names. Naming Greenleaf Province's language Greenleaf is well 
and good, but calling it Cuborgese or Farlish is even better.
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De Cultorum:
RELIGIOUS BELIEFS IN ARCANUM
in which we discuss the Old Powers of the Earth and spirituality today

Religious beliefs in Arcanum, as with religious beliefs in all places, are diverse, complex, and 
many. The present era is one of great conflict in the religious arena. The Old Gods, or 
Old Powers of the Earth, fade further into obscurity every day, as "Rational Skepticism" 
marches  ever  onward.  Agnosticism and Atheism claim more adherents  as  the Scientific 
Method becomes ever more deeply ingrained in the public mind.

Among those  who do have  religious  faith  or  reverence,  there  are  many religions  and 
denominations. In rural areas of Arcanum, bastions of devotees still cling to the Old Faith. 
Others, also largely rural folks, follow the Pagan religion, the faith of the Trickster God. 
And in contrast to all rural peoples and their naturalistic religions are the Hammerites, also 
known as the Order of the Hammer, revere and worship technology embodied in godhood.

Following below are brief descriptions of the religious paths of Arcanum.

T he Old Religion
The  Old Religion, alternatively called the Old Way and/or the Old Faith, is the most 
ancient religion in Arcanum. This is the faith of the Old Gods, who are also called Old 
Powers of the Earth. It is a polytheistic faith, in which many different gods, goddesses, and 
deities of ambiguous sex govern and influence every aspect imaginable.

Among these gods, names vary considerably from place to place. However, despite lingusitic 
variances, everyone who keeps the Old Way understands that the gods are always the same, 
that they have True Names that few, if any, mortals have ever heard.

Practicioners of this Way also agree on a number of other principles and tenets. Chief 
among these is the belief that all the humanoid races of Arcanum trace their origin to a  
Deity of some sort who appears, in its physical form at least, as a member of that race. So, 
for example, there is a "Human" god, a "Kobold" god, a "Greenskin" god, and so forth. 
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These gods and goddesses are thought to be the youngest of the Old Powers, since the 
other deities in the pantheon of the Old Faith rule over ideas, ideals, and concepts as 
opposed to concrete physical forms.

Another generally agreed on tenet of the Old Way is that the gods actually exist and have 
real,  tangible  influence  in  the  matieral  world.  Many  ancient  chronicles  and  tomes  of 
forgotten lore mention one or more of the Old Gods intervening in mortal affairs, and 
those who follow this faith take these accounts quite seriously.

Those few who keep the Old Religion in modern Arcanum have mixed opinions about the 
other religious paths. Old Faithers typically get along well with Pagans. There are even 
denominations and sects that accept the truth of both religions, and integrate their beliefs 
accordingly. However, since the Pagans are universally aligned to Chaos, those who worship 
Old Gods of law, control, and the like do not associate with the Pagans.

Those who follow the Old Gods do not love the Hammerites, the Mechanists, or any 
others who elevate Steam Tech to godhood. The way of the Old Powers of the Earth is 
very ecocentric, so members of this religion tend to love Arcanum itself, and shun that 
which destroys the earth and its landbases.

Besides these agreed upon tenets and opinions about other religions, the worship of the Old 
Gods comes in many rites, rituals, devotionals, and prayers. Each deity has its own path, 
and even among those who worship the same god or gods, there is still leeway in their 
practice.

One of the great mysteries of Arcanum is the disappearance and near-extinction of the Old 
Powers of the Earth. The existence or non-existence of these beings is also hotly debated, 
and many scientific academics and magical/religious devotees alike seek to discover more 
information and history about the Old Powers. Please refer to the chapter De Arcana for 
more information.

Following below is a small sampling of the Old Gods. These are simply suggestions, and 
players and storytellers are encouraged to add their own deities to Arcanum.
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OLD POWERS OF THE EARTH
Name Domains Sex Aliases, Dominion
Chergauti Humankind Ambiguous Creator of Humanity
Wundrano Elves Ambiguous Creator of Elves
Megodas Dwarves Ambiguous Creator of Dwarves
Shym Halflings Ambiguous Creator of Halflings
Avdel Goblins Ambiguous Creator of Goblins
Kiljan Orcs Ambiguous Creator of Orcs
D'zhay Gnolls Ambiguous Creator of Gnolls
Ekan Kobolds Ambiguous Creator of Kobolds
Yash Lizardfolk Ambiguous Creator of Lizardfolk
Doshog Skaven Ambiguous Creator of Skaven
Mebelthraxys Dragons Ambiguous Progenitor of Dragons

Aka Women, Female Strength, War, 
Wisdom, Motherhood, Warriorhood, 
Moon Cycles, Birth, Death, Midwives

Female The Wrathful Mother, 
The Supreme Goddess

Amms Innovation, Technology, Machines, 
Mines, Steamworks

Male The Master Builder

Atareesh Thievery, Trickery, Illusion, Ruses, 
Riddles

Ambiguous The Masked God, 
The God of Thieves

Batzorgel Crafting, Handicrafts, Arttisans Male The Patron
Bicinduc Poetry, Music, Bards, Troubadours Female Sister-wife of 

Nulkauret
Bulzabolabi War, Conquest Usually Male The Bloody One, 

The Charioteer
Creac Plants, Forests, Herbal Medicine, 

Rejuvenation
Ambiguous Appears as a crawling, 

living, organic tangle 
of plant matter

Devessa Harvest, Agriculture, Seasons, Cycles, 
Birth

Female The Crop Bearer,
Mistress of the Change

35



Name Domains Sex Aliases, Dominion
Dhaelhel Birds, Falconry, Sky/Air, Speed Ambiguous Takes the form of 

various birds; The 
Beaked One, The 
Winged God

Flior Rivers, Streams, Lakes Ambiguous He Who Flows
Gant Earth, Caves, Rocks, Soil, Mountains Male The Unmoving Lord
Henesp Poison, Serpents, Death, Necrotic 

Decay & Rotting
Serpentine 
Female

The Corpse Eater, 
The Serpentlady, 
The Scaled One

Illawen Compost, Decay, Rotting, Moisture, 
Fungus, Darkness, Night, Entropy

Female The Mushroom 
Mistress, 
The Dark Lady

Ishir The Moon, Truces, Healing, "Good" Female Wife of Kai, 
The Good Lady

Jand Suffering, Endurance, Siege Warfare, 
Barricades, Fortifications

Male The Stalwart God

Jazool Merchants, Trade, Marketplaces, 
Money, Greed, Ambition

Usually Male Known to bring fiscal 
ruin to most who deal 
with him

Kai Protection, Healing, Benevolence, 
Piety, Charity, Humility, the Sun, 
"Good"

Male The Good Lord, 
King on High, 
The Redeemer

Kob Love, Sexuality, Communication Male & 
Female

The Irresistable One, 
The Great Lover

Kevennaweg The Sea, Water, Sea Travel, Ships, 
Sailors

Ambiguous Lord of the Sea, 
The Deep One, 
God of the Depths

Kylaea Justice, Law Female The Blind One
Levroo Fate, Luck, Gambling, Dice, Chaos Male The Fickle Lord
Maddokht Medicine, Healing, Rest, Recuperation Male He Who Heals
Morgmelocha Books, Literacy, Scribes, Lore, 

Knowledge, Colleges, Divination
Ambiguous The Learned One, 

Keeper of the Record
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Name Domains Sex Aliases, Dominion
Naar Pain, Suffering, Malevolence, Darkness, 

the Moon, "Evil"
Ambiguous Beast-of-a-Thousand-

Names, The Dark 
One

Nilema Roads, Crossroads, Messengers, Travel Ambiguous The Four-faced God
Njetsiku Pastoralism, Shepherds, Fields, 

Meadows
Male The Shepherd, Lord 

of the Flock
Nulkauret Poetry, Music, Bards, Troubadours Male Brother-husband of 

Bicinduc
Oshkim Beasts, Wildness, Hunting, Stalking, 

Foraging, Lycanthropy, Chaos
Ambiguous Appears as various 

wild non-humanoid 
animals, The Feral 
One, The Trickster

Pym Metalworking, Smithing, Forges, 
Smiths

Female Fierce rivalry with 
Batzorgel; The Lady 
of the Forge

Rilb Fire, Volcanoes Ambiguous The Phoenix Lord
Rinsilric Curses, Hexes, Enchantments, 

Confusion
Changes 
frequently

The Charmlord

Shairlaum Weaving, Looms, Basketry, Clothing, 
Tailors

Female The Fate Weaver, 
The Tangled Mistress

Siglismuyn Plagues, Pestilience, Disease, Sepsis Ambiguous Appears as a festering, 
rotting hound; The 
Pox-bringer, Plague 
Hound

Sulbhris Arcane Knowledge, Sorcery, 
Enchantment

Ambiguous Universally revered 
and respected by 
magic users

Tinunkar Wine, Beer, Brewing, Intoxication, 
Charms

Usually 
Female

The Brewmistress, 
Lady of Delights

Ulella Ghosts, The Undead, Burial, Burial 
Grounds,  Death, Embalming

Usually 
Female

The Veiled One, 
Lady of Hallowed 
Grounds

37



Name Domains Sex Aliases, Dominion
Vraoti Archery, Bowyery, Fletching 

Hardwood Trees
Female Lady of Arrows

Wobricilh Spiders, Poison, Fate, Storytelling, 
Assassins

Arachnid 
Female

The Webspinner

Yogal Night, Darkness, Shadow, Stars, 
Disguise, Illusion

Ambiguous Not considered an evil 
being, just one of 
darkness

Zirhel Hardship, Cruelty, Torture, Sorrow, 
Malevolence, Hatred, Rage

Ambiguous Appears horned and 
horrifying, like 
stereotypical demons; 
The Terrible One, 
Lord of Sorrows

Please bear in mind, as per the information provided in the De Arcana chapter, that most 
of  these  gods  have  been  forgotten  or  relegated  to  a  past  age.  Rediscovering  and 
reintroducing these deities into an Arcanum campaign is a great mystery, and should be 
approached with the caution and care of digging up antiques from the past. These deities 
actually exist, but not many Arcanians worship them or know their rites and rituals in the 
present era. The Old Powers that are most likely remembered are the Racial Gods, those 
deities that gave rise to the humanoid races of Arcanum. Mebelthraxys is the exception to 
this- only the few dragons who remain remember the worship of this deity.

Those Old Powers that aren't worshipped any longer can be discovered in ruins of their old 
temples, in chronicles and tomes of lore, in engravings and artworks, and, of course, in 
magical artifacts and direct communication. Those Old Powers who are still remembered 
and given praise will  be rare enough, and can be discovered through interactions with 
individuals  and  communities  who  worship  them,  or  through  the  methods  mentioned 
previously.

When the  Old Powers  of  the  Earth  do enter  an Arcanum campaign,  they  can  have 
powerful magical effects on their worshippers and their surroundings. Please refer to the 
chapter De Arcana for more information.
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 Paganism, T he Trickster, the Folk o' the Woodsie One
Among the idyllic rural towns, villages, and tribes that dot Arcanum's 
countryside, there is an omnipresent religion known as Paganism. The 
Pagans often call themselves Folk o' the Woodsie One, or simply The 
Folk.  Pagans  worship  a  personified nature-spirit  known variously  as 
The Trickster,  The Woodsie  One,  The Woodsie  Lord, and  The 
Wild One.  Most often, Pagans use the term The Trickster.

The god of the Pagans is a wild god, a god of Chaos. As such, Pagans are universally  
aligned to Chaos. They also have their own code of ethics that centers around love of the 
earth, hatred and spite toward Steam Technology and industrialization, and fellowship, love, 
and oneness with one's friends and neighbors. Thus, most Pagans are textbook examples of 
the Chaotic Good alignment.

Not all Pagans are rural folk, however, and though their intentions are just and valid, not 
all  Pagans  always  act  in  ways  considered  "good".  Certain  sects  of  the  Pagan  religion, 
specifically those who are willing to fight for their beliefs, move to or spring up in Cities. 
These Urban Pagans are considered the most dangerous sort by the Highborn. They usually 
squat ruins and abandoned buildings, or sometimes squat in sewers alongside the Skaven, 
some of whom are Pagans themselves. They use these urban squats as headquarters for their 
unpredictable and often effective crusade against Steam and against cities in general.

From these urban squats, Pagans sneak about in the night, sewing magically-enchanted, fast-
growing seeds into the cobblestones, and thus tearing up entire streets. They spread eldritch 
mosses and lichens on the cornerstones of steamworks and factories, razing walls in a matter 
of hours. They collect pine resins, heat them, and dribble them into clockworks and gears, 
halting production and destroying equipment.

On a nightly basis, Urban Pagans collaborate, conspire, and create Chaos.

Certain rural Pagans also engage in sabotage and destruction. This is most often true of 
Pagans who live in Hybrid communities, those townships and villages where Magic and 
nature are strong and where Steam Tech has been introduced.
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Pagans often get along with followers of the Old Religion, save for those who worship the 
gods and goddesses of Law and Order. Most Old Faithers also love and seek to protect 
the earth, and so they are on generally friendly terms with the Pagans. Certain Pagan sects 
and individuals integrate the Old Powers of the Earth into their  worship of the The 
Trickster.

Pagans are the sworn enemies of the Hammerites and other servants of technology and 
Law. Pagans also loathe the Mechanists for their love of technology, but are prone to trying 
to inspire or convert Mechanists due to their shared alignment with Chaos.

Though Pagans revere and respect all living creatures, the Coyote, Fox, and Raven are all 
considered sacred in their canon. As such, Pagan shamans may adorn themselves with the 
skins, bones, and feathers of these creatures, and may revere them in ceremonies. Pagans 
also revere plants, and many Pagans are competent herbalists and druids.

Pagans tend to dress in shabby, piecemeal clothing, with dirt, twigs, plants, and animal 
matter cobbled together about them. They have little concern with the mores and taboos of 
the Highborn and High Society. The usually despise the color burgundy, as it is the color of 
the Hammerites.
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 Animism
In  many parts  of  Arcanum  Animism  is  the  predominant  religious  sentiment.  Animists 
believe in the spirit in all things, worshipping their landbases, the sky, the trees of their  
sacred groves, the waters that give them life, and so on. Animism is very similar to both 
the Old Religion and to Paganism, and it overlaps and intermarries with both of them. It is 
worth mentioning here simply because there are many in Arcanum who have neither heard 
of the Old Powers of the Earth nor The Trickster but who worship the earth landforms 
and landbases and the earth itself.  Animists are inclined toward the Chaotic alignment, 
though there are certainly Lawful animists as well.

Order of the Hammer, Ordo Mallei, the Hammerites
The Order of the Hammer,  more commonly called the 
Hammerites, is a technocratic religious order that worships 
the  Master Builder. The Hammerites are very similar to 
the  Catholic  church  of  the  Inquisition,  except  that  they 
worship a god of technology and steamworks. Hammerites 
are an urban religion through and through.

The two most important tenets of Hammerite religion are first, the worship of the Master 
Builder and all that entails, and second, alignment to Law and Order. Hammerites have a 
number of rituals that they enact daily to praise the Builder and his Creation, and they also 
"worship"  by  building,  constructing,  fabricating,  inventing,  and  making  technological 
"progress". The Hammerites see technology as sacred, and individual appartuses and devices 
as consecrated objects. The destruction or flippant discarding of such an object amounts to 
heresy, and is punishable in kind.

Hammerites, like the real-world church, are also devout supporters of Law. In fact, many 
Hammerites use their status in the Church to segue into public office, whereupon they make 
the laws that Hammerite warriors and constables enforce. Hammerites also volunteer troops 
to local City Watch otganizations, and always collaborate with sheriffs, police, and other 
brute enforcers of Law.
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Hammerite perspective on other 
religious beliefs is almost always 
narrow, hateful, and righteously 
violent. This is most vehemently 
expressed  and  enacted  toward 
the Pagans,  who are  the long-
time  sworn  enemies  of  the 
Order. The Order sees it as a 
dutiful crusade to eradicate the 
Pagans, stamp out their love of 
Chaos,  and  crush  them  into 

subservient belief in the Master Builder. The Order maintains a special rancor toward the 
Mechanists, a heretical sect of the Hammerites. Theirs is the only true religion; all else is  
heresy and falsehood. The one exception to this is Atheism: Hammerites see atheists and 
Rational Skeptics as somewhat misguided and downright wrong, but appreciate the rationale 
and science that goes into their belief structure.

Aside  from  their  religious  duties,  the  Hammerites  are  also  noteworthy  as  scholars, 
researchers, and academics. They keep tedious, meticulous records of most everything. They 
also give funding to scholars and field-researchers whose work they admire, including non-
Hammerites. They run a number of steamworks, factories, and foundaries. On a more 
sinister note, the Hammerites also administer a number of Labor Camps for criminals and 
discontents,  where they attempt to teach "Purity" and "Morality" through hard, forced 
labor.

The Order is led by a High Priest, who is served by a cadre of local and regional priests.  
The  bulk  of  the  Order  is  made  up  of  warriors,  whose  favored  weapon  is  the 
Sledgehammer, and who often adorn themselves in heavy plate armor. Craftsmen and Lay 
Members make up the rest of the Order. The Order's sigil is two crossed hammers, and 
their Holy Color is Burgundy Red, symbolizing the blood of martyrs, the blood spilt in 
pursuit of Progress, and the Fires of the Eternal Forge. Sacred texts include:  Book of the  
Master Builder, Hammer Book of Lessons, Hammerite Hymnals, Precepts of the Smith-in-Exile, and 
Words of the Sixth Forger. Hammerites refer to each other as "Brother" or "Father"; women 
are excluded from serving in the Order, but not from attending services.
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 Order of the Mechanists, Children of Karras
Decades ago, the Order of the Hammer was dealt a crushing blow by 
the Pagans of Axis, the City of Gears. In the tumult and Chaos that 
followed, a Highborn elvish Hammerite priest by the name of Karras 
decided that  the  Order  was  corrupt  and  weak,  that  the  Hammerite 
leadership was forfeit. He began preaching new ideas, blasphemous ideas. 
But in the aftermath of Pagan destruction, Karras found a voice among 
the Hammerites, found a following and a flock, and broke away.

This is how the  Order of the Mechanists, known also as the  Children of Karras, was 
formed. Karras' teachings are similar to the teachings of the Hammerites, but certain ideas 
within his teachings caused the schism between the two orders. The Mechanists believe that 
Steam  Technology  is  the  utmost  expression  of  the  Builder's  perfection,  thus  that  the 
development and advancement of Steam Tech should take priority over all other pursuits.

As time has passed, Karras' philosophy- aided by his disciple, Brother Cavador- has become 
increasingly more, well, mechanical. Karras now teaches that biological life is an Abomination 
to the Builder. He teaches that the Mechanical is vastly superior to the Biological, that 
Machines are superior to Lifeforms. The Hammerites, on the other hand, see their bodies 
as creations of the Builder, creations to be revered and taken care of.

With the new transhumanoid ethics in Karras' and Cavador's teachings, the Mechanists have 
begun researching and implementing bio-mechanical Steam Tech. Many Brothers and Priests 
in the Order of the Mechanists  now have mechanical  body parts,  including telescoping 
clockwork eyes that can zoom in and out. Karras himself is almost half machine at this 
point. In addition to innovating mechanical body parts, the Mechanists are the originators of 
clockwork cameras and security systems. Perhaps most impressive, and most horrifying, are 
the Dreadnoughts, the automated, steam-powered Mechs (attack robots) that the Mechanists 
use for protection from and ultimate annihilation of their enemies.
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Unbeknownst to the public at large, 
Mechanist  research  is  most  often 
conducted  on  unwilling  subjects. 
These  are  usually  the  poor  and 
miserly,  streetfolk  and  sewer-
dwellers,  and  vast  numberes  of 
Pagans.  Another  great  Mechanist 
secret  is  the  Necrotic  Mutox,  a 
selective virus capable of annihilating 
biological  life.  It  is  currently  in 
development  in  a  Mechanist 
laboratory called The Soulforge.

Mechanists  order  themselves  almost 
identically to the Hammerites. They 
are led by Karras, the High Priest, 
and  under  him,  Cavador  the 

Disciple. Beneath those two are a number of regional and local priests. The backbone of the 
Mechanist Order is made up of warriors, and is supplemented by Steam Mechs, hulking 
goliaths capable of great destruction. The Order also claims researchers, developers, and 
forgers in its ranks. The zealous, secretive nature of the Mechanist Order means there are 
no Lay Members.

Mechanists despise the Pagans, but sometimes attempt to convert them, since they both 
share the element of Chaos in their beliefs. Openly warring with the Hammerites, however, 
is top priority for the Mechanists, who see their faith as the one true faith of the Master 
Builder. Mechanists don't much care for other religious beliefs, but are too focused on 
completing their masterworks to care overmuch.

The Mechanist sigil is a black cog on a red banner. The holy color is red, as with the 
Hammerites. Their holy works include  T he New Scripture of the Master Builder, written by 
Karras, and T he Book of Stone. Mechanists call each other "Brother" or "Sister", having no 
hierarchy based on biological sex, which they see as inferior and obsolete. Priests are called 
"Father", even if they are female. Like Hammerites, most Mechanists are Highborn.
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Atheism, Rational Skepticism
With the innovation of the Scientific Method, a new paradigm of thought has arisen. The 
dominant trend in the realm of religion in the past few decades has been a move toward an 
Atheist  Arcanum. Keeping true to the influence of the Scientific Method, many atheists 
prefer to dub themselves Rational Skeptics.

These doubters use a variety of reasoning techniques to dismiss and discount the Old Gods 
as well  as  the new, including The Trickster of the Pagans and Master Builder of the 
Hammerites. Atheism is practiced most fervently by The Highborn.
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De Factiorum: 
GROUPS, ORGANIZATIONS, & FACTIONS
in which we discuss social & political organizing

With the great conflict and turmoil in present-day Arcanum comes great ambition. From 
this ambition, a number of groups and factions have arisen with various goals and agendas. 
These groups differ in structure and aim, but they all work tirelessly to achieve their goals.  
Following below is a list of the major power groups in Arcanum. As always, if Players or 
Storytellers desire other groups and organizations, they are encouraged to add them.

Pagans, T he Woodsie Folk
This is not so much a group as a loosely-knit, de-centralized direct action 
zealots  (whom  the  Author  wholeheartedly  supports,  thank  you  very 
much!). The Pagans are covered in detail in the preceding chapter, De 
Cultorum. For detailed information on this group, please see that entry.

Order of the Hammer, Hammerites
As with the Pagans, this organization is also a religion. As such, it is 
covered  in  depth  in  the  preceding  chapter.  Please  refer  to  that 
chapter for details.

Order of the Mechanists, Children of Karras
Again, this religious group is covered in the previous chapter. Please refer 
to that chapter for more information.
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 T he T hieves' Guild, Pensey's Pockets
Some say there is no honor among 
thieves,  but  they’re obviously  not 
part of the Thieves’ Guild. This 
tightly-knit group is also known as 
Pensey’s Pockets, named after the 
founder of the guild. The Thieves' 
Guild can be found in every large 
city  in  Arcanum,  and  in  many 
rural  cities  and  towns  as  well. 
Though the Guild is  well-known, 
the  exact  whereabouts  of  local 
hideouts  is  almost  impossible  to 
uncover if  not a member of the 
guild.

People  generally  think  poorly  of 
the  Thieves’  Guild,  but  it  does 
have standards and regulations for 
its members. Thieves belonging to 
the guild agree not to steal from 
the  poor,  not  to  steal  from one 
another  or  from the  Guild,  and 
they agree to never use excessive 
force  when  engaged  in  stealing, 
with the exception of using non-
lethal bludgeons and martial arts to 
render  others  unconscious.  This 
prevents  cutthroats,  muggers,  and 
violent  burglars  from  joining  the 
guild.
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By refraining from stealing from the poor, the Thieves’ Guild has gained a foothold in 
many  ghettos  and  shantytowns,  often  providing  food  and  money  for  the  leagues  of 
impoverished workers and families in exchange for quiet tongues, privacy, and occasional aid.

New members almost never seek out the Guild. Rather, the Guild employs a crack network 
of scouts and observers, whose job it is to watch for non-members engaged in stealth and 
thievery. When a potentiate is spotted, they are contacted within a matter of days with an 
invitation and instructions on how to join the guild. These instructions usually detail stealing 
some minor item from an easy spot. This item is then to be brought to a fence in the area  
who directs the applicant toward the local hideout. In rare cases, talented novices might 
actively seek out Thieves' Guild hideouts. Simply by finding these guildhalls, thieves prove 
their worth and are admitted to the ranks of fellow guild thieves.

Thieves' Guild hideouts offer training in stealth and camouflage, trap setting and disarming, 
pickpocketing, lockpicking, brawling and grappling, lying, detecting, charming others, and so 
on.  The  Thieves’  Guild  is  a  non-hierarchical  meritocracy,  traditionally  “led”  by  a 
Grandmaster Rogue who embodies all the virtues of the trade. Decisions are made as a 
group, and when actions are undertaken, individuals who excel at specific tasks take on those 
jobs (e.g.- the finest lockpicker picks locks while the stealthiest sneaker scouts ahead.) In 
cases of conflict between thieves, the Master Thief acts as a mediator. The Master Thief 
also exerts influence and acts as a decision maker when the guild must make a collective 
decision but cannot decide either way on an issue.

Though the Thieves' Guild is non-hierarchical, it does use a system of ranking to reward 
and distinguish its members, much like other guilds. The language of the Thieves' Guild 
ranking system differs from other guilds, however. Apprentices and new members are called 
Footpads.  When footpads  achieve a  certain  level  of  competence,  they  become Rogues. 
Above rogues are the Master Rogues, who act like masters in other guilds. And heading the 
Thieves' Guild is the Grandmaster Rogue, who, to honor the guild's founder, always adopts 
the name Pensey despite his or her birthname.
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Archaeological Society of Arcanum
This umbrella organization is made up of countless chapters, and is based out of Arcanum's 
colleges and universities. It is an elitist, academic, hierarchical organization. It is also an 
organization whose work is considered vitally important by most everyone, even members 
of the lower classes. The reason is simple: the ASA seeks to uncover the Past, the shared 
history of all the peoples of Arcanum.

Most often, this comes in the form of exploring, excavating, and documenting Ruins, in 
which Arcanum is certainly abundant. The ASA's work also entails field research, such as 
investigating local dialects and their origins, documenting folk histories and myths, and other 
similar work.

The ASA attempts to be unbiased in the dispute between Technology and Magic, espcially 
because the history of Arcanum, the very history this organization is working to unravel, is 
positively inseparable from and largely made up of Magic. However, this organization is 
mostly composed of Highborn educational elites, who themselves typically prefer Technology 
and shun Magic. The ASA also uses a wide variety of tools and devices in their work, 
many of which are steam-powered or clockwork. These factors sometimes interfere with the 
ASA's stated objectivity.

The academic  nature  of  the  ASA means  that  most  of  its  members  are  well-educated 
Highborn humans and elves. However, in their pursuit of objectivity and honest research, 
the ASA does admit non-Highborn members, provided their accomplishments, education, 
and or accolades precede them.

The ASA publishes its discoveries and the discoveries of other academics in a periodical 
called Digging Up Our Past: the Journal of the Archaeological Society of Arcanum. It is commonly 
accepted by academics that aspiring archaeologists and historians have entered the ranks of 
the expert when they have been published in T he Journal.

The ASA is headed by a Board of Directors. Under the Board are the Chapter Directors, 
and under these are the researchers. The ASA gets most of its funding from colleges and 
universities, as well as wealthy patrons and, in certain provinces, local governments.
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Guilds & Trade Unions
Because Arcanum is still in the very early stages of industrialization, skilled laborers and 
tradesmen and women make up the backbone of Arcanum's economy. These skilled crafters 
maintain a number of Guilds, which also act as Trade Unions for those workers in or near 
urban areas.  Most every trade has  an accompanying Guild.  To name but a few, these 
include: the Stonemasons' Guild, the Weavers' Guild, the Blacksmiths' Guild, the Tanners' 
Guild, and countless others.

All Guilds, even the poorest, have local Guildhalls. The halls host Guild events, skillshares, 
apprenticeship events, and tradeshows. Also, usually once a year, Guildhalls host festivals or 
celebrations thrown by the Guild to honor its members and their families, and often the 
community of which they are a part.

When corrupt political officals or wealthy robber-barons attempt to swindle skilled workers, 
the Guilds act as lobbying groups and, when it's called for, makeshift armies of workers' 
resistance. 

Guilds typically follow strict hierarchies of merit. They are all lead by a Grandmaster whose 
title is specific to the trade, such as the Grandmaster Tailor, the Grandmaster Cobbler, etc. 
Each guild has a single Grandmaster. Beneath the Grandmaster are a number of Masters. 
Masters are often the administrators of Guildhalls, and they also have the honor and duty 
of approving apprenticeships. Beneath Masters are Journeymen, those who have completed 
their Apprenticeship but have not yet been granted Master status. Journeymen make up the 
vast majority of skilled laborers. The lowest Guild ranking is the Apprentice. Apprentices 
are young people who have been accepted by a Master or, very rarely, Grandmaster for an 
apprenticeship.

Besides the standard hierarchal rankings (Grandmaster, Master, Journeyman, Apprentice), 
many  Guilds  have  special  duties  and  titles  for  members,  such  as  Secretary,  Steward, 
Mediator, Keeper of Minutes, Master at Arms, and so forth.

Guilds are a powerful economic and political entity in modern Arcanum, and Players who 
create crafty characters should consider a Guild allegiance and ranking.
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 Fellowship of the Left Hand, T he "Guild of Mages"
This organization is structured much like 
any other guild. Its purpose and mission, 
lo998however, are unique. The Fellowship 
of the Left Hand, colloquially known as 
the Guild of Mages, is a group dedicated 
to  the  preservation,  undestanding,  and 
virtuous use of the Magical Arts.

This Guild is organized like every other, 
at least in terms of hierarchy. At the top 
of  this  guild's  power  structure  is  a 
Council of Grandmasters, an elite crew of 5 of the most powerful sorcerers in the world. 
Below them are the guild's Masters, those adept mages who administer the Guildhalls of the 
Hand, and who select promising new apprentices and promote apprentices to Journeyman 
status. Journeymen (and women) make up the bulk of the Fellowship, and Apprentices make 
up the rest.

As with other Guilds, there are special titles within the Fellowship of the Left Hand. A 
Lord of Scrolls, also called the Recordmaster, keeps meticulous record of all the guild's 
findings and discoveries, and ensures that they are kept secret from the enemies of the 
guild.  The guild also  employs  an ultra-covert  team of Nightblades,  mage-assassins  and 
saboteurs who are skilled in illusionary and deceptive magics as well as the deadly long-knife. 
The Nightblades are led by a Master known as the Lord of Shadows. Other similar titles 
exist within the Fellowship.

Their love of the Magic Arts puts members of the Fellowship of the Left Hand at odds 
with the forces of Steam and industrialization. Therefore, this organization actively seeks 
the destruction and eradication of steam tech, through physical direct action and magical  
means. This animosity to steam means that members of this guild sometimes ally with 
Pagans. However, the Fellowship of the Left Hand is not officially or adamantly allied with 
the idea of Chaos, and many members of this guild fall under the Lawful alignment. This 
makes allying with the Pagans an on-again, off-again affair.
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Ancient Order of the Keepers
The  Ancient  and  Illustrious  Order  of  the  Keepers,  more 
commonly  simply  called  The  Keepers,  is  a  secret  sect  of 
observers  and  chronicleers.  They  are  also  a  group  of  skilled 
glyph-mages,  who  have  a  tremendous  understanding  of 
Feldumoni runes, greater, perhaps, than even the Fellowship of 
the Left Hand. 

The Keepers use their knowledge and possession of Feldumoni 
Glyphs in powerful magics of Divination and Prediction. They 
do this by entering trance-like states of half-consciousness wherein 
they  write  Feldumon  glyphs  without  consciously  thinking  or 
trying. The meanings of the writings produced in this way are 
then analyzed, discussed, and debated. On occasion, the Keepers 
do accurately predict events with this technique, and they then 
take action if they feel it is necessary.

Keepers are specifically concerned with the Final Glyph, which in Keeper eschatology signals 
either the End of the Age or the End of the World. The meaning of the Final Glyph is  
hotly debated within the Keeper ranks. Part of the Keeper mission is to predict the Final 
Glyph  before  it  is  written,  and,  in  so  doing,  prevent  the  destruction  it  will  bring. 
Preventing the Cataclysm is the most crucial Keeper imperative.

Keepers are also generally dedicated to preserving knowledge and to protecting the power in 
the Language of the Ancients. The Keepers act as a sort of check and balance on the 
Fellowship of the Left Hand and other magic users by intervening when a magic user is 
deemed too powerful or if a mage loses control and abuses her power. The Keepers also act 
with  great  secrecy  and  stealth  to  prevent  ASA members  and  other  researchers  from 
discovering certain secrets that they feel are too powerful or too risky for the public to 
learn. Keepers themselves are kept in check by the Glyphs themselves- interpreting the 
glyphs and using glyph magic as frequently as the Keepers do brings about accelerated aging 
and premature death. The Keepers understand this and accept it.
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Keeper hierarchy differs somewhat from other organizations. The Keepers are led by the 
First Keeper. At present, the First Keeper is Orland, an officious, bureaucratic, and stern 
middle-aged Goblin. Under First Keeper Orland are the Elders, who vary in number from 
time to time. The Council of Elders has power equaling that of the First Keeper, although 
they mostly make decisions together and rely very rarely on the distribution of power. 
Under the Elders are the Scribes, the main body of the Order of the Keepers. Scribes 
spend their  days  writing,  researching,  and learning  the  ins  and outs  of  Glyph Magic. 
Initiates are the lowest level of Keeper hierarchy. They are only ever recruited by pre-
existing Keepers, since the Order is secretive and the public at large doesn't know of their 
existence.

Among the Scribes of the Order, several subdivisions exist. Translators are the Scribes who 
examine glyph prophecies once they're written and convert them to Arcanian. This is done 
in the hopes of providing different perspectives on prophecies, and in order that they might 
be better  understood.  Alongside the Translators are the Interpretors.  These select  few 
individuals are considered the most skilled and most incomprehensible and mystic of the 
Keepers. Their task is intrepretation, deciding the meanings of individual prophecies and 
glyph scripts. Interpretors are the Keepers who wither away with age most quickly.

A final division of the Order of the Keepers, a branch that even most Keepers don't know 
about, is the Enforcers. Keeper Enforcers are monstrous semi-humanoids who have been 
transformed via Glyph Magic and dark rituals into deadly psionic assassins. They wear 
billowing black cloaks covered in glowing grey glyphs, not only to terrorize their prey but 
also  to  shroud  their  hideous  features.  They are  among the  most  stealthy  creatures  in 
existence, they are skilled with a multitude of weapons, and besides their arsenal of other 
skills, they can also influence weaker minds by thought alone. When they speak, which is 
rare, their voice sounds like smoke and razorblades. Enforcers are employed only in the 
direst of circumstances, and only when the First Keeper and the entire Council of Elders 
reach consensus that is necessary. Though frightening, Enforcers are mortal and can be 
killed.

The only  alignment that  Keepers  every maintain is  to their  imperative,  to the glyphs 
themselves. They care little for the dichotomies of Chaos and Law, Magic and Technology. 
They use Magic in their every day pursuits, but it is Prophecy that concerns them, not the 
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superiority of Magic over Steam. And when it is called for in their duties, Keepers don't 
hesitate to use Steam Tech. Keepers also tend toward atheism, although those who do follow 
a religious path typically worship the Old God Morgmelocha, The Keeper of the Record, 
god of scribes and knowledge.

Keepers make no distinctions based on class, sex, race, and the like. They recruit Initiates 
from all backgrounds and all races, provided they show promise in the necessary areas. In 
fact, due to the secret nature of the Keepers, they prefer to recruit members who are used 
to being invisible, including the lower classes, streetfolk, and members of "lowborn" races.

Keepers maintain a headquarters in every major city and in many smaller towns as well.  
They conceal these hideouts with powerful magics of obfuscatrion and determent, allowing 
them to remain hidden even in the most densely populated areas.

A universal commonality among all Keepers, even Initiates, is Ort, the Door Glyph. This 
magical Feldumon rune allows Keepers to access portals and passageways that are invisible to 
the untrained eye.

Friends of the Middle Path
Even in this odd high-fantasy world of steampunk, the Friends are a weird organization. 
Most everyone in Arcanum, despite their conflicting viewpoints, agrees that The Friends 
are crazy. That's because the Friends of the Middle Path attempt to do what no one else 
believes possible: they try to reconcile Steam Technology and Magic.

As such, Friends come from a variety of backgrounds and training. The Friends' philosophy 
draws in users of the Magical Arts as well as Steam Technicians, those who follow Chaos 
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and those who believe in Law. This mish-mash of people and ideals gives Friends' meetings 
a motley, disheveled appearance, adding to the common opinion that the Friends are all 
nutjobs. Friends also allow members of all races, sexes, religions, and economic backgrounds, 
and thus receive great scorn from sexists, racists, atheists, and especially The Highborn.

Despite the sidelong glances and words of reproach that meet them most everywhere they 
go, the Friends of the Middle Path pursue their goals with unparalleled fervor. Members of 
this ogranization believe with no reservation or doubt in the hearts that Steam Technology 
and the Magical Arts have common ground and room for crossover. The more ambitious 
and  positive-thinking  among  the  Friends  actually  believe  that  the  two  forces  can  be 
integrated and can fully coexist together.

Experimenting with integrating Magic and Steam Tech sometimes ends with catastrophic 
consequences. This has proved the death of more than a handful of Friends. Even so, they 
remain dedicated to their goal.

The Friends of the Middle Path are a loosely-knit federation of cells. Local groups are 
headed by a chairperson, who doesn't necessarily have more power than any other member. 
They're simply the charismatic believers who do the work to organize others. Besides the 
chairperson, there are no formal titles for members of this group. They simply refer to each 
other and to themselves as "friend".

Certain other organizations- namely the Hammerites, the Mechanists, the Fellowship of the 
Left Hand, and The Keepers- have taken interest in The Friends. All of these groups save 
the Keepers want The Friends to fail in their mission, as the integration of Magical Arts 
and Steam Tech would invalidate those groups and their goals. The Keepers, however, tend 
to be somewhat neutral toward the Magic/Steam dichotomy, and therefore keep a watchful 
eye on The Friends to see how their endeavors might fit into Keeper prophecies.

The Friends of the Middle Path can be found in every large city in Arcanum, and in 
hybrid (i.e.: magical and technological) villages and towns as well.
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 T he Great Caravans
The Gnoll entry in the chapter De Populorum discusses the Gnoll Caravans in depth. They 
are mentioned here simply to demonstrate that they are trade organizations just as much as 
they are a cultural instuitution and way of life. That is, there are many Caravans and 
Traveling Merchants who are not Gnolls, and there are many vendors who join the Gnoll  
caravans as an act of business.

The Caravans, Gnoll and otherwise, are also respected and treated as political bodies by the 
governments  of  many  Cities.  The  wealth  and  power  that  these  caravans  command  is 
formidable, and many of them engage in politicing and social maneuvering just like other 
organizations.

Regional Cults, Churches, Temples
Where the Old Powers of the Earth are remembered and revered, cults, churches, and 
temples  exist  that  serve  them.  All  of  these  religious  organizations  have  their  own 
god/goddess/deity, their own rituals and ceremonies, their own agendas, and their own 
hierarchies and system of titles and honors. They are not all detailed here, as doing so 
would  take  pages  and pages.  It  is  left  to the  Storyteller's  discretion and creativity  to 
elaborate on these organizations in game. Certain adventures for  the Arcanum campaign 
setting may also explore these cults in greater detail.

Fraternity of Order, the "Guvners"
The Fraternity of Order is a relatively young organization. 
Its sole purpose and aim is to encourage and enforce complete 
Lawfullness, and more broadly, Order. They are diametrically 
opposed to the ideas of Chaos, Autonomy, and Freedom, and 
they believe that the Law is the highest ideal and the highest 
Good. In the common tongue, especially in Cockney Arcanian, 
those  belonging  to  this  brotherhood  are  called  "Guvners", 
because they seek to govern everyone and everything.
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Most members of this order, though not all, also belong to law-enforcement agencies, like 
the City Watch. Some are also police, detectives, judges, and government officials. Most 
members  of  this  group  are  also  Highborn,  although  their  dedication  to  Law is  more 
important than racism and discrimination, and therefore many members of other races also 
join this order. The organization does not allow women into its ranks, as, by the logic of 
the Fraternity, they are the "weaker" sex, more prone to flights of fancy and "hysteria".

It  is  organized in strict  hierarchical  fashion,  with a Paragon at  its  head. The Paragon 
administrates a number of Captains. Captains act as local and regional chairmen, and rule 
over the mass of Officers. Officers are the lowest ranking, though there are a number of 
subdivisions and categories within that rank. Members of the Fraternity of Order who are 
also law-officers or public officials are allowed and expected to use their public title instead 
of the Paragon-Captain-Officer system (for example, Sheriff, Constable, His Honor, etc.). 
The headquarters of the Fraternity is located in Axis, the City of Gears.

Even  beyond  laws  in  humanoid  societies,  members  of  this  group  believe  in  Axioms, 
universal Laws that apply to and govern the universe. It is the mission of this sect to 
discover all such Axioms. The Paragon of the Guvners may know several such axioms; most 
Captains have hear at least one; Officers are lucky if they even hear mention of the concept 
of Axioms. Guvners believe that by uncovering these Axioms, they can control anything 
and everything, even the universe itself.

T he Xaositects, Discordant Opposition, the "Chaosmen"
Very little concrete information exists about this group. They 
don't keep records, they don't have a centralized or formal 
organizing  structure,  and  many  of  them  don't  even  call 
themselves Xaositects. What information is available is gleaned 
from the records of other factions.

The  Xaositects-  also  known  variously  as  the  Discordant 
Opposition,  the  Discordians,  the  Chaosmen,  the  Oclocrats,  and  the  Xaosophiles-  are 
entirely dedicated to Chaos. They believe that Chaos is everything, change is the only 
constant, randomness is the only order. They are philosophically and materially opposed to 
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the Fraternity of Order, their long-time sword enemies. Chaosmen also despise and oppose 
the Order of the Hammer and all other pro-Law organizations.

Being a Chaosman doesn't necessarily mean constantly promoting Chaos. But, well, it kind 
of does. Chaosmen are known as the rowdiest, most unpredictable of characters. They love 
disrupting lawful and orderly interactions, and actively seek to disturb, disrupt, and destroy 
the status quo.

Many Discordians also follow a path of religious Chaos. Quite a few Xaositects are Pagans, 
worshipping The Trickster. Others follow a near-identical path, giving reverence to the Old 
God, Oshkim, Lord of the Hunt and master of the chaotic wilds. Other Xaositects reject 
religion as an institution of control, and therefore of Law and Order, favoring instead 
atheism, or turning Chaos itself into a religion.

Although the Xaositects don't have a formal or centralized organization, that doesn't imply 
that they don't sometimes organize. Some of the greatest, most memorable, and sometimes 
most deadly events in recent history have been Discordant Pranks planned and enacted by 
Chaosmen.

Xaositects tend to be drawn to Magic for its disorderly and unpredictable nature. By the 
same token, if it pleases a her whims, a Discordant may employ Steam Technology in some 
prank or action, or just for the hell of it. Many Xaositects oppose technology, but they use 
it at times all the same.

Athar, Believers of Athar, the "Defiers", the "Lost"
The Athar, also called the Defiers and the Lost, are a very 
unique sect. They recognize that the Old Powers of the Earth, 
the Old Gods, really do exist. So, they're not atheists. But 
they don't think the Old Powers are worthy of reverence, or 
more worthy of love and devotion than any other lifeform. 
So, they sort of are atheists. They believe in the Old Gods, 
and yet they deny and denegrate them.
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Understandably, this frustrates and enrages just about everyone else in Arcanum, even the 
atheists. The Athar don't really care who it upsets; they are convinced that their outlook is 
correct, and will do most anything to promote it. In this way, and others, the Lost are 
neither Chaotic nor Lawful, neither Good nor Evil, and all of these things. They can 
therefore be considered True Neutral, though there are variances among individual Athar.

Doomguard, the "Sinkers", the "Entropic"
The Doomguard are perhaps the most reviled faction in all 
Arcanum, perhaps hated even more than the Friends of the 
Middle Path. That's because the Doomguard, or "Sinkers" as 
they  more  often  call  themselves,  believe  in  Entropy,  and 
actively work to help it along. Sinkers see entropy not only as 
inevitable but also as Sacred and worthy of reverence. Some 
also see the fated Destruction of the universe as a segue into 
a new, Perfect World, a heaven of sorts brought about by 
Entropic Decay.

This attitude finds strong footing in the decaying and forgetting of the Old Powers of the 
Earth. The Doomguard see this as an intensely powerful and positive development in world 
affairs. Unknown to the public at large, the Doomguard are largely responsible for this 
decay. They're also partially responsible for the abandonment of and ignorance surrounding 
Feldumon, the ancient tongue. Interestingly enough, the Doomguard are mostly in favor of 
Steam Technology, because they witness with great clarity how destructive and entropic that 
technology is. But, at the same time, Sinkers spit on the order and uniformity that goes 
into the creation of steam tech, and they therefore spend a great deal of time sabotaging 
and destroying machines and production facilities.

Sinkers come from a variety of backgrounds and belief systems. Most non-Sinkers assume 
the Doomguard to be entirely made up of those allied with Chaos, but this simply isn't 
true. Those sinkers who are aligned with Chaos seek to push Entropy ever forward, and 
accelerate the decay and disintegration of the universe. They are the more active among the 
Doomguard. Those who are aligned with the Neutral outlook tend to believe that the 
universe will crumble and Entropy will increase at their own pace, needing nor desiring 
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help. And the few Doomguard who believe in Law, much to the chagrin of all other 
Sinkers, try to keep the progress and spread of Entropy to a slow crawl, all the while still 
accepting its inevitability.

In terms of the Good-Neutral-Evil dichotomy, Sinkers tend toward Neutrality. By and 
large, they couldn't care less about humanoid ethics and morality. After all, Entropy and 
Annihilation is is the only true Sacred thing in all existence, and if everything is fated to 
become nothing, what does morality or ethics really matter?

Doomguard membership is open to anyone, provided they have the proper outlook and 
hold Entropy to be Sacred. The Doomguard makes no distinctions based on sex, race, or 
class. Sinkers do, however, tend to frown on religious belief. Sinkers who do follow a 
religious  path  almost  exclusively  worship  Illawen,  the  Old  Power  of  the  Earth  whose 
domains include decay, compost, darkness, and, most importantly, Entropy. This is the only 
being whose worship is openly permitted in Doomguard ranks. Some Sinkers may secretly 
worship other beings, but never openly. And the vast majority of the Doomguard revere 
Entropy itself, and shun all religious practices.

The Chaotic  and Entropic  nature of the Magic  Arts draws many magic  users to this 
faction. Using poweful magics, Doomguard mages and sorcerers disrupt order, institutions, 
and harmony.

Within the Doomguard, there is little hierarchy. All members who have not distinguished 
themselves in the pursuit of Entropy are called Sinkers, regardless of their tenure within the 
group. Sinkers are inducted through a series of tests administered by fellow Sinkers, or 
more frequently by a Doomlord (see below). Sinkers who pass the tests are given a weapon 
forged by other Doomguard, usually a sword, to better prepare them for destruction.

Those Sinkers who distinguish themselves in the service of Entropy, often in flashy and 
terribly  violent  ways,  are  given  the  honorary  title  of  Doomlord.  Only  a  pre-existing 
Doomlord  can  appoint  a  new  Doomlord.  There  is  no  ranking  above  Doomlord,  no 
centralized head of the Doomguard faction. Very rarely do Sinkers and Doomlords need to 
meet, and even less often do they feel inclined toward politics.
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It is a subtle philosophical distinction to draw, but Sinkers do NOT revere Chaos, they 
revere Entropy,  the universal  constant  of separation and desctruction.  When playing a 
Doomguard PC or NPC, players and storytellers should be sure to develop this line of 
thinking, especially if they are Netural or Lawful in alignment. Chaotic sinkers may see 
many parallels and much overlap between Entropy and Chaos, but they will nevertheless 
distinguish between them.

T he Bleak Cabal, "Bleakers", "Madmen"
The  Bleak  Cabal  is  the  Arcanum  version  of  real-world 
Nihilism and Existentialism.  Bleakers  deny all  external  belief 
structures, all philosophies, all religious doctrines and dogma, all 
attempts at explaining or rationalizing the universe. They hold 
that the only Truth lies within, that there can be no objective 
or external reality, truth, or beauty. Their miserable outlook 
turns many potentiates away from this faction. Then again, the 
smog-choked urban centers and filthy alleyways breed nihilism 
and misery, attracting the downtrodden to a belief system that validates their suffering.

The outlook of the Bleak Cabal isn't entirely depressing and downcast. Oddly enough, their 
constant focus on suffering, misery, solipsism, and a lack of objective reality and truth has  
given this faction great insight in the lives of the poor, downtrodden, sick, and insane. 
Many Bleakers also have a potent desire to connect with others, even though they believe it 
is essentially impossible to do so. This combined with their insight into poverty and sickness 
has allowed the Bleak Cabal to become a very charitable and seemingly compassionate faction.

The Bleak Cabal runs hospitals, sanitoriums, clinics, and almshouses in just about every City 
in Arcanum. Many small towns and villages also have Bleaker resources of some sort. These 
centers of charitable outreach are known far and wide as places of great aid and relief. The 
Bleakers who administer such places find some little respite from their depression and near-
insanity in their work.

Bleaker characters care little about the Good-Neutral-Evil dichotomy. Likewise, the friction 
between the Magical Arts and Steam Technology has little meaning for Bleakers. Madmen 
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are all fully enraptured in the Pursuit of Self-awareness. Belief in their subjective inner 
quest  is  the  only  truly  meaningful  belief  to  a  Bleaker.  This  doesn't  mean  they  don't 
sometimes act Lawfully or Chaotically, Magically or Technologically, only that they don't 
hold strong opinions about these forces/ideas.

The one strong opinion regarding Magic/Steam Tech that is almost universal among Bleakers 
is the belief that BOTH magic and technology are huge sources of suffering. Bleakers also 
see  religion  as  a  fruitless  attempt  at  imposing  objectivity  and meaning  on a  cold  and 
uncaring universe. They also witness the suffering caused by those who follow religion, both 
the violent zealots and the unfulfilled and miserly masses.

Membership in the Bleak Cabal is open to all. Bleakers do not discriminate on the basis of 
class, race, or sex. They do, however, have little patience for religion as decribed above. 
The Bleak Cabal  also has little  room for hierarchy- all  Bleaker charities  and initiatives 
operate communally and by volunteer consensus.

Players who choose to play a Madman are taking on a hefty roleplaying resposibility. Many 
Bleakers are constantly overwhelmed by melancholy, and many border on complete insanity. 
The mental illness among Bleakers can be a difficult attribute to roleplay, and can become an 
annoying  and  unwelcome  dynamic  between  PCs.  However,  it  can  also  be  extremely 
rewarding if done well.

In gameplay terms, all Bleaker PCs and NPCs should specialize in a skill relating to mental  
stability. Some suggestions include: Willpower, Dealing with Depression, Mental Acuity, 
and  so  on.  Storytellers  should  then  make  Bleaker  PCs  and  NPCs  roll  these  skill 
specializations once every day or two against a Storyteller-defined Difficulty. These rolls 
should determine how well Bleaker characters hold up in stressful and depressing situations. 
Failing  a  roll  of  this  type  amounts  to  internal  withdrawal,  intense  depression  and 
dysfunctionality, and anti-social philosophizing.
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 T he Mercykillers, T he Red Death
This  organization  is  feared  and  hated  throughout 
Arcanum,  even  by  other  Lawful-aligned  peoeples  and 
groups.  The  Mercykillers  are  so  named  because  they 
believe in killing the concept and practice of mercy, not 
because  the perform merciful  killings.  This  ideal  stems 
from this group's complete dedication to Justice, and to 
Enforcing Justice at all costs. All Mercykillers follow a set 
of  Eight  Tenets,  which  guide  all  of  their  actions  and 
behaviors. These are listed below:

THE EIGHT TENETS OF JUSTICE

For Mercykillers, these tenets are undeniable and unchanging Truth. The Pursuit of Justice, 
the dispensing  of  Punishment  to Wrongdoers,  is  all  that  is  good and worthy  in  life. 
Mercykillers stop at nothing to enforce laws, and perform actions most heinous and "evil" 
without batting an eyelash or thinking twice. 

The Red Death is open to members of all races, classes, sexes, and religious beliefs. The 
only requirement is that potentiates are zealous in their Lawfully alignment.
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 I. 1 will uphold Justice before all else, purging the mnltiverse of those who break the law.
 II. In all situations I shall weigh the rights and wrongs with a clear and impartial mind.
 III. I shall decide where Justice must fall under the law, and I will mete out that Justice  
 with a firm and unyielding hand.
 IV. I believe in the righteousness of my faction: we alone answer to the higher law of   
 Justice.
 V. I will not pass judgment on good or evil, only on law-abiding and law-breaking, for 
 therein lies wrongdoing.
 VI. I will punish the guilty as the crime demands.
 VII. I will be diligent in my pursuit of the guilty, and while so engaged I will remain   
 innocent of any wrongdoing in the eyes of others.
 VIII. I will never release a lawbreaker until his sentence has been carried out.



Many non-Mercykillers assume that this faction works closely with the Fraternity of Order. 
In reality, the two groups rarely see eye to eye. First, the Fraternity is entirely devoted to 
Law, whereas the Mercykillers are devoted to Justice. Fraternity members seek the due 
process of the Law, whereas Mercykillers administer Punishment and Retribution as they 
see fit.  The Fraternity does not allow female members; the Mercykillers don't care about 
sex. The Fraternity also seeks to find Axioms, the Universal Laws that they believe control 
the whole of being.  Mercykillers  believe that Justice is  the only Universal  Law. These 
difference notwithstanding, these two factions do sometimes work together, especially when 
aiding law-enforcement groups and city watches.

Mercykillers don't have an official position on the Magic-Technology conflict. They are so 
single-minded in their pursuit of Justice that they'll use any tools available to them. There 
are Mercykiller mages, and there are Mercykiller mechanics, and they work tirelessly side by 
side. Mercykillers who follow a religion typically worship Kylaea, the Old Goddess of Law 
and Justice.

The Mercykillers are led by a Supreme Adjudicant, who rules over the Halls of Justice in 
the City of Gears. Beneath the Supreme Adjudicant are the Justiciars, the most capable and 
terrifying criminal trackers in all Arcanum. Beneath them are the rank-and-file Mercykillers.

The Red Death faction is also noteworthy for the creation and administration of the Blood 
of Justice. This is a magical red liquid that is said to be the Tears of the Blind Goddess of 
Justice, Kylaea. The ceremonial mysteries performed to obtain this substance are known only 
to the Supreme Adjudicant and a handful of Elite Justiciars.
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Society of Sensation, the "Sensates"
The  Society  of  Sensation  believes  that  subjective  Sensory 
Experience  is  the  only  way  to  truly  gain  knowledge,  and 
therefore the path to Enlightenment. As such, members of this 
faction  devote  their  lives  to  having  as  many  experiences  as 
possible, even experiences that others would consider "bad" or 
"unpleasant".  Most  of  the  time,  though,  Sensates  delude 
themselves with food, drink, sex, and entertainment.

Members of this faction tend to remain Neutral in every conflict and ideological debate, as 
doing so allows  them to maximize  their  own experiences.  However,  Sensates  do tend 
toward Chaos, as the Law quite often prevents them from certain activities. Also, the life 
of structure and order that comes with being Lawful simply doesn't mesh well with the 
desire to experience all things.

Like the Friends of the Middle Path, the Society of Sensation embraces both Magic and 
Technology, and enjoys reveling in the unique joys of both. Sensates may also experiment 
with various forms of religious devotion, and may learn a variety of religious ceremonies, all 
in an effort to have more sensory experiences, or to alter the sensory experiences they're 
used to. Sensates also tend to love intoxicants; it's said there's no drug a Sensate won't 
imbibe at least once.

However, not all Sensates are unrelenting hedonists. Sensates do enjoy food and drink, but 
they also want the greatest possible diversity of emotional experiences as well. This leads 
Sensates into a huge array of interpersonal relationships and interactions. Sensates are also 
fixated on new experiences, things they haven't done or feelings they haven't felt yet. Thus, 
Sensates characters may enjoy drink, but getting obliterated on the spirits every single day 
and night isn't truly in keeping with their philosophy.

The Society of Sensation, at least its older and wiser members, tends to be the most 
tolerant  and  openly-friendly  faction  in  its  relations  with  other  organizations.  Having  a 
respect for all experiences, and seeing Truth and Beauty in all things makes most Sensates 
very accepting of others.
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The Society of Sensation is notable for the creation and use of Public Sensoriums. These 
are a series of libraries of sensation and experience. Each Sensorium is administered by a 
Sensate Librarian who catalogs feelings, sensations, complex emotions, and experiences by the 
use of Recording Stones. These smooth magical rocks are held in a recorder's hands and 
activated by the librarian present. The user then recounts an emotion or experience in his  
or her memory, which imprints that experience on the Recording Stone. All those who hold 
the Stone afterward can fully re-live and feel this experience.

The Sensates accept all  willing applicants, with no discrimination of sex, race, class, or 
religious affiliation. The Society is guided and conducted by a female kobold named Annali 
Webspinner, who is widely accepted by Sensates to be the most experienced, and therefore 
Enlightened, person in existence. Besides Annali, this faction's leadership is made of up the 
Librarians who run individual Public Sensoriums. All other members of the faction are 
simply called Sensates.

Annali Webspinner lives and "works" in the Grand Sensorium of Axis, and is quite happy 
to receive new candidates and initiates. She is a kind and generous soul who is always 
excited to lend aid to adventurers and explorers in exchange for recording their experiences 
on Recording Stones. The Sensates are quite wealthy, so many are willing to make this 
trade for the material benefits it brings.
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 Pirate Companies
One last group that desrves brief mention is the 
collection  of  Piratical  Companies  that  prey  on 
Arcanum's  shipping  lanes.  Maritime  trade  is  a 
lucrative business in Arcanum, and piracy therefore 
is also a booming business. 

Most  pirate  companies  are  floating  anarchist 
meritocracies, wherein leaders- Captains, Admirals, 
and  the  like-  are  nothing  more  than  the  most 
skilled swordsmen and the deadeye pistoleros. Most 
pirates follow the Code, a set of loose guidelines 
and honorable decrees agreed upon by all Sailors of 
Ill  Repute.  As  per  the  Code,  decisions  aboard 
pirate vessels are made collectively, and "leaders" 
are immediately deposed if  they become power-
hungry or abusive. 

All pirates are opposed to Lawfullness, and most 
are  Chaotic-aligned.  Certain  pirates  may  be 
Neutral in this dichotomy, but not many. Their 
exposure  to  a  diversity  of  cultures  and  places 
means that pirates also almost universally believe in 
the Magical Arts, and many accept the existence of 
the Old Powers of the Earth. Also, due to the 
demands of their trade, Pirates also tend to use 
whatever Technology is available to them, including 
Steam Tech and Clockworks. This doesn't mean they necessarily support the manufacture of 
these goods, only that they use whatever is at their disposal to achieve their aims.

Pirate crews take on members of any race, economic class, sex, and religious background, as 
long as new crewmen and women swear to uphold and honor The Code.
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De Pecuniarum & Commercia: 
CURRENCY & COMMERCE
in which we examine economy in Arcanum

Standard Currency: Silver Pounds, Bronze Quarters, & Copper Pence
The rapid  standardization  and  homongenization  brought  about  by  Arcanum's  industrial 
boom has streamlined money and the economy to a certain extent. There are three primary 
denominations  of  currency  in  present-day  Arcanum.  These  are:  the  Silver  Pound,  the 
Bronze Quarter, and the Copper Penny or Pence. Most every city in the world mints these 
three currencies, and many small towns too. They are accepted by everyone in the cities, 
most everyone in small towns and villages, and almost all of the Caravans. Only the most 
rural communities and tribal and indigenous peoples don't value the pound, the quarter, and 
the penny.

Although cities mint these currencies with slight differences in weight, composition, etc., the 
exchange rate is constant, no matter a coin's place of origin. These exchange rates are 
simple:

1 SILVER POUND = 4 BRONZE QUARTERS = 10 COPPER PENCE

Most commoners, save for the most successful  merchants, will  never even see a Silver 
Pound, as they are so valuable as to be in the hands of the affluent. Bronze Quarters tend 
to  be  considered middle  class  currency.  And Copper  Pence  are  almost  exclusively  the 
coinage of the lower classes and the dirt poor. Most goods in most lower- and middle-class  
shops are priced in pence; expensive items in these shops may be priced in quarters. Only in 
the fanciest, most well-to-do establishments will goods be priced in pounds.

Bank Notes & Cheques
Upper-class,  wealthy characters  in  an Arcanum campaign will  have the option of  using 
banking accounts, and thus will have access to Bank Notes or Cheques. Most commoners 
won't  even  be  aware  that  such  options  exist,  and only  high-society  establishments  and 
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businesses will accept Cheques as payment. This form of commerce is relatively new in 
Arcanum, but is likely to become more frequently used as class and economic disparity 
widens.

Non-Standard Currencies
As with standarized language and regional dialects, there are the three common currencies 
and there are a thousand regional monetary systems. Some small towns and villages have 
access to gold, and they use gold pieces as local money. Other places deal in gemstones that  
occur locally in abundance. Some places mint their own iron or steel currency. All of the 
local and regional currencies can be exchanged for standard currencies. Exchange rates vary 
from moneychanger to moneychanger, and are left to the Storyteller's discretion. The Great 
Caravans frequently deal in these local currencies, since they travel so often in rural areas.

Barter, Moneyless Trade
More common than any of the previously listed forms of money is simple Barter. Almost 
all merchants and craftspeople in Arcanum are much happier to simply exchange their work 
for the commodities and crafts they need. Reliance on this traditional system also ensures 
that craftspeople don't need to rely on the Standard Currencies, which belong to and are 
minted by the largely unskilled and increasingly mercantile Highborn. Most folks in Arcanum 
are also willing to exchange their goods and services for non-monetary objects of value, like 
gems, jewels, gold, silver candlesticks, and whatever else is available.

69



Gift Economics, Tribal Economies
In the most rural of parts of Arcanum, tribal and nomadic hunter-gatherer peoples still 
thrive, unblemished by modern society. The economic system that pervades these small, 
self-sufficient communities is Gift Economics. This system involves completely voluntary, 
mutually satisfactory giving of gifts. It also entails that everyone has everything they need in 
terms of necessities of life. Currency holds no sway in these communities, although objects 
of value- like copper rings, silver necklaces, etc.- may still be valued.

Fences, the Black Market
One final  aspect  of  Arcanum's  economy 
that  needs  discussing  is  the  Fencing  of 
goods. Fences can be found, if one knows 
where  to  look,  in  every  major 
metropolitan  area  and  in  many  larger 
villages and small towns. Anywhere there's 
a Thieves' Guild chapter, there are bound 
to be Fences. Fencing is the act and art of 
selling  stollen  goods,  acting  as  an 
intermediary businessman for thieves and 
characters of dubious trades.  Fences also 
act as Black Market merchants, buying and 
trading in goods that are hard to find or 
explicitly  illegal.  This  includes  lockpicks, 
magical  thieving  gear,  narcotics,  burglary 
tools,  and  much  more.  Fences  are  also 
known to deal in information, secrets, and 
rumors of lucrative opportunities. Besides 
fencing, one of Arcanum's most profitable 
and  active  Black  Market  trades  is 
Counterfeiting,  the  minting  of  false 
currency that's meant to appear legitimate.
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De Mercum & Armorum: 
SUNDRY GOODS, ARMS & ARMOR
in which we learn of everyday wares & pugilistic accessories

Common Goods, Handicrafts, Sundry Miscellany
Although Arcanum is undergoing an industrial boom, Steam Tech and clockworks are still 
relatively  rare  and  unavailable  to  most  commonfolk.  The  world's  economy  therefore 
continues to rely on traditional skills and the skilled craftsmen and women who practice 
them. This means the world of Arcanum, though rife with steampunk elements, much more 
closely resembles the Late Middle Ages of European history.

The streets of most cities and some wealthy towns are paved with cobblestones, heavy flags 
that echo with the clatter of wooden wagon wheels. Merchants holler their wares from shady 
storefronts concealed beneath colorful awnings. Large stone and hardwood buildings rise in 
chaotic asymmetry, darkly silouhetted against an even darker sky. Nobles on horseback trot 
by, expressions of flippant disgust on their smug faces. As day gives way to evening and 
then  night,  myriad  torches  are  lit  and,  in  the  wealthier  districts,  lamplighters  atop 
pennyfarthings set the few gaslamps ablaze. Peasants and laborers scurry indoors for the 
night, while those with nightly trades and sinister endeavors set out for their daily work.

Cityscapes such as these are common sights across all Arcanum. Within these bustling urban 
centers and rustic townships, Arcanum PCs are likely to find the majority of goods and 
gear they need from crafters such as those mentioned above. This includes everything from 
horseshoes  to  jerkins,  cloaks  and daggers,  tattoos,  wineskins,  torches  & firekits,  and  a 
thousand thousand other goods.

The most common places for Arcanum's inhabitants to acquire the goods and technological 
gewgaws they need is in small shops owned by tradesmen and the like. This may include 
Tanneries, Smithies, Tailors and Haberdashers, Cobblers, Pawn Shops, General Merchants, 
and many others.
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Arms & Armor
Almost every character in 
an  Arcanum  campaign, 
save for the most stealthy 
and  the  suavely 
diplomatic,  will  carry 
some  form  of  weapon. 
Most  characters  will  also 
desire  to  armor 
themselves,  for  it  is  a 
treacherous, deadly world. 
As  such,  it's  important 
for  PCs  and 
Gamemasters  to 
understand  weapons  and 
armor  in  modern 
Arcanum.

As mentioned before, Arcanum certainly does have steampunk elements, and it is a world 
of rapid industrializing and techological expansion. However, Arcanum much more closely 
resembles the Late Middle Ages than the industrial Victorian Era so common in steampunk 
settings.  There  are  steampunk  arms  and  armors,  to  be  sure,  but  nearly  everyone  in 
Arcanum uses the arms and armors of the Late Middle Ages.

For weapons, this mostly means short blades. Daggers, knives, dirks, and the like, are 
carried almost universally in Arcanum, not only for self-defense, but also for utility in many 
cases. Many middle-class and upper-class individuals- those who can afford it, that is- carry 
an arming sword. Besides these ultra-common weapons, every type of melee weapon, from 
bludgeons  and  bardiches  to  broadswords  and  battleaxes,  can  be  found  commonly  in 
Arcanum.
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Ranged weapons are somewhat less common, though not rare in any sense of the word. 
Crossbows are the most common ranged weapon to date, mostly because they're easier to 
use and to conceal than bows. Long and shorts bows are only slightly less common, mostly 
due  to  the  training  required  to use  them and their  cumbersome  size  in  urban  areas. 
Blackpowder pistols and pepperboxes are sometimes carried by the upper-classes and by 
fortunate adventurers in and around cities. And in rural areas and small towns, nobles and 
adventurers alike wield blackpowder muskets and blunderbusses.

In terms of armor, leather goods are far and away the most widespread. Many adventurers 
who cannot afford superior armors prefer studded leather, or, when they're available and 
affordable,  brigandines.  The  brigandine  is  a  leather,  felt,  or  other  cloth  doublet  with 
overlapping metal plates sewn inside it. This allows flexibility, silence, and funtional armor, 
all the while giving the impression that one is dressed with Propriety. The Brigandine is 
the one armor that bridges the gap between upper and lower classes- commoners like it 
because it's stealthy, light, and strong; nobles like it because it confounds their enemies and 
their enemies' blades, and allows them to dress according to the rules of High Society.

Among the wealthy and the widely-traveled, various metal Mails are worn. This includes 
Chain Mail, Ring Mail, and Scale Mail. Such armors are commonly seen on outlandish and 
garish nobility, successful adventurers and mercenaries, guards, sentinels, and city watchmen. 
The heavier, fortress-like Plate Mail has less use in contemporary Arcanum. It is common 
only among elite guards, famed warriors, and certain nobles who continue the tradition of 
the Tournament of Knights even into the modern era.

Shields have never been terribly common in Arcanum, even in the Ancient Times when 
warfare and knightly errantry were more common.

Magically Enchanted Items & Arms, Steampunk Devices
All of the wares and weaponry listed above are of the mundane, hand-crafted variety. 
However, Arcanum is also home to a multitude of enchanted and ensorcelled objects. These 
are discussed in the later chapter  De Magicae. Moreover, Players and Storytellers will 
certainly want to play with Arcanum's items and arms of steamwork or clockwork. Such 
items are discussed in the following chapter De Machinae.
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De Machinae:
FANTASTIC CONTRAPTIONS OF STEAM & CLOCKWORK
in which we ogle at gewgaws both wondrous and rare

It has been mentioned in 
several  parts  of  this 
campaign  setting  that 
Arcanum is much more 
like  a  Late  Feudal 
society than it is full-on 
Victorian  steampunk. 
Even so, most Arcanum 
players, even those who 
ally  with  Magic  against 
technology,  will  be 
positively  ecstatic  to 
encounter  Steam  Age 
Technology  in  game. 
This chapter is meant to 
inform  Gamemasters 
and  Storytellers  about 
Arcanum's  steam 
technology,  and  is  a 
guide  of  how  to 
properly  implement  this 
technology  in  Arcanum 
gaming sessions.
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First, as has been made 
abundantly clear, Steam 
and Clockworks are the 
exception,  the  rarity, 
NOT  the  norm. 
Arcanum is a world of 
nascent  industry  and 
technological 
development.  It  is 
NOT  the  Victorian 
Era, nor the Industrial 
Revolution.  Also, 
although  a  veritable 
plethora of fantastic inventions do exist in this world, they're not in the hands of the 
commonfolk. Highborn, nobles, wealthy inventors, and those with stipends and commissions 
are the ones who possess the most otherworldly and incomprehensible Technology.

That's not to say that certain inventions aren't public affairs, though. Many of the more 
mundane, simplistic inventions of this Era of Steam are commonplace and fully integrated 
into society at large. Gaslights are an excellent example- even in many slums and ghettoes,  
there's at least one or two gaslamps. Clocks are another fine example. All Cities have at 
least one colossal clocktower that rings in the hours, and most wealthy persons and many 
middle-class  average  folks  carry  a  pocketwatch  or  other  timepiece.  Firearms  are  also  a 
common sight, though not everyone can afford such luxurious protection. Wealthier areas of 
cities sometimes have electric lighting, of which most people have caught a climpse or heard 
tell, even if they'll never have access to electricity. Steam boilers are also commonplace in 
many households.

Other common innovations include indoor plumbing, advertising, limited factory production, 
prostitution, very primitive photography, and even more primitive phonography. 

Among  the  more  outlandish  steam  technology,  transportation  has  seen  interesting 
developments in recent years: the Steam Locomotive, the Steamship, and the Dirigible or 
Airship. None of these vehicles is very common. Most people have never heard of them, in 
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fact, but they are beginning to be implemented. Axis, the City of Gears, has begun laying 
track toward Grayhall- another neighboring large city- in hopes of allowing commuting and 
increased commerce between the two cities. As for airships and hot-air balloons, only the 
very wealthy and influential have ever heard of such devices; the truly elite have ridden in 
one. The only airship known to exist docks in Axis. It was developed by and is controlled 
by The Mechanists. Steamships are among the rarest vehicles in the world, though they do 
float down the River Tarr often enough for many inhabitants of the Great Cities to have 
seen or heard one. On occasion, one of these ships allows passengers to buy their way 
aboard in order to make a little extra coin.

Arcanum also has boasts of technologies Strange and Wonderful, those contraptions and 
thingamabobs that make steampunk a genre. These devices are mostly created (and coveted) 
by The Mechanists, and to a lesser degree The Hammerites. They are also created, in true 
Steampunk fashion, by independent inventors, basement mechanics, oddball folk scientists, 
and eccentric geniuses.

Although all  such technology is impressive and astounding, those gizmos created by the 
Mechanists are the most elaborate, complex, intricate, and mind-blowing in all Arcanum. 
They are known for creating the Telescoping Ocular, a mechanical eyeball that can zoom in 
and out like a scope. They've also invented one of the world's terrors: the Dreadnought. 
These walking abominations are fully-automated, steam-driven Mechs, armed, intelligent, 
and deadly.

Besides  those  objects  already  mentioned,  just 
about  anything  Storytellers  and  Players  can 
imagine  can  be  Steampunked.  Want  an 
automatic, clockword lockpicking gun? It exists 
in  Arcanum.  Steam-powered  jetpack?  Totally 
possible.  Brass  goggles?  Obviously.  Voice 
recorders?  Of  course.  Gatlin  guns?  Steam 
grenades? Little clockword pets? Diving suits? 
Strap-on gear-smattered wings? Grappling hook 
cannons? It's all possible in Arcanum.
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 De Magicae:
A REVIEW OF THE MAGICAL ARTS
in which we observe the essence of the arcane

Spellcasting, Using Magic
Magic  in  Arcanum  differs 
somewhat from the rules laid out 
for  magic  in  the  Saga  Core 
Rulebook.  In  the  default  Saga  
rules,  magic  is  chaotic  and 
unpredictable,  and  the  types  of 
magic  and rules  governing those 
types can certainly still be used by 
the  most  wild  and  unruly  of 
Arcanum mages. However, magic 
in this campaign setting tend to 
be a little more structured.

This is due to the association between the Magical Arts and Feldumon, the Language of the 
Ancients. Feldumon is made up of a series of Glyphs or Runes, which represent not only 
spoken words but also concepts and fundmentals. It is by learning these Glyphs, and by 
learning to infuse them with lifeforce energy, that Magic is done in Arcanum.

Just so, Magic in Arcanum campaigns is more structured than in the standard  Saga  rules 
because PCs and NPCs learn "spells" in a manner more reminiscent of traditional fantasy 
RPGs. There are still no spell lists or level requirements, or any such nonsense. To learn a 
"spell", characters in Arcanum must simply discover/learn/be taught a Feldumon Glyph, and 
they must have sufficient skill in the appropriate magical school or discipline to activate the 
Glyph.
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In terms of game mechanics, characters who encounter a Glyph must first roll to understand 
or learn the Glyph in question. This is done by comparing the character's Intelligence versus 
the Difficulty of the task. The following chart gives suggestions for Difficulty in learning 
Glyphs depending on different circumstances. When situations involving Glyphs come up 
in-game, storytellers  should use the chart below as a template for assigning appropriate 
difficulty.

DIFFICULTY DESCRIPTION & CIRCUMSTANCES

1 Being  taught  a  rune  by  a  skilled  teacher  who  has  a  masterful 
understanding of the rune; reading a scroll or book that explains 
the rune in depth; etc.

2 Being  taught  by  a  teacher  who  mostly  understands  the  rune; 
reading  a  text  about  the  rune  that  is  comprehensive  but  not 
complete; etc.

3 Being taught by a teacher who has just learned a rune and doesn't 
understand it very well herself; finding a picture or carving of a 
rune with little to no explanation; etc.

4 Finding  a  carving,  inscription,  or  drawing  of  a  rune  that  is 
incomplete, poorly done, or eroded with age

5 Finding a carving, inscription, or drawing of a rune that is nearly 
ruined and almost completely indecipherable

6 Overhearing an obscure description of a rune and attempting to 
re-create it from description alone

7 and higher Finding and learning the most ancient runes, or the Final Glyph of 
Keeper  mythology;  anything involving glyphs  that  can move or 
alter the world or universe itself

Once characters make a successful roll to learn a Glyph, they then know whatever spell 
corresponds with its empowerment. For example, learning the Glyph for "Opening" allows 
characters to cast Spells of Opening. Learning the Glyph for "Horse" will allow characters to 
cast spells that control, calm, summon, or communicate with horses.
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 When  an  Arcanum character 
has  learned a  Glyph/Rune and 
wishes  to  use  it  to  weave  a 
magical spell, they must make a 
roll  using  their  appropriate 
magical  skill  versus  a  GM-
defined  Difficulty.  The 
Difficulty  of  these  rolls  is 
extremely  subjective  and 
circumstantial.  For  example, 
attempting to use the previously 
mentioned  "Horse"  Glyph  to 
summon  a  single  horse  while 
roaming  the plains  where wild 
horses live would be Average 3. 
Trying  the  same  spell  in  the 
middle  of  a  bustling,  noisy, 
crowded city would probably be 
Difficult  5.  Trying  to  calm  a 
single horse using only the horse 
rune is probably also Average 3. 
But attempting to calm a single 
horse  using  both  the  "Horse" 
glyph and the "Tranquility" glyph would be much easier, say Easy 2.

Again,  for  emphasis,  Difficulty  in  casting  spells  in  Arcanum  campaigns  is  extremely  
circumstantial.  Factors  to  consider  when  determining  Difficulty  to  Cast  Spells  include: 
number of applicable Glyphs the caster knows, environmental factors (noise, wind, etc.), 
ease or difficulty of the desired results (e.g.: summoning a single horse versus summoning a 
herd of horses), and difficulty or complexity of the obstacle (e.g.: opening a simple warded 
lock versus opening a complex magical pin-tumbler lock). Storytellers must also take into 
consideration whether Steam Technology or Clockwords are present nearby when magic is 
cast, as the interaction of the two Forces can lead to unpredictable and unpleasant results.
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There is no easy formula for Spellcasting Difficulty, nor is it a static or predictable factor.  
Every time a character in Arcanum attempts to cast a spell, the Storyteller or GM must 
determine the difficulty by considering all of the previous elements. With practice, this 
becomes quick and easy.

Glyphs & Runes in the Language of the Ancients
Like all languages, Feldumon has words for just about everything imaginable. As such, there 
are thousands of runes and glyphs that characters in Arcanum can learn. To list all of these 
runes would take entire tomes. It would also detract from the spirit of mystery, exploration, 
and fantasy surrounding magic in this campaign setting to give a complete listing of Magic 
Glyphs. Campaigning in Arcanum becomes much more visceral and arcane if storytellers and 
players have to draw their own runes, create their own glyphs when these symbols are 
discovered in-game.

However,  to give players and GMs a template to build upon,  here is  a small  list  of 
suggestions and examples of Feldumon Glyphs:

F Fet:  The Feldumon equivalent of "anti-",  "dis-",  and "un-".  Can be used in 
conjunction with other glyphs to reverse their meaning or spell effects.

E Ebu:  Means "swiftness" and "speed" in the Ancient Tongue.  Can be used to 
increase speed and heighten reflexes. 

L Lir: Means "water" in the broad sense of the word, but isn't used to describe 
specific bodies, like rivers and lakes. Can be used in any spell involving water.

D Dinev: This glyph means "control", "stability", "stationary", and "static". Can be 
used in a huge variety of spells. Especially effective combined with other glyphs.

U Urtho: "Insect", "bug", especially little flying critters. Can be used to communicate 
with insects, or to insectoid mutations when combined with the Glyph of Change.

M Manwu: "Oak tree", or more broadly any "hardwood". Can be used in a variety 
of spells, especially when combined with other runes.

O Orvey:  "Torch",  "spark",  "ember",  or  "coal".  The  simplest  and  most  common 
Glyph used by pyromancers and embermages.

N Nyth:  The Feldumon glyph for "purity",  "sanctity",  and "sacredness".  In verb 
form, nyth means "to make sacred", "to purify". Has a huge variety of spell uses.
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Another prominent example is Ort, listed and described in the De 
Factiorum chapter in the entry on The Order of the Keepers. Ort  
is also known as the Door Glyph or the Rune of Opening, and is 
used to open doors and reveal secret passageways. It is one of the 
most well-known Feldumon runes in all of Arcanum.

Psionics in Arcanum
Runic magic and Words of Power are not the only arcane arts in this campaign setting. 
There are a number of notable figures in Arcanum's past and present history who are 
skilled in the Mental  Magics,  also known as  Psionics.  Unlike  the Magical  Arts,  psionic 
powers in Arcanum do not rely on runes, glyphs, or symbols of any kind. Rather, psionics 
are purely an individual power, being fully developed in some, partially developed in others, 
and completely  absent  in  the majority  of  the populace.  Psionics  are  not  racial  abilites- 
members of all races are able to possess psionic power. Psionics also do not interfere with 
modern technology in the way the magical arts do. Please see the Saga Core Rulebook for 
more information on psionics and the rules governing them.

Enchantments, Magical Items
One of Arcanum's most profitable businesses is the buying, selling, and trading of magical 
items. A number of merchants deal in common goods that have been minorly enchanted, 
such as break-resistant pottery, rip-stop cloaks, and so forth. Middle-class merchants and 
pawnbrokers sometimes trade in higher-end magically enchanted goods. Powerful, expensive, 
hard to come by enchanted items are the realm of upper-class merchants. Ultra-powerful 
and Legendary  magical  items are  exclusive  to  the  Factions,  the  truly  wealthy and the 
Highborn,  famed adventurers,  museums,  and the  lost  and darkening  hallways  of  ruins, 
tombs, ancient temples, and the deep recesses of catacombs.

Magical Professions, Common & Extraordinary
It's all well and good to understand how the Magical Arts work in Arcanum, but it's equally 
important to understand what kinds of magic users characters will encounter, and what 
kinds of work magic users can hope to acquire in their travels.
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More  often  than  not, 
common magic users in 
Arcanum- whether they 
call themselves Wizard, 
Sorcerer, Mage, Druid, 
Shaman,  or 
Thaumaturge-  only 
known  a  handful  of 
Feldumon  Glyphs. 
Thus,  these  wizardly 
commoners  are 
working-class  stiffs  like 
all  others.  They  use 
their  few  specialized 
skills  and  their  limited 
knowledge  to  perform 
mundane,  everyday 

tasks. This includes Spells of Mending cast on broken pots and pans, Spells of Opening on 
chests and doors when keys are lost, Spells of Finding when objects are misplaced, Spells of 
Increase and Blessings for crops, Spells of Healing for cuts, scrapes, and bruises, and Spells 
of Curing when disease strikes. For every little  task that needs doing, every common 
activity, there is a small-time local wizard or vagrant mage who makes his living with the 
few related Glyphs he's learned. These type of magic users make up the overwhelming 
majority of Arcanum's magical classes.

However,  Arcanum also  has  its  hermetic  mages  locked  up  in  their  Ivory  Towers,  its 
terrifyingly powerful  demi-gods with glowing eyes.  Arcanum's has noble,  Lawful  Good 
Magelords who rule hamlets and townships with kindness and wisdom, it has Chaotic Good 
Elder-Shamans who guide tribal communities with Ancient Lore, and it has its Chaotic Evil 
necromancers and wizarding warlords who're bent on conquest with their armies of the 
undead. These powerful and long-lived mages make up a tiny fraction of magic users in 
Arcanum, but the effects of their actions can shake the whole world, the very fabric of 
reality itself.
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De Provinciarum:
OF GEOGRAPHY & PROVINCES
in which we detail the world Arcanum itself

Arcanum is a world of great biodiversity. Every landform that exists in the real world 
exists also in Arcanum. Unfortunately, due to spatial and temporal constraints, the map in 
the following pages does not contain topographical information. The first supplement that 
shall be released for the Arcanum campaign setting will be a compendium of detailed regions 
and  landforms.  Please  visit  the  Yggdrasil  Distro  website  in  the  following  months  to 
download T he Cartographic Codex of Arcanum.

The map below does give a lucid general  picture of Arcanum's main landmasses. This 
includes  major urban areas and larger  and/or  more influential  small  towns and villages. 
Following the map, the subsequent chapters give more elaborate information on Cities in the 
first, and rural life and villages in the second.
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De Urbis: 
A BRIEF GAZETEER OF THE CITY OF GEARS
in which we examine features of Arcanum's major urban center

The purpose of this chapter is to examine Axis, the City of Gears. By giving players and 
Storytellers a thorough look at the biggest, most "culturally advanced" city in Arcanum, this 
chapter shall also provide insight into Arcanum's other large and "developing" towns and 
cities. Due to spatial and temporal constraints, other cities shall not be visited here, but shall  
be reserved for future Arcanum and Saga publications

Axis, the City of Gears, "T he City"
Population: 65,000
Dominant Demographics, Major Races: Highborn and all others
Government: Council of oligarchical nobility (almost entirely Highborn), led by the Grand 
              Technocrat, His Eminence Pendor Thistling
Standing Military: Yes
Culture: Industrial, late-medieval, steampunk, melting pot of various cultures & peoples

This city is so named because it lies very near the center of the world Arcanum, both 
geographically and indisputably in the cultural and technological arenas. Axis is the largest, 
most "developed" (i.e.: industrialized), most powerful city in all Arcanum. As far as Steam 
goes, Axis is the archetypal steampunk city. Its central influence and important in Arcanum 
is reflected in its common name: "The City".

Being the largest city in the world, Axis is constituted of and separated into a number of 
districts. These districts are characterized by divisions based on economic and social station, 
and each therefore has a very distinct flavor and atmosphere.
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Blackwall
Blackwall  is  the  poorest,  dirtiest,  most  diseased  district  of  Axis.  It's  known  by  its 
inhabitants as The Grim, or, among those who speak with thick Cockney Arcanian dialects, 
the Arsehole o'th' World. Blackwall is so named for The River Tarr, whose path defines 
much of the district. The Tarr once flowed pristine and potable through Old Axis, but has 
become black and thick with industrial waste, humanoid excrement, and the commonplace 
jetsam of the city.

Most  of  Blackwall's  inhabitants  are  the  miserly  lower-class.  They  are  paupers,  beggars, 
swindlers, con-artists, drunkards, working girls. A great many of Blackwall's residents also 
practice two trades revolving around waste: Rubbish Diving and Dusting. Rubbish Divers 
collect the discards and damaged goods from wealthy households, either re-purposing them 
for  their  own use  or  reselling  them to  pawnbrokers  and  general  merchants.  Similarly, 
Dustmen call in on wealthy and middle-class homes and remove the constant build-up of 
ashes from wood- and coal-burning ovens. They collect a fee for the removal, then often 
sell the ashes to be used in industrial manufacturing of bricks, mortar, and plaster.

Many of Blackwall's residents prefer to make a living in less visible ways. More members of 
the Thieves' Guild and more independent rogues make their home in Blackwall than in any 
other district of The City. The Thieves' Guild hideout in Axis can always be found in 
Blackwall, though the specific location floats from place to place within the district.

Blackwall is also home to a great many Pagans, Xaositects, and Bleakers. The Doomguard 
also fancy this quarter of the City, citing it as ample and undeniable evidence of the trend 
of the universe toward Blessed Entropy. Virtually no Highborn live in Blackwall, save for 
the few outcast nobles and the shockingly rare Highborn who shirk their birthright and 
privilege.  The  district  is  composed  mostly  of  a  hodge-podge  of  Lowborn  Elves  and 
Humans, Greenskins, Coldbloods, a few Gnolls, a handful of unfortunate Halflings, a tiny 
smattering of free Dwarves, and Skaven. This latter group reside mostly in the sewers.

Blackwall is bordered by Old Quarter, New Quarter, by a tiny sliver of Stonemarket, and 
by the Docks.
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 Old Quarter
Nearby Blackwall is Old Quarter, the district thought to be the first part of Axis inhabited 
by its founders in years long past. Old Quarter is considered a middle-class neighborhood, 
and is noted for its densely-packed houses and chaotic street design. It is composed almost 
entirely of middling merchants and the city's many tradesfolk and craftspeople. Just so, the 
streets of Old Quarter are crowded with merchants' stalls, peddler's tables, and workshops 
of busy artisans.

Old Quarter has long been considered a stronghold of the Order of the Hammer, and of 
Hammerite doctrine.  The Order maintains an office here in the relative comfort of a 
middle class neighborhood, in order to provide services to the laborers and merchants in  
Old Quarter who can't attend service at the Cathedral of the Master Builder downtown. 
This Hammerite outpost also serves the dual functions of allowing the Hammerites to police 
nearby Blackwall,  and to spread the word of the Master Builder to the Pagan-friendly 
slums. This outpost is administered by the Hammerite Highborn Elf, Inspector Drept.

Old Quarter also contains one of the city's most controversial and arguably most important 
features: the Shalebridge Hospital & Sanitorium. This facility is administered by the Bleak 
Cabal, and acts as their headquarters in Axis. Part of Shalebridge's mission statement is that 
all people, regardless of their background and ability to pay for services, shall be admitted. 
This ideology, coupled with Shalebridge's proximity to the Blackwall slums, makes the place 
hectic and full beyond its capacity. The Bleakers don't care, though, as Shalebridge provides 
them as much comfort as it does the patients.

Old Quarter is made up of a hugely diverse demographic. Almost all races, including a few 
Highborn, live here, much to the chagrin of the racist Hammerites. Pagans are reluctant to 
come to this district, although a small number do make their homes in Old Quarter. Old 
Quarter is bordered by Blackwall, Stonemarket, New Quarter, and Auldale, though the 
Auldale Gate is heavily guarded and forbidden to most.
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Stonemarket
This district is named for the stone quarry that once stood here, from which the City's 
original streets and buildings were made. Nowadays, Stonemarket is an upper-middle class 
neighborhood, boasting several  fancier  shops.  These include  Cothron's  Armory For the 
Discerning Gentleman, and, appropriately, Thurgood's Stonemasonry & Foundational Arts. 
Stonemarket is also home to the City's first and most colossal Clocktower, Old Orvil.

Unknown to most denizens of the City, Stonemarket is also home to two noteworthy 
secrets. The first of these is Black Market Bertha, one of the city's most successful and 
well-respected Fences. The second is Terces Courtyard, a lovely little City Park adorned 
with a number of grotesque, snarling Gargoyles and eaves aplenty. One of these Gargoyles 
is enchanted with certain magics, and when a Spell of Opening is cast upon it using the Ort  
"Door" glyph, a portal opens in the darkest of the courtyard's eaves. This portal leads to 
the Grand Scribarium, headquarters of the Order of the Keepers. The Grand Scribarium is 
built on and in the ruins of an ancient Temple of Morgmelocha the Record Keeper. Some 
few Keepers still maintain the worship and service of this Old Power, completely unknown 
by the City's populace.

Stonemarket also offers The Boar's Tusk, a tavern known as a middle-ground and meeting 
place between the upper and lower classes of the City. It is also the de facto meeting place of 
many of the City's factions, when they want to conspire over drinks rather than cower in 
their compounds.

Stonemarket is composed primarily of Highborn, Lowborn, and Halflings, though members 
of other races frequent the area as well. Stonemarket borders Old Quarter, Downtown, 
New Quarter, and a tiny bit of Blackwall.

Downtown
This is the administrative and governmental hub of the City of Gears. Downtown also 
contains The Barracks,  which garrison the city's  standing military forces. Downtown is 
notable for its elaborate, ornate architecture, its well-kept streets, and its abundance of 
gaslamps  and  electric  lights.  It  is  also  home to  the  Cathedral  of  the  Master  Builder, 
headquarters  of  the  Order  of  the  Hammer  in  Axis  and  globally.  This  church  offers 
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services to the Highborn on Sundays, and offers services to "lesser" peoples on Wednesdays. 
Furthermore, Downtown houses the Academy of Law, which serves as headquarters of 
both the City Watch and of the Axis-chapter of the Fraternity of Order. The First City 
Bank and Trust can also be found downtown.

Downtown is composed primarily of Highborn Elves and Highborn Humans, with a fraction 
of very successful members of other races here and there. Almost all of the government 
employees who work Downtown live in Auldale. Downtown is bordered by Stonemarket, 
Old Quarter, South Quarter, and Auldale.

South Quarter, Cragscleft Prison
South Quarter contains nothing of note except the ominous, forboding Cragscleft Prison. 
This prison is more aptly called a labor camp, as it contains a mine and multiple workshops 
within its gloomy depths. Among the City's inhabitants, being sent to Cragcleft Prison is 
more colloquially known as "Goin' South" or "Workin'a'Crag". The prison is administered 
officially by the City Watch, although Hammerite and Guvners of the Fraternity of Order 
are known to "volunteer" time and service to the prison. Many who serve in Cragscleft 
never again see the light of day. Those who do escape bring with them tales of injustice 
and terror. South Quarter is bordered by Downtown.

New Quarter 
As the name suggests, New Quarter is the most recent addition to the City. It is primarily 
a  lower-middle  class  residential  district  with  a  handful  of  shops.  It  also  serves  as 
headquarters for three of the City's factions: the Athar, the Friends of the Middle Path, 
and The Mercykillers. 

The Athar and the Friends chose New Quarter simply because it is relatively inexpensive 
and easy to gain entrance to, as far as the City's districts go. The Mercykillers, on the 
other hand, chose this quarter for its tactical advantages. Namely, it's close to the Blackwall  
slums, allowing the Red Death to bring "Justice" to poor criminals. And, it's far enough 
from Downtown and South Quarter to allow the Mercykillers jurisdiction over all parts of 
the City not governed and policed by the Guvners, Hammerites, and City Watch. This 
distance from Downtown and Cragscleft also ensures that the Mercykillers can pursue Justice 
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without fear of imprisonment for breaking the Law themselves. The headquarters of the 
Red  Death  in  New  Quarter  is  called  the  Arena  of  Justice.  Most  members  of  this 
neighborhood aren't terribly fond of the place. Pagans make up a good portion of the 
religious community in New Quarter, a "problem" that the Athar intend to remedy.

New Quarter is composed of a medley of races and economic classes. Few Highborn live 
here, but more than anywhere else in the City save Auldale. New Quarter is bordered by 
Old Quarter, Blackwall, and Stonemarket.

Auldale
In stark contrast to all other districts of the city sits Auldale, the high society neighborhood 
of extreme wealth. This neighborhood is almost exclusively Highborn, although a very select 
few Halflings (and even fewer others) reside here. This district also contains a number of 
high-end shops, including Pippin & Sons Goldsmithery, the Auldale Plaza (many vendors), 
a number of ritzy pubs and classy restaurants, Fogerty's Jewels & Gems, and the Braithwait-
Lillibridge Haberdashery.

Another interesting feature of Auldale is the Wieldstrom Museum. This curio of curiosities 
contains numerous powerful and priceless artifacts from the Ancient World, many of which 
are magical in nature. The Wielstrom is also world-renowned for its collection of modern 
and historical art from all corner's of Arcanum, including rare pieces from distant Valendor 
and Fanigan. These works are protected by security devices invented and donated by the 
Hammerites and the Mechanists, and a full compliment of elite sentries patrol the museum 
with halberd and chainmail at the ready. The Wieldstrom is open to the public, although 
Auldale is not, meaning that most inhabitants of the City never have an opportunity to visit 
the place.

Auldale is essentially Arcaunm's first gated community. It is bordered by Old Quarter and 
Downtown,  and  both  Auldale  Gates  are  heavily  guarded  by  City  Watch  and  private 
security forces. Guards also patrol this district more heavily than most others, making it safe 
and cozy for the privileged prigs who live here.

In terms of contemporary High Society, Auldale sets the pace for all the other cities and 
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districts in the world. This includes fashions that are currently "in" and "out", "proper" 
forms of speech, goods and commodities considered desirable, and all manner of Propriety 
and nuances of etiquette.

T he Docks, T he "Soulforge"
The City's Docks are a place of unparalleled filth and grime. They're also the backbone of 
Axis's wealth and prosperity. Besides the obvious maritime riverine trades that go with 
docks in all places, the City's Docks are notable for one thing: The Soulforge.

The Soulforge  is  the  secret  laboratory,  workshop,  and barracks  for  the  Order  of  the 
Mechanists, also known as the Children of Karras. This enormous compound is located in 
the Docks region of the City for several very good reasons. First, no one who works the 
Docks has enough education or mechanical know-how to bat an eyelash on the rare occasion 
that they sneak a peek inside The Soulforge. Second, the Docks is the poorest district of 
the city and has the most derelict property, thereby allowing the Mechanists a high degree 
of secrecy and solitude. Also, the River Tarr is nearby and the Docks contain multiple 
Sewer entrances, easily allowing the Mechanists to dispose of and disappear anyone they 
consider "undesirable".

The  Soulforge  is  an  enormous  warehouse  compound,  including  a  fully-outfitted,  well-
equipped underground complex. It is surrounded by a high stone wall. Additional protection 
comes from the Dreadnought sentries and clockwork surveillance gear, not to mention the 
half-robotic, well-armed Mechanists  themselves.  For more information on the Soulforge, 
The  Order  of  the  Mechanists,  and  the  projects  therein,  please  see  the  chapter  De 
Factiorum.

Besides The Soulforge and the Mechanists, the Docks district is identical  to Blackwall, 
altohugh even poorer. The Docks district is bordered by Blackwall.
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De Rustici:
A STUDY IN SMALL TOWNS & RURAL LIFE
in which we detail the bucolic, idyllic, & ancestral facets of Arcanum

The previous chapter provides a complete look at Axis, The City of Gears, most advanced 
and industrialized city in all Arcanum. This chapter seeks to provide the same structured 
exploration of the opposite face of life in Arcanum, Rural Life. The later sections of this 
chapter also provide tools for GMs and Storytellers to use in generating Rural Communities 
Names.

Rural Names
Although the influence of the Cities is large and wide-spread, rural communities and the 
lifeways  that  they  practice  represent  the  majority  of  Arcanum's  inhabitants.  Although 
individual rural communities differ in many aspects, they can be recognized by the general  
similarities in their names. Almost universally, rural communities in Arcanum are named 
after natural features and aspects of the landbase that supports the community. For example, 
a town built where two rivers intersect might be called Riversmeet or Twinbrook. Tribal 
communities most commonly name themselves after the landbase itself. For example, the 
Batharzi Valley Tribe or the Djebu Forest People. Conversely, technological towns tend to 
have names that reflect their primary trade. For example: Iron Hills, Coaltown, Golddust, 
and so on.  For more information on these  towns, see  Technology  vs.  Magic,  & Hybrid  
Communities below.

Finally, a utility is provided at the end of this chapter for the random generation of rural 
community names.
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Agriculture, Pastoralism, Hunting & Gathering
Most rural communities produce or acquire their food in one of three ways, sometimes with 
overlap. The first and most common of these is agriculture, specifically the mono-cropping 
of wheat, potatoes, rice, barley, oats, corn, and/or other grains. Pastoral communities rely 
on the keeping of livestock, namely cows, pigs, chickens, geese, ducks, horses, and so forth. 
In many cases, communities rely both on agriculture and pastoralism in varying degrees.

The third type of food acquisition is the oldest and most ancestral: hunting and gathering. 
The tribal  and nomadic  peoples  of  Arcanum rely  on this  form of  sustenance.  Settled 
agriculturalist and pastoralist communities also sometimes supplement their meagre returns 
with the prolifity of hunting and gathering.

Trades & Skills in Rural Communities
Those who do not focus on food production in rural communities tend to be tradesmen, 
skilled  laborers,  and artisans.  These  skillful  craftspeople  are  crucially  important  to  their 
community, especially when they are the only person who practices their trade within that 
community. A sampling of such trades includes: Smithing, Horseshoeing, Weaving, Dyeing, 
Tailoring,  Cobbling,  Cooping,  Fletching  and  Bowyering,  Stonemasonry,  Glassblowing, 
Carpentry, Brewing, Bookbinding, Woodcutting, Herbalism and Medicine, Gravedigging, 
Trapping and Tanning, and so on.

In more ancestral,  nomadic,  tribal  communities,  there  is  much less  specialization among 
members, as most members of these societies possess most or all of the skills practiced by 
their  people.  These  include:  Bushcraft,  Friction  Fire,  Knapping  and  Pressure  Flaking, 
Skinning and Tanning, other Leathercrafts, Tracking, Stalking, Bowyering and Fletching, 
Bow Hunting, Spear Hunting, Weaving, Dyeing, Fishing, Pottery, and a hundred more.

Politics in Rural Communities
Like cities, rural communities are governed by a variety of political forces. Most commonly, 
small towns and hamlets are governed by an elected mayor or magistrate that is elected by 
the  community,  in  tandem with  a  council,  the  members  of  which  may  be  elected  or 
appointed by the mayor.  Some communities  prefer  a  more democratic,  consensus-based 
approached,  and  meet  in  community  councils  to  make  decisions  without  a  mayor  or 
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centralized leader.

More rarely, rural communities are actually fiefdoms which fall under the jurisdiction of 
some titled individual. These communities are often denoted by whatever title their ruler 
boasts.  For  example:  Principality  for  Princes/Princesses,  Duchy  for  Dukes/Duchesses, 
County for Counts/Countesses, Barony for Barons/Baronesses, and so forth. Many such 
communities exist throughout Arcanum, though they are certainly less common than the 
mayoral and consensus-based townships mentioned above.

Ancestral tribal communities tend to lack formal leadership, relying instead on consensus-
based decision making informed by the advice and guideance of elders and experienced 
members.  Certain  tribal  groups-  mostly  those  influenced  by  or  in  close  proximity  to 
"Civilized" towns and cities- are led by a King or Chieftain, who usually has a shaman or 
spirit-talker at his/her side to keep the people in control.

Religion in Rural Areas
Moreso than anywhere else in Arcanum, the Old Religion is strongest among rural peoples. 
The sway of atheism and Rational Skepticism has little effect on rural areas, especially those 
that lie far away from urban centers. Many small towns still worship one or more of the 
Old Powers, some going so far as to maintain ancient temples to these beings. Where 
ancient temples have crumbled into disuse and ruin, small towns often build new temples 
and places of worship to the Old Gods.

Paganism also has a huge influence in rural villages, towns, and tribes. Even among those 
rural  people  who don't  outright  worship The Trickster,  Pagan customs and rituals  still 
influence many aspects of their lives, especially those pursuits relating to plants, crops, the 
woods, and so on. Rural communities where Paganism dominates as the religious force tend 
to be Chaotic (see Law vs. Chaos in Rural Communities below).

Among tribal and indigenous peoples, the Old Gods are fondly remembered. These same 
peoples  sometimes  also  practice  Paganism,  though  they  might  not  call  it  such.  More 
commonly, these peoples are animistic, seeing the holy and the sacred in every landbase, 
every plant and animal, and every pebble in every stream. Those who practice animism 
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often give names to these spirits, and sometimes use the names of the Old Powers for 
those spirits.

In communities that are near urban areas and in Hybrid Communities (see  Technology vs.  
Magic, & Hybrid Communities below), the Order of the Hammer has made inroads. In such 
communities,  Hammerite  missionaries  seek  to  stomp out  Paganism and the  Old Gods, 
teaching that the Word of the Master Builder is the only religious Truth. 

Customs & Traditions in Rural Communities
In  rural  communities  that  rely  on agriculture  and pastoralism,  traditions,  holidays,  and 
ceremonies tend to revolve around fertility, harvest, and the natural  world's  fecundity. 
Pastoral communities typically have a number of rituals dedicated to their livestock animal(s) 
of choice, which may or may not involve sacrifice.

Communities where one or more of the Old Powers are remembered, all of the rites and 
rituals that coincide with that being are held sacred. Likewise, where Paganism is followed, 
the ceremonies of the Woodsie Lord are practiced.

In  certain  rural  communities,  especially  among  tribal  peoples,  mystical  rites  involving 
intoxicating  substances  and  the  spirit  world  are  commonplace.  Moreover,  among  tribal 
peoples, customs and traditions are extremely important to the social order. These customs 
are vastly different from tribe to tribe, even among groups living in close proximity

In  general,  the  practices  of  rural  peoples  are  similar  to  their  real-world  correlaries  of 
European indigenous Paganism (Beltane, Samhain, etc.) and the rites and rituals of various 
Native American groups (Green Corn Ceremony, Powamu Festival, etc.).

Technology vs. Magic, & "Hybrid" Communities
The technological level of most rural communities can be described as Late Medieval. This 
entails all of the trades and related tools and technologies discussed in Trades & Skills in Rural  
Communities earlier in this chapter. This also means that most rural communities are saturated 
with magic and magic users.
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Magic users in rural communities tend to be of the lay or journeyman sort discussed in the 
chapter  De Magicae.  That is, they typically know only a few Feldumon glyphs, and 
commonplace ones at that. With these Runes of Power, they make themselves useful by 
mending broken pots, fixing tears in fabrics, and healing minor wounds and illnesses. Mages 
of this common sort are also employed for weak blessings and enchantments on the goods 
manufactured by rural craftspeople.

On the other hand, some powerful wizards and gifted glyphmages choose to reside in rural  
communities because they love the simplicity, solitude, and quiet. The fact that Axis and 
certain other industrialized cities treat magic users as if they are less than rubbish also pushes 
many urban wizards into the countryside.

In contrast with the magical medieval rural communities are the rural towns that exist solely 
for the sake of Technology and Progress. These are the Mining Towns, the Logging Towns, 
and the Ironwork and Steelwork Towns. These towns are usually quite young, having been 
established by the ruling classes of industrialized cities to keep Development developing and 
Progress progressing. It is in these towns that Law is most common in rural areas, and 
where the Order of the Hammer has had most success.

Most interesting, perhaps, are the communities that contain both of these elements, the 
communities that follow their traditional ways and maintain respect for and belief in magic 
while also adopting (voluntarily or at gunpoint) Steam Technology. These are the Hybrid 
Communities, and they make up an increasing percentage of suburban and rural areas each 
year. Moreso than any other place in Arcanum, Hybrid Communities are the focal point of 
all of Arcanum's conflicts: Magic vs. Technology, Chaos vs. Law, Civilized vs. Ancestral, 
Rich vs. Poor, Skilled Labor vs. Factory Work, and so forth. These communities should 
provide ample roleplaying opportunity in an Arcanum campaign.
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Law vs. Chaos in Rural Communities
By and large, though there are glaring exceptions, rural communities tend to prefer Chaos 
over Law. This is most solidly true in rural communities where Paganism is the majority 
religious  doctrine.  It  is  also  very  true  of  communities  where  certain  Old Powers  are 
worshipped, namely Levroo and Oshkim. Further, it is almost universally true among tribal 
and ancestral peoples, whose allegiance to Wilderness and to the Wild leads naturally into 
an alignment with Chaos.

In  the  hierarchic  rural  fiefdoms-  the  Baronies,  Counties,  Principalities,  Marches,  and 
Duchies- the Lawful alignment is forced upon the residents, whether they truly believe in 
it or not. In fact, while the forces loyal to these  de jure  rulers are almost all Lawful, the 
people in these provinces who are oppressed by the rulers are frequently much more Chaotic 
than not.

In  mayoral  townships,  villages,  and hamlets,  the people  tend to be divided.  Most  are 
Lawful, since they have a legal system that they believe in and can actively change through 
participation. Likewise, in consensus-based democratic communities, many people are Lawful 
because they believe in and are a part of the system itself. When these peoples, who are 
used to a high degree of freedom and political influence, travel elsewhere, they tend to 
become Chaotic  without much fuss.  And, sometimes, even within these mostly Lawful 
communities, there are always rebels and wild-children.

In Tech Towns- the mining camps, logging towns, and millworks- Law tends to be the 
order of the day. With Progress comes the law and order of the cities, not to mention the 
Lawful factions, the Hammerites, Fraternity of Order, and the Mercykillers. Again, not 
everyone in these towns necessarily believes in Law, but many proclaim Lawful alignment to 
avoid persecution and potential death.

99



Rural Community Name Generator
The  following  utility  is  provided  for 
Storytellers and GMs to aid in creating 
rural towns, villages, hamlets, and tribes. 
It  is  simple  to  understand and use.  To 
generate  a  name,  simply  roll  the  Die 
indicated  for  each  column.  When  the 
results are combined, they should yield a 
decent  town name.  If  you're  unsatisfied 
with the result, simply roll again.

#1: COMMUNITY TYPE
D12 Roll Community Type
1 Tribe of...
2 Tribe of...
3 Village of...
4 Village of...
5 Hamlet of...
6 Borough of...
7 Township of...
8 Barony of...
9 County of...
10 Earldom of...
11 Duchy of...
12 Principality of...
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 #2 FIRST COMMUNITY NAME
D20 Roll Community's First Name
1 Green, Red, Black, White, Brown, Yellow, Orange, or Blue
2 Verdant, Viridian, Emerald, Scarlet, Crimson, Rust, Sanguine, Obsidian, Jet, 

Ebony, Midnight, Alabaster, Ivory, Bone, Chocolate, Taupe, Sienna, Saffron, 
Golden, Amber,  Azure, or Cerulean

2 Iron, Steel, Bronze, Copper, Silver, Gold, or Platinum
3 Coal, Ash, Blackrock, Tar, Shale, or Slag
4 High, Upper, or Greater
5 Low, Lower, or Lesser
6 Sky, Cloud(y), or Heaven('s), or Heavenly
7 Deep, Low, Delving, Down, or Miner's
8 Wyrm/Worm, Dragon, Wyvern, Griffin, Hippogriff, 
9 Bear, Wolf, Coyote, Fox, Wolverine, Lynx, Cougar, Leopard, Lion, or Tiger
10 Hare, Rabbit, Buck, Doe, Deer, Weasel, Mink, Marten, Beaver, Hedgehog, 

Vole, Badger, Hog, Pig, Swine, Horse, Stallion, or any other mammal 
11 Pigeon, Lark, Finch, Crow, Raven, Magpie, Gull, or Turkey
12 Owl, Vulture, Condor, Hawk, Falcon, Eagle, or Roc 
13 Trout, Salmon, Steelhead, Gar, Pike, Bass, Carp, Cod, Clam, Oyster, Mollusk, 

Shellfish, Turtle, Tortoise, Pearl, Crocodile, Alligator, Gar, or Pike
14 Hickory,  Hawthorne,  Oak,  Rowan,  Birch,  Ash,  Elm,  Alder,  Willow,  Pine, 

Maple,  Juniper,  Mahogany,  Teak,  Cherry,  Apple,  Plum,  Pear,  Apricot, 
Cottonwood, Aspen, Fir, Cedar, Larch, Tamarck, Tamarisk, or Cypress

15 Lily, Buttercup, Aster, Lichen, Toadstool, Mushroom, Mustard, Mint, Carrot, 
Potato, Yam, Corn, Wheat, Garlic, Onion, Oat, Barley, Alfalfa. Spinach, Rice, 
Brocolli,  Tomato, Squash, Parsnip, Beets, Hop, Rye, Olive, Flax, Amaranth, 
Grape, Radish, Pumpkin, Lovage, Burdock, Nut, Filbert, Hazelnut, Cashew, 
Peanut, Pistachio, Pecan, Chestnut, Acorn, or Walnut

16 Sheep, Goat, Cow, Pig, Chicken, Horse, Cat, Dog, Rat, Pony, or Donkey
17 Wet, Damp, Drizzly, Dewy, Dewdrop, Moist, Misty, or Dank
18 Dry, Parched, Barren, Arid, Desertified, or Dessicated
19 Cold, Freezing, Icy, Frigid, Frozen, Icy, Ice, Snow, or Snowy
20 Hot, Blazing, Flaming, Flame, Fire, Burning, or Sweltering
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 #3 SECOND COMMUNITY NAME
D20 Roll Community's Second Name
1 Mount, Mountain, Hill, Highlands, Point, or Rock
2 Plains, Hill, Dunes, Meadows, or Grass
3 Lake, River, Pond, Sound, Bay, Inlet, Gulf, Island, Cove
4 Forest, Wood, Tree, Vine, Leaf, Bud, Sprout
5 Mesa, Platteau, Butte, Highland(s), Bluff, Cliff, Ridge, Knoll, Rise
6 Glen, Dale, Dell, Knell, Glade
7 Heath, Heathland(s), Scrubland, Shrubland, Fynbos, or Moor(s)
8 Marsh, Swamp, Bog, Fen, or Wetland(s)
9 Taiga, Tundra, Permafrost, Uplands, Frost, or Steppe
10 Desert, Wasteland, Drylands, Dry Lake, or Barrens
11 Mesa, Platteau, Butte, Highland(s), Bluff, Cliff, Ridge, Knoll, or Rise
12 Mesa, Platteau, Butte, Highland(s), Bluff, Cliff, Ridge, Knoll, or Rise
13 Farm, Mill, Plantation, Homestead, Orchard(s), Pasture(s), or Vineyard(s)
14 Farm, Mill, Plantation, Homestead, Orchard(s), Pasture(s), or Vineyard(s)
15 Fort, Fortress, Castle, Keep, Garrison, or Hold
16 Fort, Fortress, Castle, Keep, Garrison, or Hold
17 -town, -ton, -ville, or -land
18 -town, -ton, -ville, or -land
19 -burg, -shire, -ham, or -ing
20 -burg, -shire, -ham, or -ing

102



De Bestiae Ferae:
AN INCOMPLETE BESTIARY
in which we examine the wild creatures of Arcanum

Being  a  land  of  high-fantasy  and  biodiverse  landbases,  Arcanum contains  thousands  of 
species of real-world animals and fantastic and mythological creatures. It is safe for players 
and GMs to assume that all  creatures and plants that exist in our world exist also in 
Arcanum. This most likely includes versions of real-world animals with Gigantism, such as 
Giant Bats, Giant Boars, etc.

This chapter, then,  is  meant  to give a rough sketch of the fantastic  and mythological 
creatures in Arcanum. Due to spatial and temporal constraints, this campaign setting will 
not fully detail each of these creatures, their habits and habitats, or statistics for individual  
creatures. This information can be easily found elsewhere, and can easily be improvised by 
creative Storytellers. Keep a watchful eye for forthcoming Arcanum and Saga  release, as a 
Creature Compendium is in the works.

An Incomplete List of Fantastic & Mythological Creatures in Arcanum
Basilisks,  Behemoth/Colossus/Juggernaut,  Beholders,  Chimera,  Doppelgangers  & 
Shapeshifters, Dragons & Drakes (all kinds), Dryads & Ents, Elementals (Fire, Ice, etc.), 
Efreet/Ifreet, Ghosts, Ghouls, Golems & Automatons, Gorgons, Griffins, Harpy, Hydra, 
Lamasu (Winged Bulls), Lamia, Liches, Manticores, Mummies, Naga, Ogres & Trolls, 
Pegasi, Rocs, Salamanders, Sandworms & Iceworms, Skeletons, Spiders (all varieties, giant), 
Wargs & Dire Wolves, Wights, Wraiths, Wyrms & Wyverns, Zombies.
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