
Opara:  Ancient and wealthy island nation in eastern Noctiland.  Home 

of the Circularium, the greatest college of magecraft in the known 

world. 

 

Oracle:  A type of mage skilled in divination and prophecy.  Their 

gifts are quite rare and much sought-after by the high and mighty, so 

most oracles tend to solitary existences or hide their powers. 

 

Ostros Ocean:  Largest body of water on Tropan.  The Ostros takes 

up nearly half of Tropan’s southern hemisphere, bordered on the north 

by the continent of Noctiland, in the east by the continent of 

Ampaland, and in the south by the frozen sub-continent of Kassar. 
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Pangash:  Jungle empire in Ampaland.  Home of the Poisonmasters. 

 

Pesthi:  Semi-sentient ‘flower rifles’ invented long ago by the Zakurite 

Empire, commonly known as dart-vines.  Pesthi resemble gnarled dark 

green vines of about three feet in length, topped by a large flowering 

blossom which resembles a large, charcoal-gray rose.  Actually a hybrid 

of plant and animal life, pesthi ‘flowers’ house a poisonous gland which 

grows thin, sharp thorns which can be fired as projectiles.  Each pesthi 

bonds with a single owner and can be ‘fired’ by stroking a protuberance 



on the vine, combined with a primitive telepathic ‘targeting system’.  

The pesthi’s poison is incredibly virulent; one part per ten thousand is 

enough to kill a man. 

 

Pillars of Heaven:  Large mountain range in northern Noctiland.  

Home to several Qol city-states. 

 

Poisonmasters:  Mage-guild who specialize in poisons and their 

antidotes, both natural and sorcerous.  Originating in Pangash, they 

have chapter-houses in many southern lands. 

 

Porthay:  Mercantile city-state on the northern shore of the Sistari Sea, 

east of the Khemur Empire.  Thought to be descended from a Gith 

colony. 

 

Purimmat:  Shandari kingdom.  A decadent land ruled by a corrupt 

royal house, propped up by an assortment of mercenary companies who 

seem to be the true power behind the throne. 
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Qol:  Engineered sentient race.  The Qol are insectoid, resembling 

nothing so much as bipedal scarab beetles.  They stand about four feet 

tall, with two legs and four arms.  Their heads are broad and contain 



four multi-faceted dark blue eyes and a complicated mouth/fang/pincer 

assembly.  Their chitinous hides are a dark reddish-maroon in color, 

with bands, stripes, and blotches of black and gold.  The Qol build 

their cities deep in the mountains, primarily the Pillars of Heaven and 

the Walls of the West.  Of all the engineered races, the Qol have the 

most independent tradition; across Noctiland there are very few Qol 

slaves (at least among non-Qol), and some Qol cities rival those of 

humankind in power.  

 

Quazil:  The enormous market-district of the city of Geng.  Situated 

on the south bank of the Accara River. 

 

Quechi:  Shandari god of glyphs, runes, and codes. 
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Reincarnation:  One of the major tenets of the Shandari religion is that 

Mother Vuja judges each man and either deems him fit for final rest in 

the Beyond, or dooms him to return to life for another cycle. 

 

Rune Mountains:  Range in eastern Noctiland, south of the Ivory Sea.  

So called for the ancient standing-stones found scattered throughout the 

area, inscribed with glyphs from some dead civilization. 

 



Rusakeen:  Legendary mage-king of ancient Zakurite Empire. 
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Saoun:  A vast swampland in Githlia, at the mouth of the Sedelek 

River.  Home to smugglers, bandits, and even less savory things.  

 

Scarabus River:  One of the mightiest rivers in Noctiland.  Rising 

from the Walls of the West, it flows for nearly a thousand miles 

through the heartlands of the Hundred Tribes before emptying into the 

Sea of Gul.  The Scarabus is sacred to the Han and is worshipped as a 

god. 

 

Scartah:  Shandari warrior-god.  Usually described as a small, wizened 

old man carrying a pair of rusted bikkani. 

 

Serpent Cities:  A union of city-states in southern Noctiland.  

Controlled by a cabal of snake-worshipping priest-mages, the cities are 

decadent and rich, controlling trade routes between Githlia, the 

Shandari kingdoms, and the west.  A mélange of Shandari and Gith, 

the Cities were for long periods a rough-and-tumble border region 

formed in the aftermath of the Anu Empire’s fall, ruled by various 

warlords and mage-kings.  The Cult of Memsut eventually brought 

peace and stability (of a kind) to the area more than a century ago.   


