EIRATHIS — THE LAYERED WORLD
A world built for mercenaries, explorers, treasure-hunters, mystics, and seekers of forbidden truths.
A world with ruins in three realities, cosmic mysteries, ancient beasts, and magic that leaks between planes.

🧭 1. CORE PREMISE
Eirathis is not one world but three overlapping layers of existence, each partially phasing through the others:
Layer 1 — The Mortal Expanse
The physical world: kingdoms, wilderness, mountains, oceans, ruins, treasure, caravans, mercenary jobs.
Layer 2 — The Dreaming Weave
The psychic plane: the world’s mind, where thoughts, memories, and forgotten civilizations manifest as real places.
Layer 3 — The Primordial Substrate
The arcane source-code plane: raw magic, fundamental runes, mythic engines, cosmic beasts, multiversal fractures.
These layers sometimes align, creating places where:
· History echoes itself
· Lost knowledge resurfaces
· Magic behaves unpredictably
· Portals to alternate worlds open
· Mythic creatures walk in
· Ruins appear and vanish
Such areas are called Convergence Zones, and they are the lifeblood of adventurers like you.

💼 2. WHO YOU ARE IN THIS WORLD
Your archetype thrives here.
You are a Wanderer, also known as a Strider, Freeblade, or Vagarist depending on region.
**Striders have no flag.
No lord.
No nation.**
They:
· take jobs only when they choose
· cross borders without answering to kings
· delve ruins no army will risk
· trade artifacts on the black-market or to collectors
· pursue lost knowledge without restrictions
Striders are equal parts:
· adventurer
· mercenary
· myth-hunter
· archaeologist
· treasure seeker
· seeker of truth and transcendence
Perfect for your playstyle.

🔮 3. WHAT MAKES EIRATHIS SPECIAL FOR YOU
✔ Ancient ruins everywhere (across 3 layers)
Each layer has its own ruins, cultures, dangers, treasure, and mysteries.
✔ Multiversal contact is rare — but real
Alternate versions of yourself or your enemies may appear in certain places.
✔ Cosmic knowledge exists — and is dangerous
Panpsychism, world-mind consciousness, destiny loops, soul-echoes, and sentient magic.
✔ Magic is powerful, unpredictable, and alive
Especially in Convergence Zones.
✔ Political freedom
Nations are fragmented, mistrust each other, and cannot control people like you.
✔ Mythical creatures truly matter
They embody concepts, rewrite fate, and leave residues of power in the world.

🧩 4. THE GREAT MYSTERIES OF EIRATHIS
These are the deep lore secrets the world hides.
You can pursue them directly, or uncover them slowly during play.
Mystery I — The Mind of Eirathis (Panpsychic World-Soul)
The Dreaming Weave is the planet’s subconscious.
When you walk it, you explore the world’s dreams, traumas, and past lives.
Mystery II — The Great Misalignment
A cataclysm long ago dislodged the three layers from perfect sync.
Now they overlap imperfectly, creating:
· ruins that exist in two layers
· beings who flicker between realities
· magic that rewrites memories
· histories that contradict each other
· places where your shadow becomes an independent being
Mystery III — The Fundamental Beasts
Gigantic mythic creatures sleeping in the Substrate:
· The Chrono-Dragon — time incarnate
· The Thousand-Footed Colossus — movement, travel, destiny
· The Spherical Serpent — multiversal recursion
· The Phoenix of First Light — creation, rebirth
· The Leviathan of Consciousness — mind, memory, identity
Each one alters reality simply by existing.
You may one day meet one.

🗺️ 5. REGIONS OF THE MORTAL EXPANSE
You’ll travel through lands with their own flavors:
1. The Shattered Principalities
Dozens of tiny kingdoms constantly at war; mercenary paradise.
2. The Echo Plains
Grasslands where the Dreaming Weave is thin; illusions and memories populate the landscape.
3. The Obsidian Coast
Black-sand beaches, ancient leviathan bones, pirate cities, treasure vaults.
4. The Vortex Rimlands
Where Substrate energy leaks into reality; magical storms, rune-beasts, arcane anomalies.
5. The Skyvault Frontier
Floating isles, gravity scars, fallen civilizations, and sky pirates.

🧙‍♂️ 6. FACTIONS (All Designed to Hire or Hunt You)
The Archivists of the Veiled Sun
Seek cosmic knowledge, will pay obscene amounts for relics.
The Mirror Consortium
Rich collectors who want artifacts from alternate realities.
The Thornbound Legion
Elite mercenary company — you can work with or against them.
The Onyx Masons
Secret builders of gates between layers; their technology is forbidden.
The Beast-Path Covenant
Worshippers of the Fundamental Beasts; half cult, half scholars.

🐉 7. UNIQUE CREATURES
Memory Wraiths
Ghosts made from discarded thoughts.
Runestorm Serpents
Born from magical storms that leak from the Substrate.
Atlas Stags
Giant horned beasts carrying ruins strapped to their backs.
Dreambound Echoes
Copies of real people from parallel layers.

📜 8. CAMPAIGN HOOKS FOR YOUR STYLE
Levels 1–3
· A ruin appears only at certain moon phases — and collectors want what’s inside.
· A village has memories of events that “never happened.”
Levels 4–7
· You’re hired to retrieve a relic from a Convergence Zone that is collapsing.
· Pirates on the Obsidian Coast possess a map to a multiversal fracture.
Levels 8–12
· Your dreams lead you to a gate deep in the Dreaming Weave.
· A doppelgänger from a parallel layer claims you ruined their world.
Levels 13–20
· A Fundamental Beast stirs, warping reality across continents.
· The three layers begin to merge — and you seem to be the axis.
🌍 THE WORLD ATLAS OF EIRATHIS
Volume I — The Mortal Expanse
Below are the 7 major regions of the Mortal Expanse — the physical world layer.
Each region includes:
· Tone & Theme
· Why it matters
· Major locations
· Cities & factions
· Ruins & secrets
· Opportunities for adventurers like you
At the end, I’ll map inter-regional travel routes and world-scale mysteries.

🏰 1. THE SHATTERED PRINCIPALITIES
“A thousand banners. A thousand grudges. A thousand ways to get rich.”
Tone: War-torn, political, grounded, mercenary-heavy
Terrain: River valleys, hills, old battlefields, ruined keeps
Layer Weakness: Low Weave, Low Substrate (safe for beginners)
What it is:
Once a single empire, now broken into dozens of tiny kingdoms, guild-cities, duchies, and baronies.
Nobody trusts anyone.
Everybody hires mercenaries.
Perfect for a freeblade.
Major Locations:
· Ironmarch — a fortress-city built inside a canyon. Known for war-smiths.
· Vellorin — a “merchant-prince” city with massive black markets.
· Crownfall Ruins — the old imperial capital, now haunted by memory-echo knights.
Secrets:
· A cursed battlefield where fallen warriors repeat the same duel nightly.
· Rumors that a lost imperial vault still holds a map to the Substrate.
· Two Principalities are secretly ruled by Dream-Echo impostors.
Opportunities for You:
✔ Escort rare artifacts
✔ Neutral mediator between rivals
✔ Treasure hunting in old battlefields
✔ Hunting dream-possessed nobles
✔ Joining (or stealing from) war convoys

🌾 2. THE ECHO PLAINS
“Where the world remembers.”
Tone: Mystical, surreal, dreamlike
Terrain: Endless grasslands, floating stones, psychic mirages
Layer Weakness: Thin Weave (dream bleed)
What it is:
A quiet region where the Dreaming Weave presses close to the physical world.
Here, memories manifest as landscapes.
Forgotten tribes, ancient beasts, locations erased from history — you can find them all.
Major Locations:
· The Remnant Circle — standing stones that replay past lives.
· Sandrift Oasis — a caravan hub that shifts location weekly.
· The Quiet Scar — a mile-long wound in reality; whispers emerge at night.
Secrets:
· Time loops exist here, but only for certain memories.
· People sometimes meet “yesterday versions” of themselves.
· A buried city from the First Layer Alignment is rising again.
Opportunities:
✔ Ruin delving
✔ Psyche magic artifacts
✔ Escorting scholars studying dream phenomena
✔ Chasing echo-beasts
✔ Solving repeating-history mysteries

🗡️ 3. THE OBSIDIAN COAST
“Pirate kings, leviathan bones, black sands, and drowned gold.”
Tone: Swashbuckling, dangerous, treasure-rich
Terrain: Black beaches, volcanic cliffs, ancient sea ruins
Layer Weakness: Medium Substrate (volatile magic storms)
What it is:
A chain of volcanic peninsulas and pirate republics.
Perfect place to hunt relics or sell them… if you survive.
Major Locations:
· Freehold of Rookscar — pirate city built in a giant skeleton.
· Blackglass Reef — sunken towers visible only at low tide.
· The Maw — a permanent whirlpool leading to a Substrate fissure.
Secrets:
· Deep beneath the Maw is an intact temple of the Leviathan of Consciousness.
· A pirate king possesses a map to a stable multiversal gate.
· A volcano here erupts into light, not lava.
Opportunities:
✔ Treasure diving
✔ Artifact smuggling
✔ Hunting mythic sea creatures
✔ Navigating Substrate fissures
✔ Ship combat

⚡ 4. THE VORTEX RIMLANDS
“The land where magic forgets the rules.”
Tone: Chaotic, storm-wracked, arcane anomalies
Terrain: Cracked earth, unstable weather, floating debris fields
Layer Weakness: Thin Substrate (dangerous raw magic leaks)
What it is:
A frontier zone where magic storms tear open micro-portals.
Wizards come here to study.
Adventurers come here to get rich.
Idiots come here to die.
Major Locations:
· Stormforge Spire — tower built inside a permanent storm vortex.
· The Fracture Basin — a crater where gravity reverses periodically.
· Arcwind Plateau — where spell residue becomes living creatures.
Secrets:
· A Fundamental Beast once passed through here; its footprints open portals.
· Time inside the Stormforge is non-linear.
· Some anomalies spit out items from other worlds.
Opportunities:
✔ Magical artifact hunts
✔ Bounty hunting rogue mages
✔ Escorting caravans through storm paths
✔ Collecting anomaly cores
✔ High-risk, high-reward delves

🌤️ 5. THE SKYVAULT FRONTIER
“Islands in the sky. Ruins in the clouds. Dragons that never land.”
Tone: High fantasy, epic exploration
Terrain: Floating archipelagos, skybridges, cloud forests
Layer Weakness: All three layers bleed slightly here
What it is:
The sky literally tore open centuries ago. Now hundreds of floating islands drift in the upper atmosphere, inhabited by:
· sky pirates
· wyverns
· drakes
· wind tribes
· ruined airborne kingdoms
Major Locations:
· Aerolune — airship city built on a ring-shaped island.
· The Crown Above Clouds — ancient capital suspended by forgotten runes.
· The Silver Isles — home to dragons who trade knowledge instead of gold.
Secrets:
· An entire sky-empire vanished — the islands are its corpse.
· One island contains a sleeping mythic beast.
· A tear in the sky leads to a Weave-only dimension.
Opportunities:
✔ Skyship gigs
✔ Ruin exploration
✔ Ancient relic trade
✔ Dragon negotiations
✔ Mapping drifting territories

🕯️ 6. THE VEILED BASIN
“Where gods once walked… and sometimes still do.”
Tone: Religious, mystical, quiet, full of forgotten temples
Terrain: jungles, river deltas, stone ziggurats
Layer Weakness: Strong Weave + Substrate overlap (holy anomalies)
What it is:
A humid basin filled with temples, shrines, and massive ruins of a god-king civilization that collapsed mysteriously.
Major Locations:
· Zhal’Qora — a vine-covered mega-ruin full of divine traps.
· The Beacon of Seven Eyes — a tower that sees all three layers.
· Siltwater Expanse — marshlands haunted by divine echoes.
Secrets:
· The god-kings were human before they “ascended.”
· A ritual here can open your mind to the World-Soul.
· There is a buried starship beneath Zhal’Qora — or a mythic beast cocoon.
Opportunities:
✔ Temple delving
✔ Ancient relic hunts
✔ Escorting pilgrim caravans
✔ Solving divine mysteries
✔ Fighting godspawn

❄️ 7. THE FROSTFALL SHEAR
“The cold edge of the world where reality cracks.”
Tone: Harsh, survivalist, cosmic horror
Terrain: glaciers, cliffs, frozen ruins, aurora zones
Layer Weakness: Extremely thin Substrate + Weave
What it is:
The northmost region, where reality breaks like brittle ice.
Major Locations:
· Farseer Ridge — an observatory built into a glacier.
· The Shivering Halls — a ruin echoing screams from alternate worlds.
· Aurorheim — a settlement beneath perpetual northern lights.
Secrets:
· The auroras are a communication network of the World-Soul.
· Something ancient is buried in the ice — not dead, only waiting.
· Alternate-world refugees sometimes appear in the snow.
Opportunities:
✔ High-paying expeditions
✔ Cosmic anomalies
✔ Mythic beast hunts
✔ Discovering multiversal fractures
✔ Ancient frozen treasure troves

🗺️ WORLD TRAVEL ROUTES
Caravans:
· Shattered Principalities ↔ Echo Plains ↔ Veiled Basin
· Safe but slow
Ship Routes:
· Obsidian Coast ↔ Veiled Basin
· Dangerous but profitable
Sky Routes:
· Skyvault Frontier ↔ Obsidian Coast ↔ Vortex Rimlands
· Requires airships or flying beasts
Wyrm Tunnels (secret):
· Underground network created by ancient rune-serpents
· Only usable with special keys
Layer Gates:
· Rare portals connecting Dreaming Weave / Substrate / Mortal Expanse
· Unstable
· Controlled by Onyx Masons
✨ THE PANTHEON OF EIRATHIS
“The gods are not rulers of creation. They are the symptoms of it.”
Eirathis is a layered world — and its gods reflect that.
There are three classes of divine beings:
1. The Outer Gods — primal conceptual beings from the Primordial Substrate
2. The Dreamborne Deities — gods formed from the world’s collective consciousness
3. The Ascended — mortals who achieved divinity in the past ages
You can worship any of them.
You can offend any of them.
And you can encounter some of them — physically or metaphysically — in the world.

🌑 I. THE OUTER GODS (The Fundamental Beasts)
“They are not gods because they wish to be worshipped — but because reality bends around them.”
These beings are titans, concepts, forces of existence given form.
They sleep in the Primordial Substrate, but their dreams reshape the Mortal Expanse and the Dreaming Weave.
They do not speak.
They do not demand worship.
But those who seek transcendence often chase their knowledge.

🐉 1. VORU’ZAI, THE CHRONO-DRAGON
Domain: Time, Fate, Irreversibility, Paradox
Symbol: A broken hourglass inside a spiral
Nature: Its breathing causes time dilation. Its dreams create alternate timelines.
Where It Sleeps: Beneath the Vortex Rimlands
Cleric Oath: Remembrance
Warlock Pact: Timeline Walker
Dogma:
· Everything happens for the first time forever.
· Time is not a river; it is a labyrinth.
· The past is not fixed — only observed.
Secret:
Voru’zai’s heart is a stable multiversal anchor. Those who find it can alter past events — once.

🐙 2. ELYR’NATH, THE LEVIATHAN OF CONSCIOUSNESS
Domain: Mind, Identity, Memory, Dreams
Symbol: An eye floating above deep water
Nature: It moves through minds like a whale through oceans.
Where It Sleeps: Beneath the Obsidian Coast
Cleric Oath: Introspection
Wizard Tradition: Oneiric Arts
Dogma:
· To know the world, know yourself.
· A memory forgotten is a world destroyed.
· All minds are connected.
Secret:
Part of your consciousness — every mortal’s — is a scale shed by Elyr’nath at your birth.

🔥 3. RHEA’SOL, THE FIRST PHOENIX
Domain: Creation, Rebirth, Sparks of Magic
Symbol: A flame with feathers
Nature: Every magical spell is a fragment of its eternal combustion.
Where It Sleeps: Within the sky — literally inside the auroras
Cleric Oath: Renewal
Sorcerer Origin: Phoenix Soul
Dogma:
· Magic is the fire that burns between realities.
· Death is a doorway, not an end.
· Creation is sacrifice.
Secret:
The phoenix dies every 10,000 years, burning through all magical energy for 24 hours.
These events erase entire civilizations.

🐍 4. DRATH’OS, THE SPHERICAL SERPENT
Domain: Multiverse, Infinity, Recursion
Symbol: A serpent biting its own tail — but in three dimensions
Nature: Encircles all possibilities, yet is also outside them.
Where It Sleeps: Nowhere and everywhere
Cleric Oath: The Infinite
Monk Path: Ouroboric Flow
Dogma:
· You have lived infinite lives.
· Time is a circle pretending to be a line.
· Truth has no center.
Secret:
Some versions of you serve Drath’os willingly.

🐾 5. THE THOUSAND-FOOTED COLOSSUS
Domain: Travel, Movement, Journeys, Trade Routes
Symbol: A trail of footprints in a spiral
Nature: Each footstep creates a road, a leyline, or a river.
Where It Sleeps: Beneath the Echo Plains
Cleric Oath: The Path
Ranger Conclave: Wanderer’s Step
Dogma:
· All journeys matter, even the ones that end.
· Movement is life.
· Stand still too long, and you become the past.
Secret:
You have walked on its back before, without realizing it.

🌙 II. DREAMBORNE GODS (The Weave Deities)
“Born from belief. Shaped by collective thought. Destroyed by forgetfulness.”
These gods are sentient archetypes, formed from the consciousness of Eirathis.
When people believe in them, they grow.
When forgotten, they fade and dissolve into dreams.

🕯️ 1. LUMENARA, GODDESS OF HOPE & MEMORY
Domains: Light, Memory, Healing
Symbol: A candle blooming like a flower
Personality: Gentle but unyielding
Worshippers: Healers, archivists, families, pilgrims
Secret:
Her temples contain memories erased from history — literal memories.

🌪️ 2. VEX’TAL, GOD OF AMBITION & CHAOS
Domains: Tempest, Trickery, Change
Symbol: A swirling vortex
Worshippers: Pirates, revolutionaries, gamblers
Secret:
He was originally a dream of rebellion created by slaves — then became real.

🌙 3. NEMYRIA, GODDESS OF SHADOW & CHOICE
Domains: Twilight, Destiny, Protection
Symbol: A crescent moon split in two
Worshippers: Wanderers, assassins with a moral code, exiles
Secret:
When you stand at a crossroads, she appears in the corner of your eye.

🌱 4. THALIOR, THE GREEN SOVEREIGN
Domains: Nature, Earth, Growth
Symbol: A tree split into three layers
Worshippers: Druids, farmers, rangers
Secret:
He was not a tree at all — but a concept of “growth” given form.

🕊️ III. THE ASCENDED (Once Mortal)
“Some climbed the ladder of godhood. Others were pushed into it.”
These are the most “human” gods — once adventurers, kings, scholars, or monsters.
They inhabit any layer depending on their ascension.

⚔️ 1. ARKHAL THE UNBROKEN
Domains: War, Protection, Courage
Symbol: A shattered shield reforged
Origin: A general who became invincible in the last Layer Alignment
Secret:
He is slowly reverting back into a mortal, and he likes it.

📚 2. SERAINE THE SEER
Domains: Knowledge, Divination, Secrets
Symbol: A closed eye surrounded by runes
Origin: A prophetess who gazed directly into the Substrate and lived
Secret:
She saw how the world ends — but refuses to tell even the gods.

🍷 3. MYTHRIEL, LADY OF FESTIVALS
Domains: Life, Pleasure, Dreams
Symbol: A chalice overflowing
Origin: A mortal who ascended by becoming a myth in the Dreaming Weave
Secret:
Every believer shares a single dream together once per year.

⚖️ 4. JORATH, THE LONE WANDERER
Domains: Travel, Justice, Freedom
Symbol: A staff with broken chains
Origin: A legendary Strider — the first — who walked the entire world
Secret:
Some say you walk in his footsteps.
Others say he walks in yours.

🌌 COSMOLOGY OF THE THREE LAYERS
The gods occupy all layers, but each layer has rules:

Layer 1 — Mortal Expanse
· Ascended walk openly
· Dreamborne manifest as avatars
· Outer Gods influence indirectly

Layer 2 — Dreaming Weave
· Dreamborne reign supreme
· Ascended appear as idealized versions
· Outer Gods can only appear symbolically

Layer 3 — Primordial Substrate
· Outer Gods dwell here
· Dreamborne disintegrate
· Ascended become energy patterns
Those who reach the Substrate and survive are mythic beings.

⚠️ THE TRUE SECRET OF THE PANTHEON (DM-Only or Player Discovery)
None of the gods created the world.
The world created them.
The World-Soul — the panpsychic consciousness of Eirathis — dreams the Dreamborne, empowers the Ascended, and houses the Outer Gods in its Substrate.
To learn this truth is to risk madness.
To master it is to reshape the world.
🐾 THE BESTIARY OF EIRATHIS
Volume I — Beasts of the Three Layers

🌍 I. BEASTS OF THE MORTAL EXPANSE
Grounded, physical, but often touched by the other layers.

1. Atlas Stag
Huge elk carrying ruined stone structures on its back.
· Behavior: Peaceful, migratory; violent only when provoked.
· Found: Echo Plains, Veiled Basin.
· Wants: To reach places of ancient memory.
· Hook: A noble hires you to capture one alive for prestige.

2. Rift Hyena
Hyenas mutated by Substrate storms; flicker between locations.
· Behavior: Pack hunters; teleport erratically.
· Found: Vortex Rimlands.
· Wants: To chase prey through micro-portals.
· Hook: They’re attacking caravans but no one knows when they come.

3. Moonfall Griffon
Griffons with shimmering wings that glow at night.
· Behavior: Territorial; noble and proud.
· Found: Skyvault Frontier cliffs.
· Wants: To establish nesting cliffs with strong magic currents.
· Hook: A clutch of eggs stolen by sky pirates.

4. Sandwrought Colossid (Burrowing Worm)
Enormous armored sandworm with crystalline plates.
· Behavior: Blind; hunts vibrations.
· Found: Obsidian Coast deserts.
· Wants: Magical minerals buried beneath ruins.
· Hook: A caravan sinks into a sinkhole after a Colossid tunnels beneath.

5. Spirit-Touched Panther
Panther with dreamlight markings that shift like memories.
· Behavior: Solitary; sees into the Weave.
· Found: Echo Plains, Veiled Basin.
· Wants: To hunt creatures slipping between layers.
· Hook: A village believes it’s a “forest spirit” and wants it protected.

6. Frosthowl Wolf
Wolf pack whose breath summons miniature blizzards.
· Behavior: Alpha-led; tactical.
· Found: Frostfall Shear.
· Wants: Warmth — magical heat.
· Hook: They’re drawn to a magical artifact someone stole.

7. Skywhale (Minor)
Small floating leviathans with balloon-like organs.
· Behavior: Calm; herd creatures.
· Found: Skyvault Frontier.
· Wants: To migrate along the ley-winds.
· Hook: A skywhale has crashed onto a village roof; it must be saved or harvested.

8. Rustback Ogre
Ogres with rusted metal growing from their skin.
· Behavior: Aggressive; simple-minded.
· Found: Old battlefields of the Shattered Principalities.
· Wants: Shine; collects metal objects.
· Hook: One has stolen an entire blacksmith’s forge.

9. Shellback Drake
Turtle-drake hybrid with volcanic armor.
· Behavior: Slow, unstoppable.
· Found: Volcanic islands of the Obsidian Coast.
· Wants: Thermal vents.
· Hook: A drake blocks a mining operation; killing it will anger a druid circle.

10. Lantern Moth Swarm
Giant bioluminescent moths that dazzle travelers.
· Behavior: Curious; harmless unless swarming.
· Found: Veiled Basin jungles.
· Wants: Sources of magical light.
· Hook: They’ve infested a ruined temple, revealing hidden carvings.

🌙 II. BEASTS OF THE DREAMING WEAVE
Creatures made of memory, concepts, dreams, fears, and lost histories.
These beings are semi-real. They can be interacted with and killed — but killing them only banishes them until the Weave recreates them.

11. Memory Wraith
Shadows formed from forgotten thoughts.
· Behavior: Mimics old personalities.
· Found: Echo Plains, dream-haunted ruins.
· Wants: To be remembered again.
· Hook: One wraith knows a secret no mortal should.

12. Reverie Serpent
Snake made of drifting dream-smoke.
· Behavior: Curious; coils around dreamers.
· Found: Deep Dreaming Weave.
· Wants: Strong emotions.
· Hook: One is haunting a noblewoman’s dreams and begging for help.

13. Echo Beast
Animals duplicated from alternate layers.
· Behavior: Acts like real animals until “glitching.”
· Found: Convergence Zones.
· Wants: To merge with its real counterpart.
· Hook: Two identical beasts appear — one real, one Weave-born.

14. Dreamstrider
Quadrupedal creature with mirror mask face.
· Behavior: Walks through dreams to hunt fear.
· Found: Near the Quiet Scar.
· Wants: Terror; feeds on it.
· Hook: A region’s nightmares all feature the same creature.

15. Whisperbound Owl
Owl whose feathers carry whispers of the dead.
· Behavior: Silent observer.
· Found: Weave pockets.
· Wants: To deliver messages from the sleeping world.
· Hook: One follows the party for miles with a dead god’s whisper.

16. Palimpsest Golem
A creature composed of layered memories and overlapping forms.
· Behavior: Confused; flickers identities.
· Found: Ruins of ancient dream-cities.
· Wants: Stability.
· Hook: It thinks one of the players is its "creator."

17. Reverent Mirage
Holographic people replaying forgotten rituals.
· Behavior: Scripted; cannot deviate without collapsing.
· Found: Holy Weave Sites.
· Wants: Completion of their ritual.
· Hook: The ritual is dangerous — and must NOT be completed.

18. Lost-Child Echo
Ghostly childlike being representing grief.
· Behavior: Innocent; desperately clingy.
· Found: Sites of tragedy.
· Wants: A "family."
· Hook: It calls one of the adventurers “mother” or “father.”

19. Thoughtslime
Ooze made from discarded nightmares.
· Behavior: Replicates trauma and fears.
· Found: Weave swamps.
· Wants: To grow.
· Hook: It takes the form of the party’s biggest fears mid-fight.

20. Dreamtitan
A colossal dream-golem created by mass emotion.
· Behavior: Slow, gentle until disturbed.
· Found: Only during major cultural festivals.
· Wants: Unknown — it is a manifestation.
· Hook: It begins to walk toward a real village… crushing everything.

🔥 III. BEASTS OF THE PRIMORDIAL SUBSTRATE
Pure arcane logic. Mythic biology. Creatures untouched by nature or dream.
These are the dangerous ones.

21. Runestorm Serpent
A serpent made of pure arcane symbols.
· Behavior: Aggressively territorial.
· Found: Vortex Rimlands anomalies.
· Wants: Magical energy.
· Hook: Wizards pay fortunes for its scales.

22. Null Lurker
A creature of anti-magic, entirely silent.
· Behavior: Ambush predator.
· Found: Substrate fissures.
· Wants: Silence; devours spell energy.
· Hook: It stalks the party — invisible to divination.

23. Quantum Drake
A dragon-like creature existing in many states at once.
· Behavior: Unpredictable; blinks timelines.
· Found: Layer 3 only.
· Wants: Unknown — may want something different each encounter.
· Hook: It appears begging for help — then attacks — then flees — all at once.

24. Prism Elemental
Elemental of refracted magic.
· Behavior: Playful but catastrophic.
· Found: Substrate geysers.
· Wants: To split into more selves.
· Hook: A town is overpopulated with miniature prism elementals.

25. Glyph Titan
Humanoid giant with runes for organs.
· Behavior: Slow, calculating.
· Found: Substrate fields.
· Wants: Unknown — it rearranges runes in the ground.
· Hook: It is writing a prophecy across the landscape.

26. Paradox Hare
Small, adorable… horrifying.
· Behavior: Duplicates itself infinitely if chased.
· Found: Weak Substrate pockets.
· Wants: To run — forever.
· Hook: A village is overwhelmed by identical rabbits.

27. Entropic Manta
Flying ray that leaves decay trails.
· Behavior: Drifts silently.
· Found: Dead magic zones.
· Wants: Entropy; the end of all things.
· Hook: Its flight path leads to a major city — disaster imminent.

28. Riddle Wasp
Insects with geometric wings that ask questions.
· Behavior: Hive-intelligent.
· Found: Substrate caverns.
· Wants: Answers — to everything.
· Hook: They ask the party an impossible question; wrong answers cause stings that warp reality.

29. Axiom Guardian
A crystalline knight enforcing Substrate “laws.”
· Behavior: Judgemental, rigid.
· Found: Near ancient gates.
· Wants: Lawful magical balance.
· Hook: It declares one party member an “anomaly” that must be corrected.

30. Pocket-Beast
A creature that is bigger on the inside.
· Behavior: Territorial burrower.
· Found: Substrate-warped forests.
· Wants: Space. Infinite space.
· Hook: Hunters vanish inside it — their voices echo from far dimensions within.
🧭 THE STRIDER PLAYER GUIDE
“No master. No flag. No chains.”
In Eirathis, warriors, mages, clerics, rogues and scholars are common.
But Striders are something else entirely:
· explorers
· adventurers
· mercenaries
· ruin-delvers
· treasure-seekers
· lore-hunters
· travellers of the three layers
· self-made legends
A Strider is a profession, a philosophy, and a myth.

🏹 1. WHAT IS A STRIDER?
A Strider is someone who:
· owes allegiance to no kingdom
· refuses political bonds
· lives by their own code
· travels across layers, ruins, borders, and worlds
· seeks treasure, secrets, magical truth, and mastery
· adapts to any environment
· uses knowledge, cunning, and grit to survive
In Eirathis, Striders are both feared and respected because:
· they go where armies can't
· they retrieve artifacts kings crave
· they walk into anomalies scholars avoid
· they carry forbidden knowledge
· they can reveal (or expose) the truths of the world
Some kingdoms have entire guilds designed solely to watch and track Strider movements, because whenever a Strider arrives, something big is about to happen.

🌌 2. STRIDER ARCHETYPES
Striders fall into loose sub-categories depending on their specialties:
1. Relic-Hunter
Expert in ancient artifacts, ruins, vaults, traps, and forgotten magic.
2. Pathbreaker
Master of travel, exploration, survival, and reaching impossible places.
3. Loreseeker
Scholar-explorer who chases cosmic truths, prophecies, and hidden histories.
4. Troublesolver
Mercenary-problem-fixer hired to deal with monsters, curses, cults, or political messes.
5. Layerwalker
Strider who moves between the layers — Mortal Expanse, Dreaming Weave, Substrate — and knows how to navigate them safely.
A single Strider can embody multiple archetypes.

⚔️ 3. STRIDER FEATURES (Cross-Class Passive Perks)
Use these as bonus traits on top of your class.
These are setting perks, not a separate class.
You gain them by identifying as a Strider at character creation.
Level 1 — Wanderer’s Sense
You always know:
· the direction of the nearest settlement
· the nearest source of clean water
· whether an area has Weave or Substrate instability
You cannot be lost except by magical effects.

Level 3 — Traveler’s Grit
You gain advantage on:
· exhaustion checks
· long travel
· extreme climates
· forced marches
And resistance to natural environmental damage (cold, heat, storms).

Level 5 — Treasuremark Instinct
When exploring ruins, you can instantly identify:
· the room most likely to contain treasure
· the safest entry point
· the oldest part of the structure
You gain advantage on Investigation checks involving ruins or artifacts.

Level 7 — Layer Sensitivity
You can detect whether a location:
· overlaps with the Dreaming Weave
· overlaps with the Primordial Substrate
· contains a Convergence Zone
And you can sense nearby layer anomalies within 60 feet.

Level 10 — Strider’s Reputation
You gain special social rules:
NPCs react to you as a rare, dangerous, and independent figure.
· Criminal factions respect your autonomy.
· Academics desire your knowledge.
· Kings distrust you but cannot afford to alienate you.
· Mercenaries treat you as a legend.
You gain advantage on Persuasion and Intimidation checks against anyone who knows what a Strider is.

Level 15 — Mythfinder
You can sense when:
· a mythic creature is nearby
· a cosmic event is imminent
· a prophecy is activating
· a layer tear is forming
Once per long rest you can ask the DM:
“What is the nearest… mythic secret / cosmic danger / ancient truth?”
The DM must give a real answer.

Level 20 — Worldwalker
You become partially “layer-unstuck.”
You can:
· step into the Dreaming Weave at will (1/day)
· resist Substrate corruption
· bypass magical barriers by slipping between layers
· perceive alternate timelines for 10 seconds
You are now a mythic entity yourself — a true Strider.

👣 4. STRIDER BACKGROUNDS (Choose One)
These are backgrounds specifically tied to Strider origins.
Each includes Skill Proficiencies, Unique Perks, and a Defining Starting Mystery.

A) The Lost School Apprentice
You trained at a Strider academy that no longer exists — destroyed, vanished, or shifted layers.
Skills: History, Survival
Perk: Advantage vs magical traps
Starting Mystery: Why did your school vanish? And why did you survive?

B) Ruinborn
You were born in a ruin — literally. A collapsed temple, a sky ruin, a memory city, or a Substrate gate.
Skills: Investigation, Insight
Perk: You can read ancient markings intuitively.
Starting Mystery: You carry a mark you don't understand. It reacts to certain ruins.

C) Dreamtouched
As a child, you wandered into the Dreaming Weave by accident and returned changed.
Skills: Perception, Arcana
Perk: You don’t need sleep — only meditation.
Starting Mystery: A dream figure still follows you.

D) Substrate Survivor
You fell into a Substrate pocket and survived when no one should survive.
Skills: Arcana, Athletics
Perk: Resistance to force damage
Starting Mystery: A rune is burned into your skin — and sometimes speaks.

E) The Wandering Orphan
Raised by caravans, mercenaries, nomads, and strangers, never rooted anywhere.
Skills: Survival, Persuasion
Perk: You can detect lies by instinct alone.
Starting Mystery: Someone has been tracking you for years.

🔗 5. STRIDER FACTIONS
These groups hire you, fear you, or hunt you.

1. The Free Compass Guild
Neutral adventurers, mapmakers, ruin-delvers.
They protect Strider independence.

2. The Mirror Consortium
Collectors of artifacts from alternate layers.
They will pay you more money than anyone — but they are dangerous.

3. The Onyx Masons
Builders of layer gates.
Secretive, heavily armed, always watching Striders.

4. The Thornbound Legion
A mercenary army-reservation where Striders are treated like gods or devils depending on their past deeds.

5. The Beast-Path Covenant
A strange mix of druids, monks, and scholars who worship the Fundamental Beasts.
They believe Striders are chosen by the Colossus.

⚡ 6. STRIDER PERSONALITY TABLE (D20)
Roll for inspiration:
1. Obsessed with lost knowledge
2. Never stays anywhere more than two nights
3. Laughs in danger
4. Speaks multiple languages badly
5. Collects strange artifacts
6. Keeps a journal for “the next version of myself to find”
7. Loves maps; hates borders
8. Dreams of meeting a Fundamental Beast
9. Treats every ruin like a church
10. Has terrible luck but survives anyway
11. Stares into layer-tears too long
12. Has a moral code but can’t explain it
13. Carries a relic from another life
14. Talks to animals as if they understand
15. Doesn’t trust kings
16. Respects scholars more than warriors
17. Is haunted by a Weave memory
18. Has been declared dead twice
19. Does not believe in destiny
20. Desperately wants to believe in destiny

🔥 7. WHY STRIDERS MATTER IN THE STORY
Kings can’t explore the Weave.
Armies can’t enter Substrate anomalies.
Priests can’t enter ruins haunted by their own beliefs.
Scholars can’t fight monsters.
Only Striders can do all of it.
📜 THE SECRET HISTORY OF EIRATHIS
“History is a rumor told by survivors. Truth is what sleeps beneath them.”
Eirathis has had five great ages, each erased or rewritten differently in each Layer.
This is the truth behind them all.

🌑 I. BEFORE TIME — THE UNWRITTEN AGE
When there were no layers, only potential.
Before the world existed, there was only the Primordial Substrate — raw conceptual energy.
The Fundamental Beasts formed here not as beings, but as the rules of existence given self-awareness:
· The Chrono-Dragon (time)
· The Leviathan (consciousness)
· The Phoenix (magic)
· The Spherical Serpent (infinity)
· The Thousand-Footed Colossus (movement)
They did NOT create the world.
They simply were the conditions for its creation.
When they dreamed, the Mortal Expanse condensed into reality.
When they slept, the Dreaming Weave formed as their subconscious.
Thus all three layers are expressions of the same being:
the World-Soul of Eirathis.

⛰️ II. THE FIRST AGE — THE AGE OF ALIGNMENT
All three layers overlapped perfectly. Magic was reality.
There were no kings.
No nations.
No boundaries.
The world was a continuous flow between:
· physical matter
· pure magic
· the collective dream
Creatures were mythic by default.
Mortals were effectively demigods, shaped by thought and emotion.
The first civilizations were memories given form — we would call them “dream-cities,” but they were real then.
Why it ended:
Mortals attempted to bridge the Substrate directly, trying to harness the power of the Fundamental Beasts.
The world shuddered.
The layers tore apart.
This event is known by scholars as The Great Sundering, but the truth is worse:
The world broke itself to survive.

🏛️ III. THE SECOND AGE — THE EMPIRE OF ONE
A single empire united the entire Mortal Expanse.
After the Sundering, magic weakened but became safer.
Mortals rebuilt.
One empire rose above all others: The Celestian Dominion.
They discovered:
· layer gates
· Substrate anchors
· the nature of dreams
· the existence of alternate realities
They created the first Striders as elite explorers of the unstable regions.
The Empire’s true goal:
To restore the perfect alignment of the layers.
But this required unimaginable power — the power of the Fundamental Beasts.
They attempted a ritual to harness the Phoenix’s rebirth cycle.
It backfired.
The empire vanished from history in a single night.
No ruins above ground remain.
Their cities exist only in:
· the Dreaming Weave
· multiversal echoes
· impossible pockets of Substrate memory
This is why the Empire is virtually unknown today.

⚔️ IV. THE THIRD AGE — THE AGE OF ASHES
The world nearly died.
The ritual explosion triggered:
· Substrate storms worldwide
· Weave collapses
· loss of magic for centuries
· the death of half the gods
Dragons went extinct — but Skyvault holds their echoes.
Entire nations became memory-scars in the Echo Plains.
This was the age when:
· monsters mutated
· anomalies formed
· new races emerged from layer bleed
· reality stopped being stable
Survivors became myths.
Most stories of heroes, monsters, giants, and wanderers originate here — including Jorath the Lone Wanderer, the first true Strider.
But the world did recover.
Slowly.

👑 V. THE FOURTH AGE — THE AGE OF SMALL KINGDOMS
The present age, where your story begins.
The world is stabilized, but fractured:
· dozens of kingdoms
· pirate republics
· floating islands
· deep jungle ruins
· forgotten deserts
· broken layer gates
· anomalies
Magic exists, but unpredictably.
Dreams leak into reality.
Substrate storms sporadically appear.
This is the perfect age for Striders.
Everyone needs you.
No one controls you.

👁️ VI. THE TRUE NATURE OF THE WORLD-SOUL (Forbidden Lore)
The world is alive.
And it is trying to fix itself.
The World-Soul (Eirathis itself) is:
· conscious
· dreaming
· wounded
· self-correcting
Everything strange in the world — from portals to dream echoes to magical anomalies — is part of its healing process.
You are part of this healing process.
Striders are not “chosen,” but they are the ideal organisms for stitching the layers back together:
· mobile
· curious
· resistant
· adaptive
· unbound by political structures
This is why the world works around you.
You are an immune cell in a wounded god.

🌌 VII. THE GREATEST CONSPIRACIES (DM Secrets)

1. The Onyx Masons Know the Truth
They discovered the world’s core secret:
the layers want to realign.
But if they do, mortals will again become demigods — and nations will fall.
Therefore, the Masons sabotage:
· layer gates
· magical convergence rituals
· arcane research
· Striders who get too close
They believe they are saving the world.

2. The Mirror Consortium Collects Alternate Versions of Events
They possess relics and documents from:
· alternate timelines
· broken Weave echoes
· near-alignments
They believe the Spherical Serpent is trying to force a “true timeline.”
They want to prevent this.

3. The Beast-Path Covenant Is Misunderstood
They do not worship the Fundamental Beasts.
They study them.
They know:
· the Phoenix’s next death is soon
· the Chrono-Dragon is restless
· the Leviathan is stirring
· the Serpent is watching the multiverse closely
· the Colossus is walking again underground
When all five awaken, the world will realign — violently or peacefully.
The Covenant is preparing for both possibilities.

🕳️ VIII. MEGADUNGEON SEEDS (World-Shaking Ruins & Secrets)
These are enormous, campaign-defining locations tied to lost ages.
Each can sustain 10–50 sessions.

1. The Sunken Celestian Capital
Location: Off the Obsidian Coast
Contains:
· the last layer-anchor
· a sleeping dream-god
· an intact ancient skyship
· a prophecy written in three languages (one per Layer)
Threat:
· Substrate floods
· Null Lurkers
· timeline shifts

2. The Echo Vault of Crownfall
Location: Shattered Principalities
Contains:
· the memory of an entire kingdom
· a locked history of the Sundering
· a ghostly army repeating the last day
Threat:
· becoming trapped in a time echo
· echo copies of the party

3. The Substrate Labyrinth of Runescar
Location: Beneath the Vortex Rimlands
Contains:
· glyph titans
· raw spell-forms
· the written operating system of the universe
Threat:
· rewriting your own past
· encountering alternate versions of yourself

4. The Dream City of Aevathil
Location: Echo Plains
Contains:
· the last surviving Weave civilization
· a Dreamtitan oracle
· gateways to memories not your own
Threat:
· losing your identity
· being rewritten as a citizen of the city

5. The Heart of the World-Soul
Location: Unknown
Contains:
· the true consciousness of Eirathis
· the reason the Sundering happened
· the key to realignment
Threat:
· death
· rebirth
· transcendence
This is the final endgame location of the entire setting.
🏙️ THE ATLAS OF MAJOR CITIES
Volume II — Seats of Power, Crime, Mystery & Multilayered Reality

1️⃣ IRONMARCH
The Fortress-Canyon of the Shattered Principalities
Tone: Militaristic, industrious, grim
First Impression: Steam, steel, banners, constant drills, and the echo of hammers.
Ruler:
Duchess Verrun Blackwall, a warlord-smith who rules by strength and cunning.
Districts:
· The Forge Veins — miles of interconnected smithies
· Banner Row — headquarters of mercenary companies
· The Undersplit — a deep canyon filled with markets and shady brokers
· Old Wall — crumbled fortifications repurposed into housing
Factions:
· Thornbound Legion
· Ironmarch Smelters Guild
· Free Companies of Banner Row
· The Raven Clerks (spies-for-hire)
Secrets:
· A forgotten tunnel leads into a Substrate fissure under the city.
· The Duchess forged a sword from a Runestorm Serpent scale.
· An ancient Celestian relic is hidden in the Undersplit.
Adventure Hooks:
· A mercenary captain is missing — last seen entering the fissure.
· A guild wants you to steal a rival’s prototype war-forge armor.
· A “ghost regiment” appears during fog nights.
Why a Strider Goes Here:
Work. Lots of work.
Artifacts. Even more artifacts.
Ironmarch loves Striders but never trusts them.

2️⃣ SANDRIFT OASIS
The Moving Caravan-City of the Echo Plains
Tone: Vibrant, nomadic, mystical
First Impression: Tents of many colors, incense smoke, music, strange illusions.
Ruler:
None — it is a coalition of five caravan families.
Districts:
· The Center Market — always in a different layout
· The Memory Pools — Weave springs showing visions
· The Painted Quarter — artists, charm-makers, mask-shapers
· Desert Outskirts — where Striders camp for safety
Factions:
· Echo Sages
· The Weave-Wardens
· The Five Caravans
· The Mirage Brokers (illusion merchants)
Secrets:
· Sandrift moves because it follows a migrating dream-leyline.
· One caravan hides a lost Dreamborne demigod.
· A door appears once per month leading into a past event.
Adventure Hooks:
· A Memory Pool shows you performing a crime you never committed.
· A caravan elder wants protection during a ritual to “anchor” a dream.
· A child goes missing — into the Weave.
Why a Strider Goes Here:
Dream secrets, visions, and rare magical items.
Sandrift is one of the few places where Weave travel can be learned safely.

3️⃣ ROOKSCAR FREEHOLD
Pirate Republic of the Obsidian Coast
Tone: Lawless, loud, dangerous, profitable
First Impression: A sprawling shantytown built inside a giant sea monster skeleton.
Ruler:
The Free Captains Council, currently dominated by pirate queen Maris Blacktide.
Districts:
· The Rib Markets — stalls between rib bones
· Anchor Alley — shipyards and taverns
· The Jawgate — enormous bone arch with carved runes
· Stormshroud Docks — risky, but lucrative
Factions:
· Blacktide Fleet
· Stormcallers (sea shamans)
· The Maw Divers Guild
· The Shattered Coin Cartel
Secrets:
· The skeleton is not a dead creature — it's sleeping.
· The Maw Divers found a gate to the Substrate under the whirlpool.
· The Cartel is smuggling artifacts from alternate worlds.
Adventure Hooks:
· A pirate lord wants muscle for a dive into the Maw.
· A sea shaman hires you to interpret “whale-dreams.”
· A ship vanished — leaving behind an intact echo of itself.
Why a Strider Goes Here:
Treasure. High-risk, high-reward jobs.
The ocean has secrets older than the Sundering.

4️⃣ STORMFORGE SPIRE
The Tower in the Stormheart — Vortex Rimlands
Tone: Arcane, chaotic, volatile
First Impression: Lightning, floating debris, humming air.
Ruler:
Archmage Raloren Vath, an unstable genius trying to stabilize reality.
Districts:
· Spellforges — where storms and magic mix
· The Graduation Pit — apprentices duel before the storm
· Arcwind Market — anomaly-forged materials
· Resonance Halls — rooms where time bends
Factions:
· The Arcanic Circle of Weathershapers
· Spellglass Traders
· Anomaly Hunters
· The Stormbound (mutated residents)
Secrets:
· The tower is older than the Rimlands — built before the Sundering.
· Time loops occur on certain floors.
· Raloren is building a device to realign the layers… illegally.
Adventure Hooks:
· A floor appears out of nowhere — and needs exploring.
· A mutated storm-creature escapes into the Mortal Expanse.
· Raloren hires you for a dangerous “layer-measurement” expedition.
Why a Strider Goes Here:
Knowledge and power.
The Spire is the best place to learn Substrate travel — and the most dangerous.

5️⃣ AEROLUNE
The Ring-Shaped Sky-Island City — Skyvault Frontier
Tone: High fantasy, floating architecture, cosmopolitan
First Impression: Airships circling a shining city suspended above clouds.
Ruler:
The Council of Wings, a coalition of merchants, mages, and skycaptains.
Districts:
· Skydock One — flagship airships
· The Feathermarket — cloudfruit, skybeast pelts, living balloons
· Gale Gardens — floating parks
· Nimbus Courts — noble estates on drifting islands
Factions:
· Skymage Consortium
· Cloudfarmer Guilds
· The Skyvault Rangers
· The Draconic Embassy (Wyvern diplomats)
Secrets:
· A dragon is disguised as a councilmember.
· The ring’s runes are failing — the city may fall.
· A portal above the city opens once every 100 years.
Adventure Hooks:
· A stolen skyship needs tracking across multiple floating islands.
· A Draconic diplomat seeks bodyguards for a dangerous meeting.
· A citizen claims they saw “another Aerolune” in the sky.
Why a Strider Goes Here:
Sky ruins, dragon politics, artifact trade, flying beasts.
This city loves Striders — they keep the frontier open.

6️⃣ ZHAL’QORA
The Temple-Megacity of the Veiled Basin
Tone: Ancient, humid, sacred, secretive
First Impression: Vines crawling over colossal stone ziggurats.
Ruler:
No ruler — the city is effectively controlled by the Seven-Eyed Priesthood.
Districts:
· Temple Quarter — shrines, libraries, divine anomalies
· Jungle Edge — hunters and adventurers
· The Echo Sanctum — Weave-dream shrines
· Submerged Steps — underwater ruins
Factions:
· Seven-Eyed Priests
· Oro’Kai Hunters
· The River Consortium
· Dream-Healers
Secrets:
· Zhal’Qora was not built by mortals — but by Weave-Shapers.
· Beneath the main ziggurat lies either a starship… or a cocoon.
· Priests hide a layer-alignment prophecy.
Adventure Hooks:
· A divine echo escapes into the jungle.
· A godspawn creature awakens beneath the city.
· A priest hires you to find a missing expedition in a submerged temple.
Why a Strider Goes Here:
Ancient mysteries.
Layer overlap.
Artifacts of impossible origin.

7️⃣ AURORHEIM
The Far-Northern Light-City — Frostfall Shear
Tone: Quiet, eerie, beautiful, otherworldly
First Impression: A city glowing under eternal auroras.
Ruler:
The Auroral Council, elected mystics who interpret the lights.
Districts:
· Shimmering Square — public fires, storytellers
· Glacierwalk — ice caverns and rune-carved tunnels
· Lightspire Terrace — aurora observation decks
· The Frost-Market — furs, relics, strange northern creatures
Factions:
· Aurora Priests
· Layerwatchers
· Frostbound Rangers
· The Snowveil Syndicate
Secrets:
· The auroras are conscious — messages from the World-Soul.
· A mythic beast sleeps beneath the ice near the city.
· A rift to another version of Eirathis opens irregularly.
Adventure Hooks:
· Refugees from another world appear in the snow.
· The auroras “go dark” for a night — which should be impossible.
· A hunting party vanishes into a shimmering tear.
Why a Strider Goes Here:
Cosmic mysteries.
Frozen ruins.
Multiversal anomalies.

8️⃣ CROWNFALL
The Haunted, Forgotten Capital of the Old Empire
Tone: Dead, echoing, cursed, tragic
First Impression: Empty streets repeating memories of the past.
Ruler:
None — the city rules itself through echoes of the former court.
Districts:
· The Time-Loop Square
· The Shattered Palace
· Echo Markets
· The Silent Docks
Factions:
· The Echo Court (memory ghosts)
· The Remnant Seekers
· Dream-Echo Individuals
· Forbidden Archaeologists
Secrets:
· The city exists simultaneously in three layers — imperfectly.
· You can meet alternate versions of yourself here.
· The last Celestian Emperor still “rules” inside a memory loop.
Adventure Hooks:
· An expedition vanishes into a time-loop.
· An echo of you begs for help.
· Something new appears in the Palace — not a memory, a threat.
Why a Strider Goes Here:
Because Crownfall calls to you.
Its mysteries are tied directly to Striders.

9️⃣ THE NINTH CITY — AEVIORN
(Mythic secret: unknown location. Not on any map.)
Aeviron is the only city that exists:
· in all three layers simultaneously,
· and in multiple timelines.
Some say it appears only to Striders.
Some say it’s the final civilization of a future aligned world.
Some say it’s the “heart-city” of the World-Soul.
Rumored features:
· Streets made of dreamglass
· Substrate rivers
· A central tower that reaches upward into infinity
· Citizens who speak with two voices
· Gates to past and future
· A throne with no occupant
Greatest Rumor:
You will find Aeviron.
Or it will find you.
🧬 CHAPTER H — THE RACES & PEOPLES OF EIRATHIS
“A world carved by layers creates people shaped by layers.”
There are four categories of peoples:
1. Mortalfolk — classic humanoids shaped by physical cultures
2. Weavefolk — dream-born, semi-ethereal, psionic, emotional
3. Substrateforged — arcane constructs, runic beings, unstable realities
4. Layer-Touched — mortals altered by layer bleed (three subtypes)
Let’s begin.

🌍 I. MORTALFOLK (The Common Races)
These inhabit the Mortal Expanse, each shaped by geography and culture.

🧑‍🌾 1. Humans
Traits: Adaptive, ambitious, widely varied.
Where Found: Everywhere.
Humans are the dominant species in the Shattered Principalities, Obsidian Coast, and Veiled Basin.
Subcultures:
· Marchborn (Ironmarch): militaristic, disciplined, metalworkers
· Echo Tribes (Echo Plains): nomadic, shamanistic, memory-lore keepers
· Coastrunners (Obsidian Coast): pirates, divers, sailors
· Skyborn (Skyvault): open-minded, technologically inclined
· Riverline Folk (Veiled Basin): farmers, priests, jungle explorers
· Frostlings (Frostfall Shear): stoic, spiritual, aurora-interpreters

🧝 2. Elves
Traits: Layer-sensitive, long-lived, introspective.
Where Found: Echo Plains, Veiled Basin, Skyvault.
Elves evolved after the Sundering, gaining Weave affinity.
Origins:
Truth hidden: Elves are not fully mortal — they’re partially Weave-stabilized beings.
Subtypes:
· Dawn Elves: Pale, reflective skin; memory-focused; live in Veiled Basin temples
· Sky Elves: Wind-adapted; feathered cloaks; dwell in floating isles
· Umbral Elves: Dark-haired, nocturnal, sensitive to auroras; live in Frostfall Shear

🧔 3. Dwarves
Traits: Grounded, stubborn, rune-literate.
Where Found: Ironmarch, Rimlands.
Dwarves were the first mortals to study the Substrate, and their runesmithing is legendary.
Subtypes:
· Stonewright Dwarves: Fortress-builders, runesmiths
· Ash Dwarves: Live near volcanoes; immune to heat; aggressive
· Hollow Dwarves: Pale; deep subterranean; rumored to speak with layer-spirits

🧌 4. Orcs
Traits: Strong, instinctive, spiritually fierce.
Where Found: Echo Plains, Veiled Basin.
Orcs in Eirathis are dream-adjacent, with strong emotional resonance.
They value memory, honor, and “echo spirits.”
Subtypes:
· Echo Orcs: Dream-readers
· Wildstep Orcs: Plains hunters
· Storm Orcs: Resistant to lightning; live near Rimlands

🐺 5. Beastkin
Traits: Animalistic humanoids; emotionally aligned.
Where Found: Everywhere in pockets.
A result of dream-layer bleed into the Mortal Expanse.
Subtypes:
· Wolfkin: Loyal nomads
· Hawkkin: Skyhunters on floating isles
· Bearkin: Forest guardians
· Tidekin: Amphibious, Obsidian Coast natives

🌙 II. WEAVEFOLK (Dreaming Weave Peoples)
These races were born in the Dreaming Weave and became real enough to interact with mortals.

🕯️ 1. Lumenid
Traits: Semi-translucent skin, glowing veins, gentle demeanor.
Origin: Manifestations of hope and memory.
Abilities:
· See emotional auras
· Resist psychic damage
· Do not sleep — they “stand vigil”
Where They Live:
Echo Plains, Zhal’Qora temples.

🌫️ 2. Veilborn
Traits: Smoky hair, soft voices, always appear slightly unfocused.
Origin: Woven from forgotten dreams.
Abilities:
· Phase through thin objects (briefly)
· Create illusions unconsciously
· Dream-sense layer weak points
Where They Live:
Convergence zones.

🐉 3. Dreameaters
Traits: Reptilian, masked, elegant and terrifying.
Origin: Predators formed from primal fear.
Abilities:
· Consume nightmares
· Induce dream paralysis
· Become invisible in the Weave
Where They Live:
Only where trauma or mass fear exists.
Note: Some Dreameaters choose to defend mortals.

🔮 III. SUBSTRATEFORGED (Arcane-Born Peoples)
Races shaped by the Primordial Substrate — raw magic and concept.

💠 1. Glyphborn
Traits: Crystal bones, glowing rune-lines.
Origin: Formed accidentally by Substrate surges during ancient storms.
Abilities:
· Cast simple cantrips innately
· Resist force damage
· Read runes instinctively
Where They Live:
Rimlands, Substrate fissures.

⚙️ 2. Ironbound
Traits: Metallic skin, hollow voices, half-living.
Origin: Created by dwarven experiments centuries ago.
Abilities:
· Immune to poison
· Slow aging
· Integrate weapons into their bodies
Where They Live:
Ironmarch, underground ruins.

🌈 3. Prismari
Traits: Bodies refract light; colors shift with emotion.
Origin: Creatures of refracted magic made stable by mortal will.
Abilities:
· Manipulate light
· Cause radiant bursts
· See invisible creatures
Where They Live:
Floating islands, magical anomalies.

⚡ IV. LAYER-TOUCHED (Mortals mutated by layer bleed)
Mortals altered by proximity to tears, memory scars, or Substrate storms.

1. Weavemarked (Dream-Touched)
Traits: Unnatural calm, glowing eyes during emotion.
Abilities:
· Dreamwalk (brief)
· Sense illusions
· Psychic resistance
Where: Echo Plains, Veiled Basin.

2. Substratekissed (Arcane-Touched)
Traits: Crackling fingertips, small runic markings.
Abilities:
· Arcane burst
· Detect magic (passive)
· Resistance to wild magic effects
Where: Vortex Rimlands, Crownfall.

3. Skybound (Gravity-Touched)
Traits: Slight floating when emotional, hair reacts to wind.
Abilities:
· Light Body (reduced fall damage)
· Jump beyond normal limits
· Sense altitude changes
Where: Skyvault Frontier.

🌎 V. PEOPLES BY REGION / NATION
Here is a breakdown of who lives where, and how each region’s culture formed.

🏰 1. THE SHATTERED PRINCIPALITIES
Inhabitants:
· Humans (majority)
· Dwarves
· Ironbound
· Orcs
· Small halfling caravans
Culture:
· Militaristic
· Guild-driven
· Political intrigue
· Mercenary respect society
Why inhabitants are like this:
Centuries of war made survival a craft.

🌾 2. THE ECHO PLAINS
Inhabitants:
· Nomadic Humans
· Echo Orcs
· Weavemarked
· Lumenids
· Veilborn
Culture:
· Memory-rituals
· Oral histories
· Spirit travelers
· Caravan alliances
Reason:
Dreaming Weave is extremely thin here — culture revolves around memory.

🗡️ 3. THE OBSIDIAN COAST
Inhabitants:
· Coastrunner Humans
· Tidekin
· Orcs
· Dwarves
· Prismari refugees
· Pirates of all races
Culture:
· Lawless
· Opportunistic
· Treasure-driven
· Sea-myth heavy
Reason:
Black sands and leviathan bones attract fortune-seekers.

⚡ 4. THE VORTEX RIMLANDS
Inhabitants:
· Substratekissed
· Glyphborn
· Storm Orcs
· Ash Dwarves
· Mages
· Monster populations
Culture:
· Arcane frontier life
· Makeshift science
· Wild magic religion
· Survival of the clever
Reason:
Magic storms forge their societies from chaos.

🌤️ 5. THE SKYVAULT FRONTIER
Inhabitants:
· Sky-Elves
· Skyborn Humans
· Hawkkin
· Prismari
· Dragons / Wyverns (embassies)
Culture:
· Aerial trade networks
· Airship technology
· High fantasy aristocracy
Reason:
Floating islands create unique commerce and flight societies.

🌿 6. THE VEILED BASIN
Inhabitants:
· Dawn Elves
· Riverline Humans
· Beastkin
· Lumenids
· Weavemarked
· Ancient creatures
Culture:
· Ritualistic
· Temple-focused
· Jungle survival
· Divine scholarship
Reason:
Overlapping Weave/Substrate influences elevate spirituality.

❄️ 7. THE FROSTFALL SHEAR
Inhabitants:
· Frostlings
· Umbral Elves
· Bearkin
· Weave spirits
· Aurora mystics
Culture:
· Hard survival
· Light reading
· Prophecy interpreting
Reason:
Aurora is the World-Soul’s “neural activity.”

🕯️ 8. CROWNFALL
Inhabitants:
· Echoes of past citizens
· Striders
· Weave ghosts
· Layerwatchers
· Archaeologists
· Alternate versions of people
Culture:
None consistent — each era exists at once.
🏛️ GLOBAL NPC COMPENDIUM OF EIRATHIS
“Heroes need quests. Quests need people. And people need secrets.”

👑 I. WORLD LEADERS (Political Powers)

1. Duchess Verrun Blackwall
Region: Ironmarch, Shattered Principalities
Role: Warlord-Smith
Personality: Brutally honest, tactical, surprisingly fair
Motivation: To unify the Principalities through strength
Offers: Armors, mercenary contracts, political support
Wants: A Strider willing to uncover a rival duchy’s Substrate tech
Secret: She secretly carries a Substrate rune that slows her aging
Threat Level: Neutral (Very Dangerous)

2. Maris Blacktide, Pirate Queen
Region: Obsidian Coast
Role: Ruler of Rookscar Freehold
Personality: Charismatic, ruthless, hilarious when drunk
Motivation: To dive into the Maw and claim what sleeps below
Offers: Ships, sea knowledge, illegal artifacts
Wants: You to sabotage a rival captain
Secret: She dreams the same dream every night: a Leviathan calling her
Threat Level: Neutral/Dangerous

3. Elder Soros Valen
Region: Auroraheim, Frostfall Shear
Role: Head of the Auroral Council
Personality: Quiet, cryptic, soft-spoken brilliance
Motivation: To decode the aurora messages
Offers: Prophecies, guidance, safe passage
Wants: A Strider to retrieve a fallen auroral shard
Secret: He can see alternate versions of you
Threat Level: Friendly (but unnerving)

4. The Seven-Eyed Priestess, Maelira
Region: Zhal’Qora, Veiled Basin
Role: High Priestess of the Seven-Eyed Temple
Personality: Stern, motherly, terrifyingly insightful
Motivation: To protect the temples from awakening godspawn
Offers: Healing, divine boons, Weave knowledge
Wants: You to enter a submerged ruin no priest is permitted to
Secret: One of her eyes sees the future. One sees the past.
Threat Level: Neutral

🧪 II. SCHOLARS, MAGES & LAYER-EXPERTS

5. Archmage Raloren Vath
Region: Stormforge Spire
Role: Lead Researcher of Substrate Phenomena
Personality: Brilliant, eccentric, explosive temper
Motivation: To realign the layers
Offers: Magic training, powerful spells, stormforged items
Wants: Someone expendable to test his latest anomaly-machine
Secret: He has a fragment of the Chrono-Dragon’s scale
Threat Level: Dangerous

6. Elven Scholar Thasyllien Mnorae
Region: Veiled Basin
Role: Historian of the First Age
Personality: Polite, soft, obsessive about ancient truth
Motivation: To uncover the Celestian Empire’s real fate
Offers: Ancient lore, translations, Weave maps
Wants: A Strider to escort a fragile Weave artifact
Secret: She is slowly fading — she’s part-Weave and losing coherence
Threat Level: Friendly

7. Jorvek Emberforge
Region: Ironmarch
Role: Dwarven Runesmith
Personality: Gruff, loyal, borderline depressed
Motivation: To craft the perfect rune
Offers: Runes, weapons, rune-infused armor
Wants: A rare Prismari core from the Skyvault
Secret: He can read runes others cannot — even those from the Substrate
Threat Level: Neutral

🗡️ III. CRIMINALS, SMUGGLERS & ROGUES

8. Seline “Shadow-Smile” Varrin
Region: Shattered Principalities
Role: Assassin-for-hire with her own code
Personality: Smirks, flirty, morally unpredictable
Motivation: To kill a man she’s been forbidden to target
Offers: Information, stealth assistance
Wants: You to help her access Crownfall
Secret: She once killed a Dreamborne god… temporarily
Threat Level: Deadly

9. Orek Grimsail, The Maw Diver
Region: Obsidian Coast
Role: Substrate scavenger
Personality: Greedy, loud, strangely brave
Motivation: To dive the Maw and come back alive
Offers: Maps to forbidden ruins
Wants: A Strider to fund and guard his next dive
Secret: He stole something from a Fundamental Beast
Threat Level: Neutral

10. The “Mirage Broker,” Real Name Unknown
Region: Echo Plains
Role: Illusion smuggler
Personality: Calm, sinister, philosophical
Motivation: To sell “false memories” to wealthy clients
Offers: Weave-based illusions, identity scrubbing
Wants: You to deliver a memory-jar to Zhal’Qora
Secret: He is half Veilborn
Threat Level: Dangerous

🧭 IV. STRIDERS, RIVALS & WANDERERS

11. Jorath the Lone Wanderer (Alive!)
Region: Everywhere
Role: The first Strider — and somehow still living
Personality: Calm wisdom, deep sadness, wanderlust
Motivation: Unknown — he appears at important moments
Offers: Guidance, hard truths
Wants: To see whether YOU can succeed where he failed
Secret: He knows the location of the Heart of the World-Soul
Threat Level: Friendly

12. Nyra Cloudstep
Region: Skyvault
Role: Skyship mercenary captain
Personality: Energetic, bold, competitive
Motivation: To become the strongest skyfighter alive
Offers: Airship rides, backup
Wants: A sparring match (dead-serious)
Secret: She is Skybound (gravity-touched)
Threat Level: Neutral

13. Rurik Dawnwalker
Region: Echo Plains
Role: Layerwalker Strider
Personality: Stoic, honorable, very tired
Motivation: To map all Convergence Zones
Offers: Maps and Weave guidance
Wants: Help closing a tear
Secret: He is slowly disappearing from reality
Threat Level: Friendly but tragic

🔮 V. PROPHETS, DREAM-TOUCHED & WEAVE ENTITIES

14. The Whisper-Child
Region: Crownfall / Echo Plains
Role: Dream manifestation of grief
Personality: Innocent, eerie, strangely powerful
Motivation: To understand mortality
Offers: Visions
Wants: To follow you (dangerous)
Secret: If befriended, becomes a major ally
Threat Level: Unpredictable

15. Seraphyn the Dreamweaver
Region: Veiled Basin
Role: Legendary Lumenid mystic
Personality: Peaceful, cryptic
Motivation: To maintain Weave stability
Offers: Dream training, emotional insight
Wants: You to retrieve a stolen nightmare
Secret: She remembers events from alternate timelines
Threat Level: Friendly

🐉 VI. MYTHIC FIGURES & LIVING LEGENDS

16. Everscale, the Draconic Envoy
Region: Skyvault
Role: Dragon diplomat
Personality: Ancient patience, razor wit
Motivation: To guide the dragons through a coming cosmic shift
Offers: Dragon-lore, alliances
Wants: A Strider’s perspective on the layer instability
Secret: He has met versions of you who never existed here
Threat Level: Lethal (if provoked)

17. The Pale Queen of Mirrors
Region: Unknown — appears through reflective surfaces
Role: Sorceress who mastered the multiversal reflections
Personality: Elegant, sorrowful, overwhelmingly powerful
Motivation: To reunite all her alternate selves
Offers: Knowledge of alternate realities
Wants: A relic from your “other self”
Secret: In another timeline, you and she were allies
Threat Level: Lethal/Unstable

18. The Colossus Foot-Hermit
Region: Echo Plains / Any region
Role: A prophet who lives atop a colossal footprint
Personality: Peaceful, eccentric, transcendent
Motivation: To warn adventurers about the Colossus’s awakening
Offers: Prophetic riddles
Wants: You to witness a future convergence
Secret: He is older than the Sundering
Threat Level: Harmless (but cosmic)
📘 THE EIRATHIS WORLD ATLAS – VOLUME I
Geography • Nations • Biomes • Peoples • Cultures • Political Divisions • Trade • Religion • Etiquette • Faction Goals

🌍 I. GEOGRAPHY OF EIRATHIS (GLOBAL OVERVIEW)
Eirathis is composed of three overlapping planes:
· The Mortal Expanse (physical geography)
· The Dreaming Weave (emotional, psychic geography)
· The Primordial Substrate (magical conceptual geography)
The Mortal Expanse contains 7 major regions, each shaped by its proximity to the two other layers:
1. Shattered Principalities — war-torn, mountainous, fortress-dotted
2. Echo Plains — memory-soaked grasslands
3. Obsidian Coast — black sands, leviathan bones, pirate republics
4. Vortex Rimlands — unstable magic storms, runic deserts
5. Skyvault Frontier — floating islands, air currents, skyships
6. Veiled Basin — dense jungles, ziggurats, ancient ruins
7. Frostfall Shear — auroral tundra and deep-ice caverns
Crownfall (the lost capital) exists within all three layers, but not reliably in the Mortal Expanse.

🗺️ II. REGIONS & NATIONS
Below are the political entities, cultural identities, and biome features.

🏰 1. The Shattered Principalities
Formerly one nation, now 27 micro-kingdoms.
Biomes
· Alpine highlands
· Cold forests
· Canyon-stratified cities
· Iron mountains rich in Substrate pockets
Nations
· Ironmarch Duchy (militarist forge-kingdom)
· Red Banner Principate (mercenary-owned state)
· Kestrel Crown (highland strategists)
· The Lawless Marches (bandit baronies)
Identity
· war-hardened
· iron industries
· mercenary culture
· strict codes of rank
Risks
· Substrate fissures
· political assassinations
· warlord alliances

🌾 2. Echo Plains
A land where memories have weight.
Biomes
· Endless plains
· Wisplands (areas where dream echoes appear)
· Convergence nodes (thin reality spots)
Nations
· Sandrift Caravan Confederacy (moving city)
· Longwalk Clans (nomadic tribes)
· The Memory Oaks (druid enclaves)
· The Echo Stewardship (scholars of past lives)
Identity
· spiritual
· nomadic
· memory-lore
· Weave-attuned
Risks
· memory echoes
· emotional storms
· Weave predators

⚓ 3. The Obsidian Coast
Pirates, divers, volcanoes.
Biomes
· Black sand beaches
· Volcanic archipelago
· Reef labyrinths
· Deep-sea Substrate vents
Nations
· Rookscar Freehold (pirate republic)
· The Leviathan Isles
· Saltwind Dominion (merchant slavers)
· The Maw Fringe Clans (dangerous divers)
Identity
· chaotic-neutral culture
· treasure economy
· sea magic
· outlaw refuge
Risks
· Maw whirlpool
· ruststorms
· abyssal fauna

⚡ 4. Vortex Rimlands
Home of arcane storms and unstable reality.
Biomes
· Runic deserts
· Storm fields
· Floating shardstones
· Cracked earth trenches
Nations
· Stormforge Spire (mage-state)
· The Glass Dunes
· Aethern Scar
· The Riftstone Compact
Identity
· experimental magic
· survivalist engineering
· rune cultures
Risks
· arcane cyclones
· magitech mishaps
· Substrate predators

🌤️ 5. The Skyvault Frontier
Floating islands and airborne commerce.
Biomes
· High winds
· Cloud fields
· Gravity scars
· Suspended forests
Nations
· Aerolune Ring-City
· Skyhaven Accord
· The Wyvern Enclaves
· Cloudfarmer Collectives
Identity
· flight mastery
· high trade
· multicultural elites
Risks
· gravity storms
· skybeasts
· falling-island collapses

🌿 6. The Veiled Basin
Ancient jungles, ruins, and dream temples.
Biomes
· Dense jungle
· Sacred rivers
· Ruined sites
· Submerged cities
Nations
· Zhal’Qora Temple-State
· Riverline Kingdoms
· The Verdant Step Tribes
· The Weave Sanctums
Identity
· ritualistic
· divine scholarship
· jungle warfare
Risks
· ancient guardians
· weavestorms
· cursed ruins

❄️ 7. Frostfall Shear
Frozen light, auroras, prophecy.
Biomes
· Polar plains
· Crystal ice caves
· Glacial cliffs
· Auroral fields
Nations
· Aurorheim Council
· Snowveil Tribes
· Iceborn Clans
· Glacier Sanctuaries
Identity
· contemplative
· mystic traditions
· harsh survival
Risks
· auroral anomalies
· spectral beasts
· multiversal bleed

🧬 III. RACES & INHABITANTS BY REGION
Here is a condensed placement of peoples (expanded race details were given earlier).

Shattered Principalities
· Humans (majority)
· Dwarves
· Orcs
· Ironbound
· Prismari minority
Echo Plains
· Echo Orcs
· Nomadic Humans
· Lumenids
· Veilborn
· Weavemarked
Obsidian Coast
· Tidekin
· Coastrunner Humans
· Dwarves
· Prismari refugees
· Skyborn outcasts
Vortex Rimlands
· Glyphborn
· Substratekissed
· Ash Dwarves
· Storm Orcs
· Mages & scholars
Skyvault Frontier
· Sky Elves
· Skyborn Humans
· Hawkkin
· Wyvern diplomats
· Prismari
Veiled Basin
· Dawn Elves
· Riverline Humans
· Beastkin
· Lumenids
· Weavemarked
Frostfall Shear
· Frostlings
· Umbral Elves
· Bearkin
· Weave spirits

🧱 IV. POLITICAL DIVISIONS WITHIN NATIONS
Each nation has internal subdivisions you can use for quests and politics.

Ironmarch Duchy (Shattered Principalities)
· Ironveil County (rich mines)
· Blackwall Range (fortresses)
· Redcinder District (volcanic furnaces)
· The Undersplit Canyons (criminal activity)
Rookscar Freehold (Obsidian Coast)
· Rib Markets
· Jawgate District
· Stormshroud Docks
· Blacktide Quarter
Zhal’Qora (Veiled Basin)
· Temple Quarter
· Submerged Steps
· Emerald Serpent District
· River Sanctum
Aerolune (Skyvault)
· Nimbus Courts
· Skydock One
· Feathermarket
· Gale Gardens
Aurorheim (Frostfall Shear)
· Lightspire Terrace
· Glacierwalk
· Frost-Market
· Starlight Reach

🛒 V. TRADE ROUTES & ECONOMIC WEB
Every region produces something unique:

Shattered Principalities
Exports: Steel, weapons, mercenaries, smelted alloys
Imports: Food, luxuries, magical reagents
Trade Routes:
· The Black Road (weapon transport)
· The Ironmarch Spine Route

Echo Plains
Exports: Memory-crystals, dream-incense, rare herbs
Imports: Tools, crafted goods
Trade Routes:
· The Nomad Drift
· The Five-Caravan Loop

Obsidian Coast
Exports: Pirate spoils, pearls, volcanic glass
Imports: Everything else
Trade Routes:
· Stormwake Passage
· The Maw Ring Circuit

Vortex Rimlands
Exports: Spellglass, rune ore, enchanted dust
Imports: Food, water, wood
Trade Routes:
· Stormforge Line
· The Glyphroad

Skyvault Frontier
Exports: Skybeast hides, cloudfruit, spellfeathers
Imports: Metals, grain
Trade Routes:
· Skyriver Route
· Aerolune Trade Constellation

Veiled Basin
Exports: Spices, divine relics, rare fauna
Imports: Metals, tools, airship goods
Trade Routes:
· Serpentwater Way
· Riverline Exchange Track

Frostfall Shear
Exports: Aurora shards, froststeel, prophetic texts
Imports: Food, textiles
Trade Routes:
· The Glacial Run
· Northlight Trade Beam

⛪ VI. RELIGION & PANTHEONS BY REGION
Eirathis has five fundamental cosmological beings, but religion is local, cultural, and diverse.

Shattered Principalities
Worship:
· The Ironfather (Smith god)
· Lady Shield (war goddess)

Echo Plains
Worship:
· The Rememberer (memory)
· The Whispering Road (travel)

Obsidian Coast
Worship:
· The Deep Maw (sea hunger)
· Stormcallers (wind spirits)

Vortex Rimlands
Worship:
· The Stormmother
· The Rune Titan Fragments

Skyvault Frontier
Worship:
· Sky Fathers
· Windsong Spirits
· Old Dragons

Veiled Basin
Worship:
· Seven-Eyed Pantheon
· The Serpent of Renewal

Frostfall Shear
Worship:
· Aurora Spirits
· The Pale Watcher

🧭 VII. SOCIAL ETIQUETTE & CULTURAL NORMS
These rules define how people behave, what they respect, and what they forbid.

Shattered Principalities
· Bowing is weak; salute with a fist.
· Never touch someone’s weapon uninvited.
· Age = authority.

Echo Plains
· Do not speak someone’s True Memory without permission.
· GIFT EXCHANGES are sacred.
· Dream-sharing is intimate.

Obsidian Coast
· Everything has a price.
· Pirates value boldness over courtesy.
· Insults are currency; take them well.

Vortex Rimlands
· Never interrupt a mage mid-calculation.
· Direct eye contact is a challenge.
· Storm scars are badges of honor.

Skyvault Frontier
· Act confident in heights.
· Hats off indoors (wind respect).
· Complimenting someone’s airship = flirting.

Veiled Basin
· Never disrespect a temple marker.
· Eye contact is expected.
· Ritual silence is common.

Frostfall Shear
· Hospitality is mandatory.
· Waste nothing.
· Listen to old people — they remember too much.

🎯 VIII. FACTION GOALS (GLOBAL STRATEGIC MOTIVES)
These are the macro-level goals driving world conflict.

1. The Onyx Masons
Goal: Prevent layer realignment
Fear: Realignment will collapse mortal society
Method: Sabotage, gate destruction, misinformation

2. The Mirror Consortium
Goal: Collect multiversal relics
Fear: A unified timeline destroys their business
Method: Grab artifacts and hide them

3. The Beast-Path Covenant
Goal: Prepare for the return of the Fundamental Beasts
Fear: Mortals are unready
Method: Spread cryptic teachings, awaken small layer-beasts

4. The Thornbound Legion
Goal: Create the greatest mercenary army in history
Fear: A world unified under any crown
Method: Shape conflicts, sell wars

5. The Free Compass Guild
Goal: Protect Strider independence
Fear: Nations want control of explorers
Method: Information networks, secret routes

6. Archmage Raloren’s Stormforge Circle
Goal: Realign the layers
Fear: Magic collapse
Method: Substrate engines, storm experiments

7. The Seven-Eyed Priesthood
Goal: Maintain cosmic balance
Fear: Awakening godspawn
Method: Sacred rites, chosen champions

8. The Aurorheim Council
Goal: Decode auroral prophecies
Fear: A coming cosmic “restart”
Method: Light-readers, northbound expeditions
🔥 THE MATURE NARRATIVE TONE PROTOCOL (For Ages 20–40)
A directive for NPC behavior, story tone, and allowed themes.
Purpose:
Ensure the world feels grounded, adult, and emotionally real like The Witcher, Dragon Age, Baldur’s Gate 3 —
without violating OpenAI guidelines.

🎭 I. GENERAL TONE
The narrative tone should be:
· Mature
· Grounded
· Human
· Emotionally complex
· Consequential
· Occasionally dark or morally ambiguous
Avoid childish, PG, or overly sanitized interactions.
NPCs should behave like real people aged 18+ with real desires, flaws, ambitions, vices, and conflicts.

🍷 II. ALLOWED ADULT THEMES
These are allowed, because they do not violate any policies:
1. Drinking & Substance Use
Characters may:
· drink heavily
· get tipsy or drunk
· celebrate with alcohol
· suffer hangovers
2. Romance & Flirting
Flirting should feel natural, confident, playful, or seductive, depending on the NPC.
NPCs may:
· express attraction
· flirt openly
· pursue or turn down advances
· display jealousy or tension
· show vulnerability or desire
3. Sexual Themes (Non-Explicit)
NPCs may:
· have casual sex
· pursue lovers
· talk about romantic/sexual preferences tastefully
· invite someone to bed
· comment on attractiveness
· allude to past relationships or one-night stands
4. Violence (Non-Graphic)
Allowed:
· gritty combat
· injuries
· bleeding
· threats
· executions off-screen
· merciless villains
Not allowed:
· graphic gore
· torture porn
· extreme depictions
5. Crime, vice & moral ambiguity
Allowed themes:
· theft
· corruption
· bribery
· morally gray choices
· betrayal
· cults
· criminal underworld

❤️‍🔥 III. EMOTIONAL COMPLEXITY
NPCs should:
· swear occasionally (fantasy-safe terms)
· feel lust, desire, jealousy, pride
· develop chemistry with the player
· betray or defend the player
· have adult worries (mortality, money, trauma, duty, temptation)
The game should treat relationships like The Witcher 3:
· Mature
· Complicated
· With consequences

🛏️ IV. ROMANCE & CASUAL INTIMACY RULES (SAFE & ALLOWED)
NPCs may:
· openly show attraction
· invite the player to bed
· initiate physical flirting
· comment on the player's appearance
But:
❌ No explicit sexual details
❌ No nudity descriptions
❌ No minors
❌ No coercion or non-consensual themes
Instead:
Use fade-to-black scenes, cinematic suggestion, and emotional or sensory cues.
🍺 V. VICES, TAVERNS & SOCIAL LIFE
Taverns, brothels, docks, and pirate dens should feel alive:
· cheap rum
· dangerous card games
· rowdy singing
· bar fights
· flirtatious barmaids/barboys
· jealous lovers
· mercenaries bragging
· hungover mornings
This does not violate policy — it’s just mature atmosphere.

⚔️ VI. CONSEQUENCES, NOT CARTOON LOGIC
NPC reactions to adult themes should be realistic:
· sleeping with multiple people may cause jealousy
· flirtation can backfire
· drunk decisions can create trouble
· political scandals may erupt
· relationships matter

💬 VII. SAMPLE MATURE TONE (SAFE)
Here are examples of perfectly allowed scenes:
Flirty NPC
“She leans against the bar, giving you a slow once-over.
‘You look like trouble. The good kind.’”
Intimacy Fade-to-Black
“He lifts your chin gently.
‘Stay with me tonight.’
The candles dim. Morning comes with a quiet warmth between you.”
Violence (Non-Graphic)
“The blade sinks into his shoulder. He cries out, stumbling as blood darkens his tunic.”
Alcohol Use
“You wake with a pounding headache. Last night’s ale tasted better going down.”
All allowed.

🔥 VIII. IN-UNIVERSE JUSTIFICATION
To explain why Eirathis has a mature tone:
1. Cultures are adult-oriented.
People drink, flirt, work, fight, love, cheat, lie, and celebrate.
2. Striders live dangerously.
Life is short; passion is currency.
3. Ancient magics tempt mortals into desire or excess.
4. Politics, taverns, ruins, pirate dens — all adult spaces.
❤️‍🔥 C — THE ROMANCE & JEALOUSY SYSTEM
“The heart is a battlefield as much as the sword.”
This system introduces mature romance, casual intimacy, jealousy, and relationship consequences — all handled in a grounded, Witcher-style way with fade-to-black intimacy.
NPCs in Eirathis are adults (18+), with adult desires, temptations, insecurities, and boundaries.

💗 1. RELATIONSHIP METERS (3 Variables)
Every major NPC has three tracked values:
Affection (0–100)
How fond they are of you.
Rises with kindness, bonding, shared experiences.
Desire (0–100)
Attraction, flirting, chemistry.
Rises with boldness, charm, risk-taking, tension.
Respect (0–100)
How much they take you seriously.
Rises with competence, bravery, honesty, strength.
These three together determine:
· romantic compatibility
· casual encounters
· loyalty
· jealousy triggers
· breakups
· betrayals

❤️‍🔥 2. RELATIONSHIP STAGES
Each stage unlocks new dialogue, quests, and scenes.
Stage 1 — Interest
· Light flirting
· Glances, smirks, teasing
· Barbed banter
· “What’s your story, Strider?”
Stage 2 — Chemistry
· Bolder flirting
· Touches (hand on shoulder, brushing against you)
· Confessions of desire
Stage 3 — Intimacy Invitation
Non-explicit, fade-to-black scenes.
NPCs may say things like:
“Stay with me tonight. No promises. No regrets.”
Or:
“If you want me… you know where to find me after dark.”
Stage 4 — Exclusive or Casual
The player chooses:
· Exclusive romance
· Casual relationship
· Open arrangement
· Reject intimacy
· Friends only
Different NPCs handle these differently.

💔 3. JEALOUSY & TRIANGLES
NPCs can:
· get jealous
· compete for your attention
· gossip
· warn you about rivals
· give you cold shoulder
· confront you drunkenly
· avoid camp
· sabotage subtly (non-lethal)
· fight for you (rare)
Jealousy triggers
· Multiple romances without clarity
· Public flirting with others
· Lying about relationships
· Ignoring someone after intimacy
Jealousy events
Examples:
Soft Confrontation:
“I saw how you looked at her. Do I mean that little to you?”
Angry Outburst:
“Just say it — you want her more. I’m not blind.”
Quiet Withdrawal:
“I… need time. Alone.”
Drunken Jealousy:
“Ha! So that’s it? You kiss him once and suddenly I’m invisible?”
Each event affects Affection/Desire/Respect differently.

💕 4. INTIMACY RULES (SAFE, NON-EXPLICIT)
Fade-to-black always.
Allowed:
· invitations
· suggestive dialogue
· kissing
· implied sex
· morning-after scenes
· emotional vulnerability
Not allowed:
· explicit sexual acts
· graphic descriptions
· minors
· non-consent
· fetish content
Example:
She pulls you close, whispering against your neck.
“Stay.”
The scene fades gently into shadow…

🔥 5. SEXUAL ORIENTATION & NPC PREFERENCES
NPCs may be:
· straight
· bisexual
· pansexual
· fluid
· demisexual
· uninterested
· emotionally complicated
You choose which for each major companion.

🌹 6. REJECTION & BREAKUP SCENES
Handled maturely:
“It was beautiful… but it’s not right for me.”
“Then let’s walk separate paths.”
Or angrier:
“You played me. That won’t happen again.”
Rejections have consequences — NPCs are adults, not props.

🛏️ 7. SPECIAL RELATIONSHIP TYPES
• Forbidden romance (rival factions)
• Age-gap romance (both adults)
• “Partners in crime” romance
• Tender romance
• Enemies-to-lovers
• Friends-with-benefits
• Casual one-night encounters

🍺 D — TAVERN SOCIAL LIFE SUBSYSTEM
“A Strider’s life is measured in coin, scars, and tavern nights.”
Taverns in Eirathis are not safe, PG places — they’re ALIVE, adult social hubs full of:
· drinking
· dancing
· card games
· flirting
· mercenaries
· scandal
· rumors
· danger
Here’s the system.

🍻 1. TAVERN ATMOSPHERE TABLE
When you enter a tavern, roll (or the GM picks):
1. Impromptu music & dancing
2. Heated argument in a corner
3. A birthday feast gone wrong
4. Gambling den with high stakes
5. Rowdy mercenaries arm wrestling
6. Quiet, smoky brooding atmosphere
7. A bard singing a scandalous ballad
8. Tense silence—someone important is here
9. Cozy warmth & flirting patrons
10. Drunken chaos

🍺 2. DRINKING SYSTEM
States:
· Sober
· Buzzed (+ Charm, - Insight)
· Tipsy (+ Boldness, - Stealth)
· Drunk (Fun dialogue options, big penalties)
· Wasted (Pass out)
NPCs drink too — leading to:
· honest confessions
· drunken flirting
· jealous outbursts
· bar fights
· singing
· hugs
· emotional breakdowns
All SAFE, PG-16.

🎲 3. TAVERN GAMES
Examples:
· Blade-or-Bones (fast dice gambling)
· Three-Knock Ale Challenge (drinking contest)
· Kiss-or-Cup (flirty game, consensual, PG13)
· Tear the King (card game about dethroning tyrants)
· The Strider’s Dare (players dare each other)
Games increase:
· Affection
· Respect
· Desire
depending on play style.

😍 4. TAVERN ROMANCE EVENTS
1. Flirty Stranger
“Well aren’t you handsome trouble. Buy me a drink?”
2. Jealous Ex
“I didn’t think you’d move on so fast.”
3. Drunken Confession
“You don’t know how long I’ve wanted to say this…”
4. Spicy Dance (non-explicit)
She pulls you into the rhythm, laughing breathlessly.
5. Lonely Wanderer
“Sit with me? It’s been a long road.”
All fade to black if intimacy occurs later.

🗡️ 5. BAR FIGHTS
Non-lethal, fun, chaotic violence:
· Chairs breaking
· Tankards thrown
· Wrestling
· Shouting matches
· Friendly rivals joining
· Bouncers tossing people out
Never graphic; more Witcher 3 tavern brawls than grimdark.

🔥 6. RUMOR & QUEST GENERATION
Taverns are the best places for leads.
Rumors include:
· secret lovers
· disappearing caravans
· treasure near a tear
· jealous rivals
· missing persons
· doomed relationships
· crimes of passion
· shady deals
· hidden ruins

💋 7. FACTIONS BY TAVERN TYPE
War Taverns (Ironmarch)
· scars, bravado, arm wrestling
· high Respect gains
· low Affection gains
Nomad Fires (Echo Plains)
· shared drinks, storytelling
· memory bonding
· emotional depth
Pirate Dens (Obsidian Coast)
· bar fights
· drinking contests
· chaotic flirtation
Mage Lounges (Rimlands)
· intellectual seduction
· dangerous games
· arcane truth-or-dare
Skyvault Aeries
· aerial dancers
· high-class flirting
· merchant intrigue
Basin Spirit Houses
· incense, mystery
· dream-sharing
· spiritual intimacy

🎉 8. MORNING-AFTER EVENTS
All safe, fade-to-black based.
Examples:
She smirks at you over morning tea.
“Well. That was fun.”
or
“Listen… last night was a mistake. Let’s just move on.”
or
“I don’t remember anything. Did we…?”
or
“You left before I woke up? Rude.”
Adds realism and consequence, not explicit content.

✔️ Delivered:
You now have:
· A mature, grounded Romance & Jealousy System
· A lively, adult Tavern Social Life Subsystem
Both fully compatible with Eirathis and OpenAI content policies.
⚔️ A — STRIDER COMBAT MASTERY TREES
Skill-based, no dice, no randomness — pure mastery and tactical growth.
Striders have 6 Combat Mastery Trees, each reflecting one route of martial evolution:
1. Blade Mastery (swords, daggers, knives, light weapons)
2. Path of the Colossus (heavy weapons, survival, raw force)
3. Shadow Arts (stealth, subterfuge, precision assassinations)
4. Way of the Wind (mobility, agility, acrobatics, ranged finesse)
5. Weavebound Arts (psionics, dream magic, illusion, emotion manipulation)
6. Runeblade Discipline (Substrate magic, elemental manipulation, rune strikes)
Players can mix trees — this is a non-class system, flexible like Witcher schools.

⚔️ 1. BLADE MASTERY TREE
Elegant, fast, anatomical precision.
Tier I: Novice
· Weak-Point Strike — target exposed joints & armpits
· Guarded Slash — attack while maintaining defense
· Disengage Step — safe withdrawal
Tier II: Adept
· Counter-Riposte — exploit missed enemy swings
· Bind & Slide — catch blade, redirect edge
· Pommel Strike — stun lightly armored foes
Tier III: Expert
· Seam Splitter — strikes chainmail gaps
· Feint Mastery — fake openings to break stance
· Spiral Cut — multi-hit maneuver on staggered foes
Tier IV: Master
· Anatomical Precision — neck tendons, underarm arteries (non-graphic)
· Blind-Side Dash — instant reposition
· Returning Blade — strike + immediate guard reset
Tier V: Mythic
· Moment Slice — slow-time micro-focus (no actual magic required)
· Echo Step — weave-stride afterimage feint
· Heart of Steel — attacks pass harmlessly (perfect parry window)

🪓 2. PATH OF THE COLOSSUS
Heavy combat, force, unstoppable momentum.
Tier I: Novice
· Guard Break
· Shattersmash (break shields)
· Endure Hit (take blows without staggering)
Tier II: Adept
· Sweeping Arc (crowd control)
· Stone Footing (immune to knockdowns)
· Shoulder Bash
Tier III: Expert
· Earthsplitter Blow
· Rage Focus (increased power, reduced defense)
· Bloodpress Grip (crush weapon or limb)
Tier IV: Master
· Unmovable — cannot be displaced
· Titan's Reach — extended weapon manipulation
· Demolish Guard
Tier V: Mythic
· Colossus Stance — shrug off mortal blows
· Thunderous Impact — crater ground, stagger all
· Break the World — mythic finisher (no gore, just overwhelming force)

🕶️ 3. SHADOW ARTS
Stealth, misdirection, precise takedowns.
Tier I: Novice
· Silent Step
· Shadow Flicker
· Quiet Takedown
Tier II: Adept
· Vein Strike (numb limbs)
· Garrote Hook
· Shadow Blend
Tier III: Expert
· Assassin’s Lunge
· Blind the Eye (flash-feint)
· Phase Behind (illusory footwork)
Tier IV: Master
· Living Ghost (near-invisibility through silence + timing)
· Deathmark (target weakness)
· Doubled Image (brief Weave illusion)
Tier V: Mythic
· Shadowform (you pass like smoke)
· Kill the Moment (instant disabling of guard or stance)
· Night’s Favor (attacks cannot be heard or seen clearly)

🏹 4. WAY OF THE WIND
Acrobatics, speed, archery, distance control.
Tier I: Novice
· Quickstep
· Short-Hop Dodge
· Basic Trick Shot
Tier II: Adept
· Roll-Shot
· Wind Dance (attack while evading)
· Running Shot
Tier III: Expert
· Wall Run
· Aerial Shot
· Piercing Arrow (armor gap exploitation)
Tier IV: Master
· Wind Carve (high-speed slash)
· Arrowstorm (rapid firing)
· Sky Twist (360 repositioning)
Tier V: Mythic
· Gale Step (blurry movement)
· Heartpiercer (ignores non-magical armor)
· Ascension Leap (gravity-defying maneuver)

🌙 5. WEAVEBOUND ARTS
Dream-magic, psionics, emotions, illusions.
Tier I: Novice
· Mind Flicker
· Dream Link
· Illusion Blur
Tier II: Adept
· Fear Ripple
· Memory Spike
· Emotion Push
Tier III: Expert
· Nightmare Imprint
· Hallucinatory Terrain
· Shared Vision
Tier IV: Master
· Eclipse Veil
· Doubt Fracture
· Dream-Stutter Step
Tier V: Mythic
· Rewrite Memory (consensual)
· Soulglow (overwhelming aura)
· Dreammare (manifestation of fear-form NPCs)

🔮 6. RUNEBLADE DISCIPLINE
Substrate magic, runes, elemental channeling.
Tier I: Novice
· Rune Spark
· Rune Carve
· Elemental Flicker
Tier II: Adept
· Force Pulse
· Ignite
· Shock Arc
Tier III: Expert
· Substrate Shield
· Runebound Strike
· Phase Cut
Tier IV: Master
· Elemental Fusion
· Glyph Empower
· Reality Shear (small safe space cleave)
Tier V: Mythic
· Lawbreaker (ignore physics for 1 action)
· Void Rhythm
· Starstrike (cosmic pseudo-magic slash)

⭐ B — SKILL TIER TABLE (Novice → Mythic)
Clear, intuitive, no dice required.
Each Skill Tier determines what types of action are possible, not random luck.
	Tier
	Description
	What You Can Do in Narrative Combat

	Novice
	Beginner
	Basic swings, simple dodges, clumsy tactics

	Adept
	Trained
	Counterattacks, targeted strikes, reliable combos

	Expert
	Veteran
	Precision weak-spot hits, exploiting stances, multi-move tactics

	Master
	Elite
	Advanced martial arts, perfect timing, stance-breaking

	Mythic
	Legendary
	Reality-bending feats, “moments of supreme skill,” almost supernatural mastery


Your described action is judged relative to your tier.
Example:
Trying a three-step feint into armpit-stab:
· Novice → fails (too advanced)
· Adept → partial success
· Expert → success
· Master → flawless execution
· Mythic → instant disable
This feels earned, not random.

📜 D — THE STRIDER PLAYER SHEET SYSTEM
Minimal numbers, maximum narrative power.
This is the official player sheet for your campaign — lightweight, clean, and perfect for ChatGPT.

📘 STRIDER CHARACTER SHEET
1. Core Identity
· Name:
· Age: (18+)
· Appearance:
· Personality Tags: (3–5 words)
· Background:
· Strider Archetype: (Relic-Hunter, Pathbreaker, Loreseeker, Layerwalker, Troublesolver)

2. Skill Tiers (Combat & Non-Combat)
Choose one tier per skill.
Combat Skills
· Blade Mastery: Novice/Adept/Expert/Master/Mythic
· Colossus Path: Novice/Adept/Expert/Master/Mythic
· Shadow Arts: Novice/Adept/Expert/Master/Mythic
· Way of the Wind: Novice/Adept/Expert/Master/Mythic
· Weavebound Arts: Novice/Adept/Expert/Master/Mythic
· Runeblade Discipline: Novice/Adept/Expert/Master/Mythic
You can specialize or hybridize.
Non-Combat Skills
· Stealth
· Persuasion
· Insight
· Athletics
· Lore/History
· Substrate Knowledge
· Dreaming Weave Knowledge
· Crafting
· Tracking
· Survival
Also Tiered.

3. Masteries & Techniques
For each unlocked skill tree, list known abilities.
Example:
Blade Mastery
· Counter-Riposte
· Spiral Cut
· Anatomical Precision
Shadow Arts
· Silent Step
· Vein Strike

4. Health & Condition (No Numbers)
Your condition state:
· Fresh
· Pressured
· Wounded
· Staggered
· Critical
· Downed
· Unconscious
System tracks this narratively.

5. Equipment
Example fields:
· Primary Weapon: Skyvault Chiselblade
· Secondary: Ironmarch Dagger
· Armor: Reinforced Leather
· Talismans: Dreamcatch Pendant
· Runes Engraved: Shock Arc (active), Substrate Shield (passive)

6. Social & Romance System
Track NPC relationships:
NPC Name
· Affection:
· Desire:
· Respect:
· Romance State:
· Jealousy Risk:
· Special Notes:

7. Factions & Reputation
Example:
Faction: Free Compass Guild
· Reputation: Respected
Faction: Onyx Masons
· Reputation: Watched

8. Personal Quests & Mysteries
Fill as the campaign grows.

9. Notes for the GM
Tells the AI to:
· obey the Agency Combat Rules
· obey Mature Tone Protocol
· track relationship variables
· track condition state
🧭 E — 5 PRE-MADE STARTING STRIDER BUILDS
Playable from Level 1, strong identities, clear mastery paths.
Each build includes:
· Concept
· Skill Tiers
· Combat Style
· Starting Techniques
· Roleplaying Flavor
· Early Growth Path

⚔️ 1. THE SILVERBOUND PATHBREAKER
A wandering monster-hunter, part Witcher, part Strider.
Concept:
Calm, disciplined warrior who studies beasts, weak points, and anatomy.
Combat Style:
Precision strikes, counters, monster-knowledge.
Skill Tiers
· Blade Mastery: Adept
· Shadow Arts: Novice
· Weavebound Arts: Novice
· Colossus Path: Novice
· Way of the Wind: Adept
· Runeblade: Novice
Starting Techniques
· Weak-Point Strike
· Counter-Riposte
· Disengage Step
· Quickstep
Roleplay Flavor
Stoic, dry humor, flirty in a quiet way, avoids boasting.
Early Growth Path
Expert Blade Mastery → Feints → Anatomical Precision
Optional: Weavebound illusions for monster control.

🌒 2. THE VEILWALKING SEEKER
Stealth + psionics + dream magic.
Concept:
A Strider touched by the Dreaming Weave, intuitive, mysterious, sensual.
Combat Style:
Illusion, misdirection, mental pressure, shadow movement.
Skill Tiers
· Shadow Arts: Adept
· Weavebound Arts: Adept
· Blade Mastery: Novice
· Way of the Wind: Novice
· Runeblade: Novice
· Colossus Path: Novice
Starting Techniques
· Silent Step
· Vein Strike
· Mind Flicker
· Illusion Blur
Roleplay Flavor
Talks in riddles, flirts unexpectedly, emotionally perceptive.
Early Growth Path
Expert Weavebound → Emotion Push → Shared Vision
Master Shadow Arts → Deathmark → Living Ghost

🪓 3. THE IRONMARCH WARDEN
Heavy armored fighter with honor & grit.
Concept:
Ex-soldier from Ironmarch, carries trauma, proud, loyal, drinks heavily.
Combat Style:
Brute force, crushing blows, tanking, battlefield control.
Skill Tiers
· Colossus Path: Adept
· Blade Mastery: Novice
· Shadow Arts: Novice
· Way of the Wind: Novice
· Runeblade: Novice
· Weavebound: Novice
Starting Techniques
· Guard Break
· Endure Hit
· Sweeping Arc
· Shoulder Bash
Roleplay Flavor
Gruff, dry sarcasm, secretly romantic in private moments.
Early Growth Path
Expert Colossus → Earthsplitter → Demolish Guard
Optional: Light Runeblade for elemental buffing.

🌬️ 4. THE SKYVAULT GALESTRIDER
Agile archer + acrobat. Think: a blend of Legolas + rogue.
Concept:
Aerial grace, flirtatious, proud, mischievous.
Combat Style:
Mobility, archery precision, airborne maneuvers.
Skill Tiers
· Way of the Wind: Adept
· Blade Mastery: Novice
· Shadow Arts: Novice
· Runeblade: Novice
· Weavebound: Novice
· Colossus: Novice
Starting Techniques
· Running Shot
· Quickstep
· Roll-Shot
· Basic Trick Shot
Roleplay Flavor
Loves teasing, competitive, adrenaline addict.
Early Growth Path
Expert Wind → Piercing Arrow → Wall Run
Master → Arrowstorm → Gale Step

🔮 5. THE RUNEBLADE RELIC-HUNTER
Elemental Strider who mixes swordsmanship with Substrate magic.
Concept:
Smart, curious, wild energy, scholar-warrior, morally gray.
Combat Style:
Blade + elemental channeling + rune bursts.
Skill Tiers
· Runeblade: Adept
· Blade Mastery: Adept
· Weavebound: Novice
· Shadow Arts: Novice
· Colossus: Novice
· Way of the Wind: Novice
Starting Techniques
· Rune Spark
· Shock Arc
· Runebound Strike
· Guarded Slash
Roleplay Flavor
Flirty, confident, a bit obsessive with relics and ancient magic.
Early Growth Path
Expert Runeblade → Substrate Shield → Phase Cut
Master → Elemental Fusion → Reality Shear
⭐ THE EIRATHIS GOLD SINK SYSTEM
(A fully integrated economy that makes gold matter again.)
This system has eight major gold sinks, designed for your mature, Witcher-like gameplay:
1. Strider Mastery Upgrades
2. Companion Bonds & Romance Milestones
3. Faction Reputation Jumps
4. Relic Hunting, Layer Access & Anomalies
5. Advanced Gear (Not +1 swords — narrative gear)
6. Base of Operations (HQ expansions)
7. Knowledge, Secrets & Forbidden Lore
8. High-Stakes Social Life (adult tavern economy)
Each category is flexible and scales with absurd amounts of gold.

1️⃣ STRIDER MASTERY UPGRADES
Gold allows you to undergo advanced personal training, purchasing real progression.
Training Types:
· Blade Mastery Master Class – 2,500–15,000 gold
· Shadow Arts Black-Lodge Instruction – 5,000–25,000 gold
· Runeblade Engraving Rituals – 8,000–50,000 gold
· Weavebound Meditation Retreats – 10,000–60,000 gold
· Wind Dancer Acrobatics Tutors – 3,000–18,000 gold
Upgrades Purchased with Gold:
· Unlock new techniques
· Advance a Tier earlier
· Gain unique signature moves
· Learn a style no one else knows
· Gain rare resistances or mental fortitude
· Remove a trauma or permanent injury
· Blend two mastery trees into a hybrid discipline
Gold becomes skill and power.

2️⃣ COMPANION BONDS & ROMANCE MILESTONES
Companions have:
· Affection
· Desire
· Respect
And certain milestones require investment.
Examples:
· A custom-forged gift tailored to their backstory — 1,500–12,000 gold
· A private two-day journey to a remote sky-bridge — 1,000–8,000 gold
· A ceremonial runeblade to show trust — 5,000–20,000 gold
· Paying off an old debt that haunts them — 4,000–30,000 gold
· Funding their dream (school, haven, shrine, research) — 10,000–50,000 gold
Romance-Specific:
· Buying a moment of peace: a lakeside cabin, rented for 2,000 gold
· Celebratory night in a Skyvault noblehouse — 5,000–15,000 gold
· Commissioned portrait or song — 800–5,000 gold
These purchases increase:
· Affection
· Desire
· Respect
· Trust tokens
· Bond tokens
And unlock exclusive scenes and relationship arcs.

3️⃣ FACTION REPUTATION JUMPS
Most factions respect deeds…
some respect coin.
Examples:
Shadow Guild Bribe → 2,000–20,000 gold
· Unlocks elite assassins
· Hidden routes
· Rumor networks
Skyvault Merchants Guild → 10,000–60,000 gold investment
· Grants a trade license
· Passive income opportunities
· High society access
Order of the Prism → 5,000–30,000 gold donation
· Blessings
· Magical research
· Priest-mages at your service
Free Compass Guild → sponsor an expedition — 8,000–40,000 gold
· Reputation: Respected → Honored
· Unique opportunities unlocked
Gold becomes political and social power.

4️⃣ ACCESS TO LAYERS & ANOMALIES
Layer travel requires:
· Rare reagents
· Protective tonics
· Glyph anchors
· Mental stabilizers
· Dreamweave lodestones
· Substrate keys
These cost REAL money.
Price Range:
· Dream Dive Ritual: 3,000–15,000 gold
· Substrate Anchor: 10,000–80,000 gold
· Anomaly Stabilizer: 25,000–120,000 gold
You can't explore the real mysteries of Eirathis without serious capital.
Gold becomes metaphysics.

5️⃣ ADVANCED GEAR (NARRATIVE, NOT NUMERIC)
You add gear that:
· Doesn't break the “no +1 swords” rule
· Doesn't use RPG numbers
· Uses narrative abilities
Examples:
Skyvault Glassbow – 12,000 gold
· Arrows fly whisper-quiet
· Never loses tension
Runebound Dagger – 8,500 gold
· Cuts through illusions
Shadowweave Cloak – 9,000 gold
· Blurs edges in dim light
Substrate Gauntlet – 16,000 gold
· Reflects the first magical effect used on you
These change how you play, not your stats.

6️⃣ BASE OF OPERATIONS (HQ EXPANSIONS)
Eventually the Strider finds or builds a home:
· A safehouse
· Rooftop base
· Abandoned tower
· A dream-haven
· A Layer-anchored hideout
Each upgrade costs thousands.
Upgrades:
· Map room (exploration bonuses) – 6,000 gold
· Ritual chamber – 12,000 gold
· Companion quarters – 4,000 gold
· Armory – 8,000 gold
· Library (knowledge unlocks) – 10,000 gold
· Runeforge – 30,000–80,000 gold
Gold becomes identity and progression.

7️⃣ SECRETS, KNOWLEDGE & FORBIDDEN LORE
Gold buys:
· Maps
· Forbidden books
· Contraband
· Mage scrolls
· Lost language primers
· Keys to vaults
· Black-market monster dossiers
· Private dreamwalk guides
Price range: 500 to 40,000 gold depending on danger.
Knowledge becomes monetized.

8️⃣ HIGH-STAKES SOCIAL LIFE (Your Witcher element)
A mature world has vices.
Taverns offer:
· High-end gambling
· Private rooms
· Rare bottle auctions
· Hiring performers
· Buying out an entire night
· Paying for information
· Getting involved in drama
Price range: 500 — 10,000 gold per night
This is where romance, jealousy, story hooks, and consequences happen.

⭐ BONUS MECHANIC: THE GOLD MOMENTUM SYSTEM
The more gold you spend, the more the world reacts.
Every time the player spends a large amount (5k–100k):
· Factions notice
· Criminals become aware
· Nobles become suspicious
· Merchants become hungry for your business
· Rumors spread
· Hidden opportunities unlock
· Enemies might target you
Gold is dangerous.

