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Introduction

Nightfall initially appears as a quaint, mediaeval world dotted with farms, pastures, and little towns. The outlying lands are covered in rich prairie interspersed with pocket forests. The twin suns, called Day Star and Dark Star, cast a steady, warm, ruddy glow. Like other worlds with red suns, the plant life is crimson, purple, and yellow -- but never green. Being a higher magic / lower science environment, this world exists in the earliest stages of industrialization. Most goods are still made by hand, although factories can mass produce simple items in some of the more metropolitan areas. 

The world goes through a "cold spell" every five months when the self-referential orbits of the binary suns place one star directly in line with the other for a period that lasts for eight days. When the Dark Star is obscured by the Day Star, the world gets cold, but not dark. When the Day Star is obscured, however, Nightfall earns its name by becoming dark but not cold. In the latter case, the dim rays of the Dark Star is about twice as bright as normal moonlight, only rust coloured. This odd phenomenon is due to the fact that the Day Star, a Class K stellar object, radiates brightly in the visible red, while the Dark Star, a Class L object, primarily radiates infrared (heat).

Not coincidentally, this five-month cycle has factored into the world's religious and political calculations. Moreover, there always seems to be more live births nine months following a "cold spell" or a “dark spell”. Both “spells” are times of planned work stoppage, as it is typically too cold or too dark to do much useful work during these periods.

Aside from the colour of the twin suns and the vegetation, Nightfall is a very Earth-like world. Gravity and air pressure are normal. The change of seasons is predictable and not overly sudden or harsh. The sentient beings have not yet developed enough technology to seriously damage the ecosystem. The world has its share of natural predators, but is not overly populated with monsters.

Nightfall has two frigid oceans near the poles and two very large inland seas. A system of rivers connects the two lakes to the two seas. Most water found at the surface level is saline, thus fresh water is always at a premium. Many farmers cultivate crops that can be squeezed for juice. Bioluminescent jellyfish are a common feature along the coastline and the shores of the two inland seas. This causes the oceans to twinkle blue and green each night, and makes for quite picturesque viewing. 

Were it not for the vampire lords that rule this world with a merciless iron fist, Nightfall would be a fine home for almost any sentient species. How these fiends came to power in the first place is a mystery lost in time, but their presence is like a cancerous knot on the face of a beautiful lady. Unbeknownst to all but a few, the “vampires” are not really Undead at all; they are actually a sentient predator species with highly developed telepathic and telekinetic skills. They are called “vampires” for several reasons, however. As a sentient predator species, they actually do hunt and eat members of the “common” population. They are also socioeconomic predators, occupying the top social and income tier. It is important to know that the natives really do believe the Vampires to be eternal, quasi-deific, Undead beings of unapproachable might. While the telepathic powers wielded by the Vampires certainly give the predator species an edge, they are far from omnipotent. This is a secret that the Vampires have no compunctions about killing to protect.

The calendar system has ten months plus two 8-day “spells”, for a total of 316 days per year. The common sentient species is a humanoid race that greatly resembles Elves. There are cosmetic differences, however. The natives are completely hairless, and their skin has camouflage stripes and spots that change colour and shade depending on their environment. This is a survival development from being a sentient prey race. Moreover, like many prey species, the natives eat vegetable matter and domestic animals. They are not hunters.

Culture

The Nightfall civilisation is organised into Shires, each run by a vampire lord. Curiously, the word "vampire" is never uttered by any citizen, not even in the most whispered tones. The term "noble" is used instead. The local lords have no use for thrill-seeking adventurers seeking the challenge of besting a vampire, thus the utterance of the very word is outlawed. Nevertheless, the term “vampire” is how the average citizen thinks of when she thinks of the noble elite. This is due to the fact that the citizens believe the nobles to be powerful, eternal Undead beings of limitless power. While the nobles are indeed powerful and long-lived, they are neither Undead nor immortal. The nobles, however, have long ago realised that mass perception is the next best thing to actual reality.

While the current technological state approximates Europe during the Dark Ages, Nightfall has been in this status for two thousand years (or more). While there are a few notable exceptions, most of the noble lords forbid advanced learning by the non-noble commoners Creativity and curiosity is shunned. Writing and literacy is reserved only for the wealthiest merchants and privileged craftsmen. For the common man, "book learning" is a felony punishable by death.

The local religion, Raven, is one of the few institutions that keep the peasants’ spirits from being completely crushed. Another group, the Society of Core Engineers, has also made some headway effecting reform. Based out of Vog’Noir’s Landing, this group has managed to convince the local lord that a cadre of skilled (and literate) engineers is actually a very useful thing to have around. Lord Clef of the House of Vog is considered a liberal by his peers, however.

The nobles (species name: Wrailia), are apex-level predators that prefer to slake their thirst for lifeblood on sentient prey. As a result, there are quite a few civil infractions that merit the death penalty. Convicts are typically tried in the most cursory of tribunals are subsequently carted off the local lord's dungeons for a brisk programme of torture and interrogation prior to being exsanguinated for the "greater good".

Nobles appear as thin, pale, hairless humanoids with sharp eyes and sharper teeth. They typically have amber or pink irises, and have none of the protective colouration that helps protect the prey race (the Wrells). They have powerful hands that end in hook-like claws (which allow them to climb almost any surface). They stand about 6’8” on average and weigh 200-225 pounds. While slender, they have little fat, and almost all of their flesh is muscle. Their digestive system requires the presence of blood in order to absorb nutrition, thus they typically bite their prey in the neck in order to open an artery from which they drink. 

The nobles do encourage their mortal serfs to breed, however. After all, where would the nobles be if they ate their whole "herd"? Married couples having four or more children are often monetarily rewarded by the local noble. Curiously (irony implied here), infant mortality is quite high -- especially when the Day Star occluded during the annual dark spell. This tragic statistic is no coincidence. When the nobles grow thirsty for "pure" blood, they use their powers of invisibility and illusion to sneak into the homes of the newly born and drain their lives while they sleep. The parents of such a victim, of course, cannot claim vampirism as the cause of deaths, since uttering the very word carries a death sentence. Still, the commoners know; they simply cannot talk about it.

Aiding the grim and seemingly eternal grip of the vampire lords, the nobility also employs quite a few spies and henchmen in the mortal realm. Such beings are perhaps the most reprehensible examples of their kind, willingly selling out their fellow man in exchange for power and profits. Thus, the common citizen goes through life in near abject terror that a misspoken phrase may be overheard by one of the nobles' spies. 

Occasionally, a highly efficient and valuable henchman may be elevated to half-vampire status. In this form, they regain their youth and become physically stronger, but do not actually become the same species as their masters.  Half-vampires are the "house slaves" of noble culture -- treated well, given the illusion of limited autonomy, but in may ways even less free than the common serf.

Even rarer still is the half-vampire that is "upgraded" to full “vampire” status. The exact nature of this ritual is guarded by the noble elite. But suffice it to say, the process of being converted from the prey species into a member of the predator species is blindingly painful and carries with it the possibility of going mad indefinitely. Should the procedure be successful, however, the half-vampire actually does change into a member of the predator species. These converts are not sterile, but their offspring have a 50% chance of being born as a Wrell, however. While this is considered the highest honour in noble society, this is only granted when a half-vampire servant has accomplished something truly bold and frighteningly evil on behalf of his/her master. Such a creature is given a generous severance pay and granted charter to build his/her own stronghold (so long as it's far away from the former master's domain.) 

The citizens of Nightfall, called Wrells, look like standard Elves except that they are naturally hairless. Instead, their kind is differentiated by the patterns of stripes or spots on one's skin. These patterns can be russet, ruddy, white, brown, or black. The type and quantity of spots/stripes varies greatly by the individual -- from being all one colour, to having Holstein spots, to being zebra striped, or to having leopard spots. When experiencing emotional stress, however, their colouration changes to match their surroundings. This gives them an effective stealth rating of 45%. Half-vampires lose most of this camouflage; their rating is only 20%. 

Nightfall society is one that is bitter, full of despair and paranoia, and desperately short on hope. Visitors are greeted with courtesy, but are otherwise treated coldly. It would take quite an investment of time and energy to get a Wrell to confess to an outsider the real state of affairs on Nightfall.
The Captured Goddess

Currently, the greatest threat to Nightfall arises from the capture of the goddess Raven at the hands of her evil nemesis, Wargonwyr. This event occurred a thousand years ago, and while Raven was not destroyed by Wargonwyr, her powers while in exile have been severely curtailed. She has had to rely on her four Avatars to carry out her agenda. This quartet of potent Beings exist to help Raven, not replace her, thus they have been severely overtaxed in her absence. How much longer the Avatars can continue granting spellcasting power to Raven’s clergy remains unknown. What is known, however, is that this situation cannot last forever. 

In Raven’s absence, Wargonwyr has taken control of the plains lands. While Raven’s Avatars still maintain dominion over the four Great Forests, the evil power of Wargonwyr has corrupted the grasslands and plateaus. These mournful places are infested by nocturnal manifestations of monsters known as Low Zombies. These murderous zombies recklessly attack all travellers. They don’t eat the flesh of the dead; they just commit mass murder whenever possible.
Also in Raven’s absence, a great schism has formed in the Church of Raven. Because the holy text of Raven has been translated close to twenty times over the centuries, there is quite a bit of heated debate over what the words of the scripture actually mean. Without Raven’s direct presence, no one has been able to find a definitive answer. One side of the schism favours an exacting, draconian interpretation of scripture (the “fire and brimstone types”), while the other side promotes a more inclusive, loving dogma. It is rumoured that a set of original Raven scrolls still exists somewhere – if an adventuring team can but find them!
Religions of Nightfall

Four major belief systems dominate Nightfall culture: Raven (Good), The Being (Good), Elementalism (Neutral), and Wargonwyr (Evil). The two religions currently warring against each other are Raven and Wargonwyr. There is, of course, a smattering of cults from other worlds as well. These cults are primarily the result of clerics from other worlds engaging in extraplanar or interstellar travel.

· Raven

Deity Alignment: Saintly

Apparent Gender: Female

Portfolio: Good, Nature, and Darkness

Clergy Alignment: Saintly, Benevolent, or Lawful

Clergy Archetypes: Priest (70%), Shaman (20%), Protector (9%), Paladin (1%)

Weapons Allowed: Sickle, plus any blunt.

Armour Allowed: Non-metallic

Affect Undead: Yes/Turn

Holy Symbol: Raven head in portrait with diamond-shaped knotted wooden frame

 Synopsis

Raven is a direct servant of The Being, the distant deity who served as the architect of creation. Unlike the aloof Being, Raven is an activist deity and is approachable (under the right circumstances) by her followers. She champions the cause of good and the sanctity of nature. Because she believes in the proliferation and protection of nocturnal creatures, she is also a goddess of darkness. This aspect of her portfolio tends to challenge the preconceived notions of outsider-clergy who tend to have the idea that a goddess who promotes darkness must also be evil. 

Raven’s power is currently diminished because she was captured by her adversary, Wargonwyr, a millennium ago (with the aid of several outsider gods: Scaxathrom (Gaianar), Illuthiel (Gaianar), and Valquena (Papillian)). While Wargonwyr has not found a way (yet) to actually kill Raven, he does possess an artefact that allows him to siphon off some of her power. Ordinarily, Wargonwyr is a much weaker god than Raven, but now the tables have been turned, so to speak.

While diminished, Raven is far from powerless. She has four avatars called Echoes, and each avatar is in turn served by four Lesser Guardians. With the help of the four Echoes and the sixteen Lesser Guardians, Raven still manages to accomplish a fair number of her goals even from the depths of captivity and imprisonment. Her servants, while powerful, have been overtaxed for quite some time. Unless Raven is freed, there will come a time in the not too distant future in which Raven’s spell-granting capability will falter.

While Echoes look exactly like Raven Herself, the Lesser Guardians appear as powerfully-built human males from the neck down and have a proud-looking raven head for a head. These Lesser Guardians cannot speak, but instead use telepathy to communicate. Raven appears as a thin, sculpturally beautiful young lady with porcelain-coloured skin and short black hair. Her eyes are slate grey and seem to penetrate one’s body, mind, and spirit with merely a glance. It is impossible to lie to an Echo or to Raven Herself. The goddess and her four avatars dress in a black, flowing, hooded robe. The hood is adorned with raven feathers. 

It should be noted that Raven does not hate the so-called Vampires, per se. She does resent the fact that they hunt the sentient prey race. Raven would accept the worship of the Vampires if they would reform their behaviour and only hunt non-sentient prey animals.

Wilfully damaging nature, committing acts of wonton evil, or concealing acts of malice through darkness will violate the goddess’ ethos.

Clerical Modifiers

· Priests

Raven Priests have several important differences in their powers when compared to a Priest of the True One.  Instead of the granted power Shield of Faith, they gain the ability to see in darkness (as per Protector), with a 30’ range. Instead of Alignment Detection, they gain the ability to transform into a raven for one turn per level, once per day. When affecting Undead, they function at -1 during daylight hours and at +1 during the night. Most importantly, all light-generating spells create darkness instead. A Raven Priest can see in this darkness as if it was ordinary illumination, however. 

· Shaman

Shamanic servants of Raven access aspects of a raven, not a dragon, when calling upon “Dragon” spells. This is a stylistic difference that does not alter the game mechanics. Like the Priest, all light-generating spells create darkness instead. Likewise, they have the same day/night modifiers when rebuking Undead.

· Protector

This type of clergy is essentially unchanged except for the differences in affecting Undead by day or night.

· Paladins

This character class creates darkness instead of light when casting light-oriented spells. Likewise, the holy weapon of the Paladin will turn to ebony black once consecrated. Any companion riding animal will acquire a hide of midnight black, regardless of its colouration when first partnered. Like other clergy, they have a light-based bonus/penalty when affecting Undead.  

· The Being

Deity Alignment: Saintly

Apparent Gender: Either (Usually Male)

Portfolio: Logic, Science, Order

Clergy Alignment: Any non-Evil

Clergy Archetypes: Priest (14%), Shaman (1%), Mathematician (35%), Librarian* (50%)

Weapons Allowed: Any

Armour Allowed: Any

Affect Undead: Yes/Stun

Holy Symbol: Circle with field of stars

* If the optional Librarian character class is not used, then Mathematicians are 85%.

Synopsis

The Being is a powerful deity that is believed (at least on Nightfall) to be the architect of creation. Unlike other deities, The Being took on a stance of non-interference once the Creation was set in motion. Technically, this makes worship of The Being a deist faith. The Being concerns Itself with science, order, mathematics, and logic. The Being, however, never directly interferes with the affairs of mortals. He/she/it can certainly hear prayers directed Its way, but will never directly respond. Instead, The Being works indirectly through the agency of lesser deities such as Raven (or other good-aligned gods of other worlds). 

There are not many actual Priests of The Being. That is not to say that there aren’t those who revere this entity. The majority of Being advocates are in secular professions (like Mathematicians), but are inspired by the awe of Creation. While the non-Priestly advocates of the Being do not gain spellcasting powers from this entity, they still retain the ability to stun Undead as if by a Priest of half level. Standard Priests and Shaman of the Being function normally, but do not have access to Divination (since The Being does not directly answer prayers.)

The ethos of The Being is that of truth, logic, and science. Purposefully telling lies, expounding false science, or promoting fearful superstition will violate the god’s ethos.

Clerical Modifiers

· Priests

Priests of this religion only stun Undead, not turn them. This is due to the emotional distance of the deity in question. Additionally, Priests of The Being have no access to Divination. However, these clerics do gain a 5% resistance to illusions per level of experience, since The Being supports Order and Science.

· Shaman
Like the Priests, these clerics can only stun Undead and also have no access to Divination (which also affects certain Dragon spells). They get the same bonus to illusions, however.

· Mathematicians/Other

These characters function with respect to their secular character classes. They do, however, gain the ability to stun Undead as if by a Priest of half level. Violating the ethos of The Being, however, will cause these characters to lose this granted power. 

· Elemental Powers

Deity Alignment: Neutral

Apparent Gender: Non-anthropomorphic

Portfolio: Air, Earth, Water, Fire

Clergy Alignment: Any

Clergy Archetypes: Shaman (100%)

Weapons Allowed: Any, but they prefer natural weapons (wood, stone, etc.)

Armour Allowed: Any, but they prefer natural armour (hide, leather, etc.)

Affect Undead: No

Holy Symbol: Elemental cross; it looks like five squares in the shape of a “+” sign, with the symbol of each element in the outer squares.

 Synopsis

Those who worship the Elemental Forces are revering a natural phenomenon rather than a sentient deity. Thus, it can be argued that the Shaman’s power comes from tapping into the natural world rather than the supernatural. However, the Elemental Shaman would argue that there is no definite line between the natural and supernatural; that it simply blends smoothly from one to the other.

Like the followers of Raven, Elementalists revere nature, but pay more heed to the underlying building blocks of life. Elementalist Shaman function as standard clerics of this character class, with the exception that they cannot affect Undead.

· Wargonwyr

Deity Alignment: Demonic

Apparent Gender: Male

Portfolio: Chaos, Fear, Evil, Undeath

Clergy Alignment: Any Evil

Clergy Archetypes: Priest (25%), Shaman (75%)

Weapons Allowed: Any; frequently uses poison

Armour Allowed: Any; frequently uses leather

Affect Undead: Yes/Create

Holy Symbol: Red Eyes against a black circle

Synopsis

This deity is a mean-spirited, destructive being that delights in torture, cannibalism, and general mayhem. In ages past, this was a fairly weak deity and more of a limited cult than a true faith. In the past thousand years, however, Wargonwyr’s power has steadily grown thanks to the capture and imprisonment of Raven. At present, his most common exercise of power concerns the nightly manifestation of Low Zombies across the face of Nightfall. Moreover, the ruling elite of Nightfall have fallen into lockstep support of Wargonwyr.

Priests of Wargonwyr typically dress in full leather armour, dyed black, and wear long flowing capes or red or black. They roam the land at night looking for hapless travellers to torture and devour. They consider eyes to be a delicacy that they either eat or offer to Wargonwyr. Such covens travel in packs of five and are almost always armed with poisonous weapons.

Unlike popular opinion, Wargonwyr’s long-term goal is not to kill Raven. On the contrary, his power increase has come from tapping into Raven’s energy reserves. Since she is also a deity, that energy source has limitless potential. What Wargonwyr does want, however, is to ascend to the status of Supreme Being of Nightfall and to rule with hate and chaos for all eternity, and to make the living mortals mere playthings for his sadistic pleasure. He will never kill all of the living beings, since to do so would rob him of an audience. But rather, he behaves more like a parasite on the world – he would seek to suck as much joy and life as possible from Nightfall without actually killing the host.

Should Raven actually be freed from imprisonment, Wargonwyr’s power level would drop significantly. Most notably, the manifestation of the Low Zombies would be the first to stop.

Clerical Modifiers

· Priests

Priests of this religion can create Undead, not turn them. Once an Undead is created, it will never harm its creator, but nor will it obey its creator’s wishes. This is due to the fact that the deity in question revels in general mayhem. Moreover, Wargonwyr clerics have only limited access to healing. Restorative spells can be reversed as touch/harm spells, but when used for actual healing, these spells have only half potency.

· Shaman
Like Priests, these clergy can create but not control Undead. Their healing spells have half potency when used for their intended function, but can be reversed for use as harm spells. 

Character Class Modifiers for Standard Classes
Because Nightfall is a high-magic, low-science world, certain character classes are more common than others. All of the standard character classes are available, although their ability to function may be different when compared to the standard Gaianar setting.

Barbarian

Because Nightfall is such a regulated society, Barbarians are rare. There are several Barbarian tribes along the mountain chains, the Blasted Desert, and the ocean coasts. These tribes can thrive because they occupy land that the nobles find undesirable. Of course, there are also a handful of extraplanar Barbarians from other worlds milling about; most of these are adventurers. Most native Barbarians worship Raven or the Elements. 

Modifiers: All Barbarians (except for extraplanar adventurers) are Wrell. Barbarians that worship Raven cannot cast light-creating spells; these sigils create darkness instead.

Cavaliers

Given the feudal nature of Nightfall, Cavaliers are a fairly common sight. Native-born Cavaliers are either half-vampire Wrells or of Wrailian stock. Finding steel armour is fairly difficult, and Cavaliers on this world do not ride horses (because they do not exist). Most native Cavaliers worship Wargonwyr or are simply too selfish and self-centred to worship anything but themselves.
Modifiers: As the native Cavaliers almost exclusively worship Wargonwyr, they gain a limited ability to create weak Undead monsters instead of being able to turn away such creatures. The rare Cavalier that worships Raven can function normally except for the reversal of light-generating spells.

Gunslingers

There are few native Gunslingers on Nightfall. This is a low-technology world in which handguns are both rare and unreliable. Furthermore, standard ammunition suffers a -1 damage penalty due to the low Science rating. Still, there are a handful of Gunslingers roaming the land; most are extraplanar adventurers. Most native Gunslingers (what few there are) worship The Being or are simply not religious.
Because the Path of the Gunslinger requires discipline but don’t actually have to be “good”, a high percentage of the existing native Gunslingers are predators.
Modifiers: None. Ammunition and spare parts for handguns are hard to find and prohibitively expensive, however. There is a type of quasi-Gunslinger called a Law Knight. They have many of the Gunslinger abilities, but fight with melee weapons and martial arts instead. Thse Law Knights are far more common than traditional Gunslingers and are comprised almost exclusively of Wrell. Even so, both the Gunslinger and Law Knights are rare.

Investigators

This class is unchanged. Thieves are a bit less common, thanks to the nobles’ ruthless system of justice. Jack-of-all-Trades are the most common variant of Investigator. There are quite a few Jacks in the Society of Core Engineers. Most native Jacks and Speakers for the Dead worship The Being. The other two Investigator subclasses can b e of any religion.
Mathematician

Most members of this class go to great lengths to hide who they are. First, literacy is outlawed in many cities. Second, the nobles deeply resent the Mathematicians’ ability to create automatons of wood, stone, or metal (these creatures are impervious to telepathic attack). However, the basic function of the class is unchanged except for a small dip in the damage yield of combat spells. Mathematicians are actually a sort of “clergy” to The Being. The overwhelming majority of native-born Mathematicians worship this deity.
Modifiers: All combat spells suffer a -1/die damage yield due to the lower Science rating of Nightfall.

Necromancer

Thanks to Wargonwyr’s interference in the plainslands, Necromantic activities are pretty easy. Most Necromancers are Wrailia, since the predator species has the education and inclination to study this odious occupation. For evil Necromancers, Wargonwyr is the deity of choice, while those rare neutral-aligned Necromancers prefer The Being. Raven has no truck with Necromancers.
Modifiers: Necromancers gain a +1 check on creating Undead of one or two Hit dice.

Paladin

There are extremely few Paladins on Nightfall. Raven and The Being are not active recruiters of this character class, thus the majority of Paladins are extraplanar adventurers who worship good-aligned off-world deities. The native-born Paladins all worship Raven, as this is the only local god that actually empowers Paladins; all native Paladins are Wrells.
Modifiers: Paladins to Raven have reversed effects on light-generating spells.

Priest

The Game Master may rule that Outsider clergy may experience reduced access to Divination spells. This is because most of the Priestly invocations must be filtered through The Being. Because The Being is something of an “over-god”, he has no problem with passing prayers on to the target deities. 

Native Priests who worship Raven or the Elements are usually Wrells. Priests who worship Wargonwyr are typically of half-vampire or Wrailia stock.

Modifiers: Off-world Priests suffer a -4 penalty on casting Divinations. Priests may only be able to stun Undead. Evil Priests can create Undead at +1.
Protector

This class is basically unchanged. There aren’t many Protectors roaming about, and most of these are off-world adventurers. All native-born Protectors are Wrells, and are followers of Raven. The other three local gods do not empower Protectors. Off-world Protectors function normally.
Ranger

Most Rangers get their powers from Raven. This manifests itself in subtle ways. Animal companions are likely to be nocturnal creatures. Light-generating spells have reversed effect. There is a smattering of non-evil Wrailians, thus it is theoretically possible to run into a predator-Ranger. However, most native Rangers are Wrells.
Shaman

Like the Priest class, out-world Shaman characters suffer a-4 Penalty to Divination spells, and can only stun Undead. Evil Shaman can create Undead at +1. Most Wrailians are too sophisticated to pursue Shamanism. However, what few there are almost always worship Wargonwyr. Most native Shaman are Wrells, however, and worship Raven or the Elements.
Warrior

This class does not use many spiritual powers. Warriors that worship Raven tend to have enhanced weapons that generate darkness instead of light. Predators, being of higher socioeconomic status, are able to afford better weapons and armour; they also have access to better trainers. 
Wishsinger

Because this is a high-magic world, the damage yield of the wishsongs increases by +1/die. Most native Wishsingers are Wrells. Literacy is not necessarily a requirement for musical competence. There are quite a few prey Wishsingers that do not rely on instrumentation at all, but instead work their magic through voice alone. The few predator Wishsingers are able to afford formal training and musical instruments of the highest quality. Typically, however, the predatory nature of the nobles favours the Warrior, Gunslinger, and Cavalier character classes over occupations that involve the performing arts.

Modifiers: +1/die extra damage on combat-related spells. 
Character Class Modifiers for Optional Classes

The three optional classes can be used on Nightfall. Elemental Gladiators and Mentalists are more common than Librarian.
Elemental Gladiators

This class benefits from the high-magic environment. Their spells yield +1/die additional damage. Most native Elemental Gladiators are Wrells.
Mentalists
Almost all Wrallians are Mentalists, Cavaliers, or Cavalier/Mentalists. Members of outsider races are coldly tolerated by the ruling elite so long as they don’t stir up social discord. Wrells who develop Mentalist talents are killed by the nobles when discovered. Aside from the social stigma, the spells of this class function normally.
Librarians

Most Librarians either work for the noble elite (thus are evil), or work for the SCE (and thus arc good). Additionally, it is common for an independent sage to have Librarian Powers; these folk usually worship the Being. The powers of this class are unchanged.

Native Races and Race Relations

Extraplanar visitors may get varying degrees of welcome or hostility, depending on whether one encounters a Wrell (prey) or a Wrailian (predator). In most cases, however, a visitor from another world will generally be treated to cold civility so long as he or she doesn’t stir up trouble. 

Wrell (Prey)

Structurally similar to Elves, this race is tall, slender, and wiry. They have sculptured, delicate good looks. Their completely hairless physique adds to their “sculptural” appearance. Their skin is covered with stripes, spots, and banding. In most cases, the mottling can be of any colour. When placed under stress, however, their colouration changes to match their environment, thus giving them a 45% stealth rating.
Wrells tend to have hazel or brown coloured eyes; blue, violet, and green are highly recessive and almost never seen. The Wrell metabolism is similar to that of a Human’s, thus requiring 1,900 calories per day and eight hours sleep. A typical Wrell lives for 100 years, although exceptional individuals may live as long as 125 years. Being a prey race, Wrells are more likely to give birth to twins and triplets than Humans or Elves. While 75% of live births result in a single infant, 20% of Wrell pregnancies result in twins, while the remaining 5% are triplets. Most twins and triplets are fraternal, not identical, however. A Wrell gestation period is seven months. Wrell infants are born already knowing how to walk, and they have a fully developed grasping reflex that allows them to cling to a parent’s shoulders in times of threat. Wrells reach sexual maturity at age 13. It is estimated that 1% of the Wrell population is exclusively homosexual, 2% is bisexual, while the remainder is heterosexual.

Wrells tend to find strength in extended families. This structure is often reinforced by the presence of a family farm or family business. Some extended families are also travelling merchants who live in caravans. This third occupation is not as common as it once was thanks to the rise of the Low Zombies.

The two favourite character classes for Wrells are Jack-of-all-Trades and Wishsinger. While they can theoretically be of any character classes, only Wrells that have become half-vampires are socially permitted to become Cavaliers. Oddly enough, the Wrells are a very curious people who go way out of their way to deny having any curiosity at all. They do enjoy tinkering with things, finding innovative agricultural solutions, and writing songs. 
Wrell Modifiers

Dexterity +3; Constitution -1; Wisdom -1; Intelligence -1
Stealth: 45%; Surprise +1; Panic -2
Alignment: Any, but tends toward Benevolent

Other Races from a Wrell’s View:

· Changelings: Wrells generally react poorly to Changelings once they learn of the angelic race’s empathic powers. The predator race has conditioned the Wrells to fear their “betters”, and one of the “better” aspects is innate telepathic capabilities. 

· Constructs: Wrells view Constructs as mystical beings called “revenge golems”. It takes a lot of convincing to make a Wrell believe that Constructs are simply machines. Wrells view Constructs with a mixture of fear and fascination. 

· Dwarves: Wrells like the Dwarves quite a bit. Both races are accustomed to hard work, hard drinking, and hard brawling. The Wrells appreciate the Dwarves’ blue-collar sensibilities and rough humour. 

· Elves: Despite the physiological similarities between Wrells and Elves, the prey race views the Elves as being aloof and disconcertedly learned. Additionally, their pale skin reminds the Wrells of the nobility. Thus, Elves are treated civilly, but coldly.

· Fey: The race of energy beings is drastically misunderstood and feared by the Wrells. The Fey get overcharged, underserved, and generally treated poorly.

· Humans: As with the Dwarves, the Wrells react well to Humans. The prey race admires the flexibility and adaptability that Humans possess. They are sometimes uncomfortable with the natural curiosity that Humans display. Overall, however, Wrells and Humans get along well.

· Werites: The Raven-centric Wrells get along well with Werites, since they view these beings as simply being very oriented towards nature. Wrells of other religions generally view Werites as bizarre but not dangerously so.

Wrailians (Predators)

These are the so-called “Vampire Lords” of Nightfall. While they themselves are not Undead, they usually command quite a few powerful henchmen of less-than-living status. Wrailians, like the Wrells, are hairless. However, this race is distinctly more muscular than the Wrells. Their shoulders are slightly broader, and their eyes seem sharper. They seem to be mostly muscle and almost no fat. Despite the fact that they stand 2”-3” taller than Wrells, the predators seem “compact” because of their highly efficient structural design. Their skin is pale grey or white, which also lends to their “vampiric” look. Wrailian hands end in flesh-rending claws. While their fingers are nearly as useful as a Human’s, they do suffer penalties when manipulating fine objects.  
Wrailians are nocturnal predators, which also add to the common myth that these beings are Undead. In addition to sleeping during the day, their pale skin is highly sensitive to sunlight – even the weak, ruddy glow of the Day Star / Dark Star pair. Exposure to ultraviolet light is quite harmful to the predator race. They do not sleep in coffins, nor are they repelled by holy symbols; communion wafers will not burn their mouths. Regrettably, there have been a handful of raving mad Wrailians who somehow came to believe that they were indeed real vampires and reacted accordingly to religious paraphernalia. These have been isolated (and yet stunningly well-remembered) incidents, however. 

Perhaps it is also the strange dietary requirements of the Wrailians that give this race the reputation of vampirism. Wrailians need to imbibe fresh blood in order to absorb nutrients from the food they eat. While this blood does not have to be from Wrells, the predator race, in its current state of moral corruption, seems to prefer the flavour of fear in their meals.

Perhaps the best edge the Wrailians possess is their innate telepathic powers. The average Wrailian has an empathic rating of 40%, although some exceptional individuals may reach higher than 60%. This capacity greatly outstrips the capacity of the Changelings. The Wrailians primarily use this power to alter the memories of their victims. For instance, a Wrailian who drinks the blood of a Wrell, but does not kill the subject, may alter the Wrell’s memory so that thinks he was attacked by a wild animal. Or perhaps a Wrailian could appear invisible to a Wrell by making the Wrell simply “not see” the predator. Regardless of the manifestation, this survival tool has served the predators very well throughout the ages. 

The primary personality trait of the Wrailians is arrogance. They truly believe themselves to be the best predators, hunters, warriors, Cavaliers, leaders, and lords. They believe themselves to be the best at everything. Things that they are not, in fact, good at (such as fine craftsmanship, surgery, and artistic expression) they view as being “unworthy” or “beneath their station”. They place a high value on displaying one’s worth in combat and in the hunt.  
Wrailians have no problem with farming out unpleasant labour to non-Wrailian underlings. They also recruit a certain class of reprehensible Wrells into the “half-vampire” programme, in which ordinary Wrells are partially converted into Wrailians. The resultant creature is more powerful than an ordinary Wrell, but must remain at all times subservient to the Wrailian master. Likewise, a half-vampire may prove such worth to the Noble House that the local lord may fully convert the half-vampire fully into a Wrailian. This process is excruciatingly painful, but the lords agree that anything worth having must be costly in some fashion. 

Wrailians live for 400 years on average, although some exceptional individuals may live to be 480 years old. A Wrailian reaches sexual maturity at age 30. Gestation for this organism is 13 months. Wrailian couples mate for life. If one mate dies, the surviving spouse has a 20% chance of dying from psychic shock. Even if the widow (or widower) survives the shock, he/she remains unattached from that day forward. Being a predator race, the Wrailians breed much more slowly than their Wrell counterparts. Wrell couples almost never have more than three offspring; the third child is often given the title of Noble Spare, and cannot seek a mate unless one of the two older siblings dies. 11% of Wrailians are exclusively homosexual, while another 5% are bisexual; the remainder of the population is heterosexual.
The predator race may be cruel, arrogant, and bloodthirsty, but they aren’t stupid. They fully understand just how many Wrailians the ecosystem can support. This is why the nobles promote breeding in the Wrell community, while tightly restricting their own breeding. Because of the high premium placed on population control, homosexuality has no social stigma in the Wrailian community, while it is sternly frowned upon in Wrell society. 

The favourite character classes for Wrailians are Cavalier and Necromancer. While they can be of any character class, they almost never choose Wishsinger or Jack-of-all-Trades; these they view as beneath their station. Most Wrailians are evil, although there is a small minority of neutral predators and even a sparse handful of good-aligned specimens. Those of good alignment, however, are often destroyed by their peers when discovered; true nobles have no truck with pity, mercy, and charity.

Wrailian Modifiers

Dexterity -1; Strength +1; Charisma-1; Comeliness -1; Intelligence +1

Empathy 40%; Sunlight causes 1d4 hit point per round damage; -2 save on light-based attacks.
Alignment: Almost always Despotic.
Half-vampire Modifiers

Strength+1; Constitution -1
Stealth: 20%; Empathy: 20%; Sunlight is uncomfortable but does not cause damage

Half-vampires are telepathically conditioned to be utterly incapable of harming their masters. Half-vampires lose some of their natural colouration, and thus are obviously seen by the Wrells for what they are.
Other Races from the Wrailians’ View:

· Changelings: The predators view the race of angels as meddling do-gooders. They also view Changelings as a potential threat to their own position as apex-predator, thanks to the Changelings’ telepathic powers. While a Changeling’s empathic capabilities are generally weaker than that of the Wrailians’, the predators don’t like any unnecessary competition in this department. 

· Constructs: The Wrailians are not fond of Constructs either, albeit for a different reason. The fact that Constructs cannot be empathically manipulated is the primary source of the Wrailians’ distrust of sentient machines. 

· Dwarves: Wrailians view Dwarves as serfs and lowlifes – mostly because Dwarves get along so swimmingly with Wrells. In recent decades, Dwarf blood and flesh has become a delicacy in the halls of the elite.

· Elves: Here, the aloof, cold demeanour serves this race well. Wrailians view Elves as lesser kindred. They appreciate the arrogant, self-satisfied attitude that Elves display; they appreciate their taste for the good life. Now if only the Wrailians could get the Elves to start drinking the blood of sentient prey. . .

· Fey: The Wrailians desperately dislike the Fey. For one, the Fey are far too warlike for comfort. Their flesh and blood is also poisonous to the predator race. The Wrailians have a grudging respect for the Fey’s combat prowess, but that is where the respect ends.

· Humans: What’s not to like? Humans are greedy, stupid, and easily bought off. They make perfect low-level goons.

· Werites: They’re fun to hunt down and eat. Huzzah! The predator race enjoys capturing Weritesand then hunting them down on private preserves. Werite blood is also known to be quite bold tasting.

Important Cities

The government of Nightfall is based on a loose confederation of city-states. Each city is ruled by a single noble family, which in turn is served by several households of lesser status. This is similar to how, during the Feudal era of Europe, a Duke might be served by lesser Earls and Knights. There is no single figure of “king” status; instead, the highest nobility ranks as “Duke”. Barons, Earls, and Knights serve the local Dukes.
Most (but not all) cities are named after the ruling family. For example, Lord Clef of the house of Vog rules Vog’Noir’s Landing. Additionally, the geographic position of the city also determines its name. Cities along a coast or a large lake are called “Landings”; towns alongside or intersected by a river are called “Crossings”; cities not near a body of water are called “Keepsakes”.

Vog’Noir’s Landing

Ruler: Lord Clef of House Vog
Ruler’s Trade: Winery

Town’s Trades: Fishing, ship building

Population: 70,000

Wrailian population: 116
Half-Vampires: 24
Lord Clef is something of a liberal amongst his Wrailian peers. He allows literacy for his Wrell subjects and encourages off-world trade via Nightfall’s sole TrueGate (an interdimensional gate system invented on Gaianar). The tax levies his loyal Fists bring in are of lower percentage than in other cities. Thus, for the most part, the Wrells under Clef Vog’Noir’s live a relatively undramatic life.
That isn’t to say that all is peaceful in Vog’Noir’s Landing. The city has a long-standing problem with adventurers coming to town and blowing things up as they attempt to track down nefarious criminals. This city is a popular destination for felons on the run because of the network of roads that intersect the city, the Dark Woods nearby, and the large inland sea that affords escape by boat. So prevalent is the violence between adventurers and villains that Clef Vog’Noir authorised the formation of the Society of Core Engineers, a group of technicians and skilled contractors whose sole purpose is to set things right after the latest block war. 
Justice is swift in Vog’Noir’s Landing. The constabulary, supervised by a figure known as an Overfist, is quick to detain crime suspects and troublemakers. There is no actual system of trial. The constables (called Fists) make the determination of innocence or guilt on the spot. For minor offences, criminals are simply imprisoned for days or weeks. For greater offences, the criminals may be sent to a labour farm where they are worked to death. For capitol crimes (rape, murder, and the like), the felons are taken to House Vog where the convict is exsanguinated and eaten. While the townsfolk know of this ghastly punishment, they do not speak of it openly; they simply refer to the conviction as a death sentence.
Another aspect of Vog’Noir’s Landing that makes it an adventurer-magnet is a curious clause in the city charter that allows individual citizens to broker a document known as a bounty-bond. These contracts basically enable the individual to hire out his or her own justice. Thus, if a shopkeeper gets robbed, he can hire an adventuring party to chase down the criminal. These bounty-bonds typically pay a flat daily wage to the adventurers, usually with a 15-30 day time expiration for failure and a 50% refund of services in the event of mission failure. In addition, most bounty-bonds forbid an adventurer from suing the bondsman in case of injury or death during the mission. The bounty-bonds are an incredibly instrument for tracking down criminals that have fled beyond the Fists’ jurisdiction.
· Current Affairs

At present, there is a bitter schism in the Raven church. Apparently, the original Raven Scrolls have been translated so many times over the years that no one really knows what the original text contained. As a result, there are two factions: progressive and conservative. Scyron na’Hemmon (Wrell/male/Priest/L7) leads the progressive faction, while Torkon vog’Shumak (Wrell/male/Priest/L8) leads the conservatives. The latter has come under public criticism because his brother (Valenor vog’Shumak) turned rogue and joined a band of highwaymen. There have been rumours of accounting irregularities at the Church of Raven, and Torkon also oversees many of the church’s financial decisions.
Syron na’Hemmon may offer a bounty-bond for the recovery of a set of original Raven scrolls. Rumour has it that an old hermit known as Gandwyn na’Mohrman still has a reasonably accurate copy of the Scrolls.

A new gun store has also recently opened, run by Lord Mathias of the Handgun (a nobleman from North Point, Gaianar). He store is located, unfortunately, along the outer wall of the city and thus has been the target of a band of mid-level Undead monsters known as the Shrunken Head Zombies. He currently is offering a bounty-bond for the destruction of the SHZs and the capture/imprisonment/destruction of the creator of these fiends.

The local merchants have also been harried by a grim, spectral figure called the Undead Waggoner. This fiend appears as a skeleton with a dark hooded cape, a bull whip, and a hand cannon. This creature will typically rob passers-by at night and complain about not having enough money to buy souls. He drives a large wooden stagecoach filled to the brim with stolen goods. The wagon he drives is pulled by eight Undead wagon dogs. Currently, several merchants in town are willing to offer a bounty-bond for the destruction of the Undead Waggoner.
