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Introduction 
Welcome! 

This document relates to a setting which takes place on a planet called Tyania (“tie-an-ee-a”). While 

Tyania is the name for the planet and world as a whole, it is rarely referred to because the setting is 

divided into three periods, known as Eras, and it is the Era name that the occupants refer to their 

word as. 

The Era we are most concerned about the middle Era, which is called Iiosia (“eye-oh-sear”). 

Within these pages you can find brief summaries of the various aspects of the world; they provide a 

one-stop guide to all the basic information needed to get to grips with the history, geography, and 

races therein. 

Overview 
What’s all this, then? 

Iiosia has been in development for many years, and undergone many alterations, map changes, and 

lore revisions. Now, in its current state, I think I can say I’m happy with how the world feels. There’ll 

still be additions and slight changes to make; the world is not (and likely never will be) done, but now 

I feel I’m comfortable enough with it to produce a document like this. 

But what is it? 

Iiosia is a post-apocalyptic fantasy world.  

Imagine, if you will, Sauron winning at the end of Lord of the Rings, or The White Walkers 

conquering the world in Game of Thrones. What kind of settings would then develop, when there 

was no happy ending at the end? The heroes didn’t totally triumph, the bad guys got what they 

wanted. 

This is what Iiosia is largely about. Although the bad guys didn’t exactly win, the world suffered so 

greatly from the battle that it became a fractured place of chaos and conflict. The name Iiosia comes 

from the ancient Atian language and means ‘Strife’ or ‘Turmoil’, for the Atia named it, and named it 

well.  

In the ancient past, at the end of the first Era, a cataclysmic event occurred which sundered the 

lands. Since then, things have never recovered from the war, which unleashed a wave of black 

magic, despoiling plants and animals and creating a hostile, foreboding environment populated by 

beings corrupted by dark magic. 

In Iiosia, people live in remote, distrustful communities, feudal lords vie for power and territories, 

the dwarves hide in what remain of their mountain holds, undead stalk among the ruins of once-

great cities, and terrible beasts roam the lands in search of prey. 

What’s it for? 

Iiosia provides a platform on which to set stories and games that I make. It’s always been a hobby of 

mine to create tales of fantastical adventures, and create games for me, my friends, and anyone else 

who might be interested to play.  
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Author’s Notes 
I feel that it’s worth noting at this early stage that this overview is just that – an overview. As such, it 

will lack a lot of detail and stick to broad descriptions and largely talk about what happens rather 

than the details of how. If you feel that something is missing, or want to know more about a certain 

thing, or find that something doesn’t make sense to you, then please do get touch via the email 

above.  

The website that is linked above is out of date in that it contains information on the previous 

incarnation of Iiosia. Wherever possible. I’ve tried not to copy/paste information from the site to 

this, so what you’ll read here was almost all written entirely especially for this document. 

This document represents, for me, a new beginning to Iiosia. It has been a long time since I’ve visited 

this world of mine, and that enabled me to remember enough to know what I wanted to keep, but 

forget enough that I was approaching it from almost a totally new perspective.  

Thank you very much for taking a look at this, and I hope you enjoy whatever part(s) you read!  

Now, go and explore. And pay attention, there will be a test at the end. No, really, there is! :-) 

 

 

 

A ghreal warrior/mage; a war-loving race born of dark magic. 
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Document Structure 
As already mentioned, this document provides a brief outline to an entire fantasy setting, and as 

such there’s a lot of subjects to cover. Below summarises how this document will be structured in its 

four different parts: 

1. General Information 

This chapter will look at the basic ‘rules’ behind the world, such as wider geography, scope, magic, 

and its calendar. 

2. History 

This chapter covers important events which happened during the world’s past, present, and future, 

all of which influence how it’s developed and help define it. 

3. Peoples 

Summaries of the races of Iiosia and a few key notes.  

4. Places 

The geography of the world, important places, cities, and regions. 

 

The deserts of Khralos  



Iiosia.com Iiosia Summary Veriax@iiosia.com 

 pg. 7 

1. General Information 
In this chapter we’ll cover the basic ‘rules’ of the setting, covering fundamental and important 

subjects such as the world’s daily calendar, and the passage of time, along with the basics of magic 

and its effect on the world. 

Scope 
Below are maps of a) the entire planet and b) a map of Iiosia. While these will be covered in greater 

detail during chapter 4. Places, they’re included here to serve as part of the introduction to the 

world. 
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One of the most important things one must decide (and a lesson I learnt to my cost) is the scale of 

the world one is creating. As you can see from the above, the actual setting we’re concerned with is 

only a faction of the world’s size – in fact it’s around the same size as Europe. 

When reference is made to ‘the world’, it can be assumed that what’s being referred to is the known 

world, which is the second map. Few have ventured beyond the borders of this map and returned, 

and fewer still are interesting in hearing what’s to be found there. 

And what is there? It’s an unknown for now. While it’s likely that the scope of the world will have 

increased to the size of the world map during the time of the third Era (as mankind develops 

technology that allows him to travel greater distances), what exactly is beyond the borders of the 

second map is a mystery to all, including myself.  

The Planet, the Sun, Moon, and Stars 
Tyania is around the size of earth. It has one moon, and orbits one sun. This may all seem quite 

similar to Earth, and, of course, it is. That’s because any major alterations in the planet’s mass from 

earth would alter the gravity of the world, and therefore the physiology of the beings which lived 

upon it. Equally, adding extra moons and other variations creates a minefield of effects to tides and 

lunar lighting that it was deemed not worth adding them – such things were not the focus when 

creating the world as a whole. 

The Sun’s name is Auruara, and the moon is Luminus. They are sisters; both goddesses in the world, 

revered and worshiped in their own way.  

Along with Tyania there are six other planets within the system. These are named Aramis, Innicas, 

Physis, Mirvina, Vraxux, and Hoath. Iiosia is the fourth planet. The atia discovered the planets during 

the first era. 

The planets too are revered as gods, with the closest holding more power than those further away.  
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Gods and Deities  
There are no divine powers (other maybe than that of magic), on Tyania. The gods which are 

worshipped are done so either because they affect the way magic works in some way, or because of 

deep-routed tradition. 

There are broadly two kinds of gods on Iiosia; Light and Dark. 

The Light gods are the Sun, the moon, and the planets. The sun and the moon both beam down 

sunlight (the moon reflects it), which imbues Light magical energy. The planets also hold some sway 

over the powers of magic, but their influence is limited. The reason these are worshipped as gods is 

because the atia bestowed the knowledge of the heavens to humankind, who then made them their 

deities. 

The Light gods are: 

• Auruara – the Sun, goddess of light, justice, truth. 

• Luminus -the Moon, goddess of the night, silence, nocturnal creatures. 

• Aramis – the Guardian – god of battle, strength, and power. 

• Innicas – the Thinker, god of understanding, learning, and magic. 

• Physis – the Wild – god of hunting, the elements, animals, the seas, and the wind. 

• Mirvina – the Mother, goddess to nature, caring, nurturing, healing, and kindness. 

• Vraxux – The Watcher, god of patience, time, observation. 

• Hoath – The Dead – god of the underworld. 

The Dark gods came about during the end of the first era, and are the demonic entities responsible 

for war which gave birth to Iiosia. They rely on the power of dark magic to influence the material 

plane, and on only one occasion has one of these demons been able to physically manifest.  

The Dark gods are: 

• Orthane – the Destroyer. The perfect combination of cunning, strength, and powerful 

magics. 

• Scythliea – the Wicked. She is a mistress of cruelty, pain, and suffering. 

• Til’nith’tei – The Corruptor. He is a master of influence, deceit, and manipulation. 

• Fext – The Dark. He is master of the realm of death; the keeper of souls. 

• Yvaine – The Knowing. She hordes all knowledge and is the keeper of time and master of 

magic 

• Durst – The Brute. He rules over all things untamed, wild, and ferocious.  

These demonic entities can alter the thoughts and emotions of mortals, but their influence is often 

fleeting, and a great and costly effort must be made in order to gain the attentions, much less the 

favour, of one of these fell deities.  
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Magic 
Magic is the most powerful and influential entity of Iiosia. Its powers shaped and warped the land, 

turned lakes into deserts, men into monsters, and altered the nature of the very world forever. 

There are four areas of magic, known as arcs. Each arc forms part of the circle of magic. 

Initially, during the Era of Wonder, there were there arcs of magic; wild, light, and earthen.  

• Wild magic is the domain of Fire and the Wind. Such magic would be used to clear land for 

crops, to soar like a bird, or simply light candles with the power of the mind. 

• Earthen magic is the domain of Earth and Water. Its magics cold purify healing waters, 

conjure growth in plants, and propel ships across the seas. 

• Light magic is the domain of the sun and of the sky. When harnessed, it could banish dark 

beings and heal great wounds. In the world of Iiosia there was little use for such things, so it 

was largely left untapped.  

Dark magic entered the world when the atia meddled with powers they did not comprehend; 

powers which led to not only their own destruction but to the world they knew also. 

• Dark magic is the fourth arc. Its domain is the underworld and darkness (though not the 

night, for that is watched over by the sun’s sister – the moon). It held the powers to raise the 

dead, summon demons, and end life. For centuries, its existence was unknown, until the 

events of The Sundering. 

Dark magic is a highly corrupting entity, and its introduction into the world shaped many of the races 

which now inhabit it. It corrupted many of the races and changed them into hostile, vicious 

creatures. It does the same to animals and even plans too. It poisons the air and the land, and so 

creates areas that are unsuitable for any reasonable folk to inhabit. 
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History, the Calendar, and Timelines 
Here we’ll look into how time passes on Tyania, what is come before, what has come after, and the 

major events of the Era of Iiosia   

The Three Eras 
Iiosia is one of the three eras encompassing the whole setting. While this document is obviously 

primarily concerned with Iiosia, it would remiss not to include a basic summary of what came before 

(which deals with how the world developed as it has), and what comes after (which covers how the 

era comes to an end). 

Preceding Iiosia was the Era of Wonder (or Tae’lummisae, in the atian tongue), and after it follows a 

period called Agniton. 

Era of Wonder (Tae’lummisae) 
During this time, which lasted many centuries before the beginning of Iiosia, the world was a bright 

and wild place, uncorrupted by black magic.  

In this period the dwarfs ruled over a vast mountain kingdom, and farmed, ferried, and traded both 

under and over ground. They were the twine which bound the other two civilised races together. 

The tar’tchii were a race of angelic, flying mages. Their physical beauty and aptitude for music and 

art was surpassed only by their skill at healing, blessing and power over nature. They were one with 

the skies and the sun, and beheld a mighty and most glorious city where most of their number 

dwelt. 

The atia were also a race of magic users, and were curious and ambitious. From their settlements 

they studied the magical properties of water and the winds. They explored the areas of alchemy, 

astronomy, and geography; venturing across many of the oceans and within the vast forests that 

carpeted the land. Their frail forms were tall and thin and angular, as they were not physically 

blessed like the tar’tchii. 

These three races held sway over their 

forests and plains and rivers and lakes, 

which were otherwise wild and 

untamed places. Dragons ruled the 

skies, hunting herds of wild horses and 

bison. The race which would become 

humans were as children, using 

sharpened sticks and rocks to hunt 

deer and rabbit from their caves.  

 

All this would change with the events of The Sundering (covered elsewhere in this section) which 

unleashed a wave of dark magic over the world as well as causing widespread earthquakes and 

flooding.   
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Iiosia 
Iiosia is the world born from The Sundering. During this time mankind develops many of its 

technologies, and becomes a dominant force founding many cities and establishing various 

kingdoms and countries. 

These tended to be short lived, as because of the effects of The Sundering the world was full of the 

corrupting influence of the dark arc. Vast swathes of the land were hazardous and hostile. Races 

born of the dark arc – the Ghreal, demons and tar’tchii, prove constant a hostile presence.  All of this 

alongside the infighting within the races themselves creates a setting full of upheaval and strife.  

Agniton 
At the end of Iiosia, magic dies. It’s unclear how this happens – perhaps a malignant force drained 

magic away from the world, or another conflict erupted which resulted in it being wiped from the 

world. Regardless, its absence meant that all creatures that were attuned to it slowly died out. 

Agniton arose as a world dominated by humans. Over the centuries their technology evolved from 

swords and bows to guns and tanks, and from alchemy and magic to genetics and economics.  

Agniton is a world largely ruled and governed by an organisation called The Agency. The Agency 

came about as a successful corporation which dominated its opposition to the degree that it could 

simply buy anything that stood to become a threat. It wasn’t long before the buying became bribing, 

and those being influenced were not only businesspeople, but government officials and candidates 

for high positions of power. 

Within a two decades, the corporation had effective control of major governments, police forces, 

services and facilities, observation organisations, news outlets, and even the military. This gave The 

Agency a huge influence over people’s lives, and their propaganda fuelled a way of life over which 

they had complete control. 

Those inhabiting the world of Agniton live either on-grid, or off-grid.  

Those living on-grid live within the government of The Agency. Most of these people live within large 

cities within which The Agency control almost every aspect of their lives, from the news they hear to 

the food which they eat. Life within these cities offers a degree of security and predictability to life, 

and for those that grew up there and don’t know any different life within the cities is relatively 

comfortable so long as one follows the rules. 

Off-grid inhabitants live outside of the cities and outside of The Agency’s rule. While free from the 

control such a life entails, those off-grid must fend for themselves in a landscape which has largely 

been stripped of its resources. Many years of over-zealous mining, farming and deforestation has 

left vast areas of the planet a dusty barren wasteland where food and resources are scarce, and 

people live in isolated settlements or roam the land as either bandits or mercenaries. 

Agniton 2.0 
Agniton 2.0 is an idea for a second stage to Agniton, wherein magic once again returns to the world 

– probably quite violently – as hordes of demons spill forth into the unprepared cities of The Agency 

and cause a war between magic and technology.  
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The World’s Calendar 
Iiosia uses the ancient dwarvern calendar. During the eons preceding Iiosia, during the Era of 

Wonder, the dwarfs were the keepers of time, and the records they kept filled vast libraries in their 

mountain homes. In modern-day Iiosia, the dwarfs are far more reclusive then during their heyday. 

Yet they remain the world’s historians, with many dwarfs venturing out explicitly to find news of the 

world so that it can be recorded in the ever-expanding Tomes of Time the dwarfs keep. 

While the names of the days and months have been altered over time, the structure of the year 

remains the same. On Iiosia, there sixty seconds to a minute, sixty minutes in an hour, twenty four 

hours in a day, 360 days a year, separated into twelve months of 30 days each. This similarity to the 

way time works here on Earth is done purely for convenience.  

Quarter Dwarf Month Runic Month Earth Month 

1 Vornlak Snowtide January 

1 Rekthow Frostthaw February 

1 Mealrainth Showerstorm March 

2 Varghlon Cloudrush April 

2 Gearrion Budbloom May 

2 Dámhair Heatheart June 

3 Faoliiealk Everday July 

3 Giblean Sunstay August 

3 Ogmhíak Fallingtide September 

4 Mártorn Treewoe October 

4 Lúnasvllan Moonpull November 

4 Dúbhlachd Icefall December 

 

 

  

Dwarf Day Runic Day Earth Day 

Didòmhnaich (day of) Iron > Iron Day Sunday 

Diluain Stone-day Monday 

Dimáirt Craft-day Tursday 

Diciadain Twine-day Wednesday 

Diardaoin Furs-day Thursday 

Dihaoine Steel-day Friday 

Disathairne Steel-day Saturday 
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Timeline of the Eras  
Below is a broad overview of the timespan between the eras, and the major events which separate 

them.  

Era 
Dwarf 
Year 
(approx.) 

Iiosia 
Year 
(approx.) 

Alderon 
Year 
(approx.) 

Events 

Wonder 0-7500   

Pre-history. Little is known of this part of the planet’s 
history. The world was ruled over by the atia, dwarves 
and tar’tchii, who lived in relative harmony with the vast 
forests that covered the world. 

Wonder/Iiosia 7500 -300  

The Sundering occurs, unleashing a wave of dark arc 
energy which topples the three old races from power. 
Over the next few hundred years many different races of 
people emerge from the fallout. 

Iiosia  1  
Year 1 marks when the foundation of Rune, the most 
successful human country. From now on it is the ‘Runic 
Calendar’ that’s used.  

Iiosia  1500  
Magic begins to slowly decline from the world, and with 
it many of the races that were formed with its influence. 

Alderon - 2000 1  

Magic dissipates completely. The other races and 
monsters fade out from Iiosia, leaving the humans the 
planet and ending the Iiosia era and beginning Alderon 
Year 1 marks when the last magical creature dies and 
Iiosia is consigned to history 

Alderon - 4000 
 
2000 
  

Two thousand years after magic and the other races died 
out, Alderon is a world much changed. The events passed 
are the stuff of legend and many dispute they ever 
happened at all. Technology has developed to fill the void 
of magic. Humans fill the world and use it for their own 
needs 

Alderon 2.0 - 4012 
 
2012 
  

The Dark Conduit, which was once used to open a portal 
to Inferis over six thousand years ago, is ignorantly 
broken by the humans. A portal to Inferis is opened once 
more; the demons old spill out in their droves.  This is the 
Second Sundering. The war of magic against technology 
begins… 

 

The Current Year 
While any stories or games which may be created can be set at any point within Iiosia (or any Era), 

canonically the world sits at the year 688. At this stage, the world has been ravaged by several wars; 

there are no strong nations remaining and humanities grip on their societies is starting to loosen. At 

this stage, the world is on a knife-edge, and the stage is set for tales of adventure and courage 
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2. Histories 

The Sundering 
The Sundering shaped the very world of Iiosia. Without it, the balance of the Era of Wonder would 

have continued unabated until the end of time. It spelled disaster for the entire world, and birthed 

Iiosia. 

The Discovery of Khralos and The Dark Conduit 
It all began with the atia, who were a curious and ambitious race. They held the tar’tchii with as 

much awe as they did jealousy; for the tar’tchii were a skybound race of beautiful, strong wizards, 

and the atia were frail and earthbound. This jealousy led them to uncover arcane knowledge which 

was best left undiscovered.  

While mastery of the sky was beyond them, they did have dominion of the waters, and their sleek 

sailing ships explored distant coastlines and wound into unknown rivers, and while most of what 

they found was forest, jungle, desert and marsh, one ship found something very different.  

Far to the south lay an ancient and dormant temple-city known as Khralos. Surpassing even the 

dwarfs in age, Khralos was from a time before history had begun to be recorded, and the atia 

discovered this place as they sailed up a strange river in an unknown land; a land which was 

scorched by the sun and ravaged by the wind.  

Inside the sprawling city the atia found ancient artefacts dedicated to forgotten gods revered by an 

extinct alien people. And in that place the atia found a great and terrible thing – The Dark Conduit – 

a wheel some thirteen feet in diameter wrought of meteoric iron and imbued with powerful runes.  

It was the Dark Conduit that they took back to their capital, Allyon, and from there began the 

experiments that would end the Era of Wonder, and begin the world of Iiosia.  

The Conduit served as just that - a channel which funnelled Dark Magic to the atia. The Dark Arc 

opened doors to many tools which proved great assets to the atian community. They were able to 

take a human (primitive man at this stage, dressed in furs and with only basic communication skills), 

and strip him of his free will. This gave them access to an army of slaves, who could make up for the 

shortfall in the atian’s physicality. With these slaves – which are known as Husks – the atia could 

build higher, explore deeper, and venture further than they had done before. 

The Corruption 
Atian mages conducted ever increasingly dark rituals, for the more they charged the Dark Conduit, 

the greater spells they could cast. Within a few months, the Dark Conduit had been hoisted above 

their capital and was buzzing with magical energies. The swiftness of this change, combined with the 

distance between the races, meant that worried reports from dwarvern traders did not reach larger 

settlements until the rot had already truly set in. 

The Conduit was not a benevolent entity; it was a tool of those ancient gods which were once 

worshipped in Khralos and beyond. These became known as The Six – powerful demons of dark 

magic which, long ago, had been banished from the world. With the Conduit in use, their spirits 

stirred, and they started to influence the atia and begin to permeate the thoughts of the prominent 

nobles and leaders – notably the atian queen Erensol and her council of high mages.  

Then, it was by chance that a pair tar’tchii flew nearby, and sensed the dark magic emanating from 

the city. They went in and approached the queen, and told her that what was happening was wrong 

and should be stopped. It was then that the atian council attacked – slaying one and wounding the 
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other tar’tchii – for the demons which possessed them could not bare to be in the same place as 

ones so pure and of the Light.  

That was the point of no return. 

The Six required that the tar’tchii be destroyed and that their great city Ch’ti’lria be completely 

raised. The tar’tchii were beings of light and the sun, and their city a beacon of both, and so as long 

as it existed The Six could not manifest enough Dark Arc energies to take their true physical form. 

The possessed atian queen told her people that the tar’tchii had been assassins; that the tar’tchii 

were afraid of the atia’s new power. War was declared on the tar’tchii, and preparations were made  

for a mighty battle to take place, and for the destruction of Ch’ti’lria to become reality.  

The wounded tar’tchii returned to their city, and told of what was happening in Allyon. The tar’tchii’s 

prowess lay not in their abilities in battle, and feared what was to come. So they sent emissaries out 

to the dwarfs and to another race also. 

In Allyon, the city was rapidly changing. All decent atian folk had been driven out to find solace 

elsewhere. Those which stayed would, over time, undergo remarkable transformations as the Dark 

Conduit hummed with power. Their bodies hardened, their skin became shrunken and their features 

became skeletal – they became the first of what would become known as the ghreal.  

Each day the Dark Conduit’s power increased, until the 

shimmering energies around it cracked the very fabric 

of the world. Though the tears between planes, strange 

and malformed creatures emerged – the same alien 

creatures which once inhabited Khralos. These demons 

varied considerably, but most were the ulthin; near 

mindless and bent on destruction they the perfect foot 

soldier to unleash against the tar’tchii.  

After a few short weeks, the atian host, with their 

battle wizards, husks, and hordes of ulthin and other 

demons, marched on the tar’tchii capital, with the Dark 

Conduit held aloft as some kind of horrific and terrible banner.  

The tar’tchii had not sat idle. They had set emissaries out to their allies, the dwarfs, and to another 

race which they hoped would heed the call. The dwarfs, at least, had answered, and from their 

nearby hold they had sent contingents of warriors and war machines, and had set up their earthen 

fortifications at the base of the city of Ci’Til’Re’A as the city itself was not built for war. 

As the invaders arrived and sounded the attack, the battle which would determine the fate of the 

world began. 
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The Sundering 
The battle which raged initially favoured the defenders. As the sun beamed down, the tar’tchii were 

able to aid the dwarfs with powerful magical blessings which added to their prowess in combat and 

healed their wounds, and their powers of Light magic banished many of the ulthin from whence they 

came.  

Yet the atia cast their foul incantations and blackened the skies, and as darkness and rain came it 

was the demonic host which began to show dominance, and the terrible powers of the black arc 

came to the fore. Rays of death magic blasted from the atian mages, slaying all dwarfs who stood 

before them. Even worse still, those that had fallen in the battle rose as undead horrors, and the 

terrified defenders were forced to fight against their fallen brethren. 

As the dwarvern courage buckled a mighty roar came from the skies, and those who the tar’chii had 

so desperately hoped would aid did so. Dragons dove in from the skies, led by their king, the mighty 

Tazeroth.  

The dragons unleashed their fire on the battle below. Wanton destruction the like the world had not 

seen in millennia erupted as the assaulting hordes perished in the intense heat. The Six (for that was 

what they now were – all visage of the atia they had once possessed had been completely lost) had 

not planned for this, and they saw that the physical battle was lost. 

As a last desperate attempt to achieve victory, The Six charged the Conduit and brought their 

powers to bare in an attempt to blast the city from existence.  

In defence Tazeroth let forth his dragonfire, and the tar’tchii concentrated what energies they could. 

The culmination of the fire from the dragons, the earthen strongholds of the dwarfs, the rain and 

winds abound, along with the contrast of dark and light magics came together in a culmination of 

power which then ripped the lands asunder. 

An explosion of magic burst forth from the Conduit and caused a shockwave of energy which warped 

the fabric of reality in the nearby area, and caused unwanted destruction in the neighbouring lands. 

This explosion was called The Sundering, for that is what it did – sundered all that was, and left a 

fragmented and divided world behind.  
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The Aftermath 
Many things happened during The Sundering and in the period that followed.  

The Six succeeded in their task – the city of Ci’Til’Re’A was destroyed and its spires brought tumbling 

to the ground. It no longer served as a beacon of light and goodness, and became a myth of a place 

thereafter 

The bodies of the atian queen and council The Six had possessed were incinerated, and the Conduit 

itself was cracked in twain under the forces it was put under. As such, the dark energies it contained 

spilled everywhere like water tipped from a bowl. Without the concentration of energies, The Six 

could not manifest in physical form, but did find a spiritual foothold in the world once again. 

The Tar’tchii were annihilated in the blast, and most of them were killed from the intense energies 

their bodies and minds were subjected to. Those that weren’t killed outright were driven insane by 

what had happened, and their bodies were warped and twisted by the dark magic which permeated 

the lands. They became powerful monsters who hid from the light and only held bitterness and 

hatred in their hearts; a true antithesis of the creatures they once were 

Tazeroth’s battered form could be seen falling from the skies above the battlefield, but his body was 

never found. His end spelt the doom for the race of dragons, for he was the only male and so their 

inevitable slow decline and extinction was inevitable.  

The surviving dwarfs seemed to emerge relatively unscathed, they returned to their holds as shells 

of their former selves; blanked eyed and pale; and eventually died as they nether ate nor drank 

thereafter. When they died they arose again as Chill, and that led to separate chapter of woe and 

misery for the dwarfs.  

The dwarfs did collect the two halves of the Conduit and brought it to their holds. Its two halves 

were split up, and both were taken to separate holds and locked away in their deepest and darkest 

vaults. The locations of these vaults were guarded closely, and although records were made of which 

holds were used, every one recorded different holds so the secret would eventually be lost.  

The atian people dispersed to their coastal cities during the period when the Dark Conduit hung 

above Allyon. Then, when the Sundering occurred, these cities were devastated by flooding from the 

sea, as mighty tidal waves crashed into them and caused almighty devastation. After this, the atia 

drifted into the lands to the north and the west, and some began to live with and teach the humans 

how to farm.  
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Iiosia Timeline 
Iiosia itself contains many major events on an (ever expanding) timeline. This list will contain 

references to many things not yet covered in this document, but it is the most intuitive place to 

include it and can be referred back to as reference material. 

Runic Year  Event 

Start Date End Date 

-300  The Sundering. A cataclysmic event which ends the war between the 

atia, dwarves and tar’tchii against the demons of Inferis. The Dark Arc 

seeps into the world and begins its corruptive influence on the plants 

and animals of the planet. 

-298 -100 

 

The Greal begin to form their empire around Allyon and what remains of 

the atian settlements, driving the atia from their lands. The atian 

homeland, which used to be known as Maleri, becomes Ghrea 

-275  The most of the remaining atia drift into the land which will become 

known as Oun, and start forming settlements there.  

-232  The atia start to share their knowledge with the humans. Many small 

settlements were founded, which eventually became towns and cities.  

-200  Around this point humans settle on Nethicka and are forced to live in 

caves due to the harsh climate and relief. They eventually devolve into 

the gilth. 

-80  Fewer and fewer atia are born and atia begin to play a far less prominent 

role in society. 

-70  The country of Oun (meaning ‘hope’) is formed 

-60  Initial skirmishes against the ghreal do not go well for the people of 

(what will be) Oun, and many coastal settlements are lost. This news 

pushes many people to flee northwards 

-40  The people of Oun rally together, banding under their best mages. 

Together, they push the ghreal back from their shores, though many 

settlements are ruined and are not re-settled. 

-29  The land of Orondor (hope-north) is formed after people who fled the 

ghreal attacks of Oun forge their own empire in the north.  

-6  The gilth attack the land which will become Rune, which at that time is 

comprised of various warring tribes and factions. Two heroes emerge to 

repel the sudden invasion and unite the isolated townships together; 

Braitha and Eisha. 

-3  Following the gilth attack and Oun’s resilience, the ghreal launch an 

invasion against the war-torn realm in an attempt to take advantage of 

the humans’ weakened state.  

-2  The mine known as The Maw, as well as the city-port of Ghorn, are 

established by the ghreal on the southern coast of Rune. They help fuel 
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the invasion by providing supplies and weapons. 

-1  Braitha and Eisha unite the last of the townships against their attackers, 

and the invasion culminated in a great siege. Despite the alliances 

forged, the ghreal still would have been victorious if not for the 

destruction of The Maw and Ghorn, which was said to have been caused 

by a gigantic winged beast. The ghreal are forced to withdraw. 

1  The greatest of the realms of humans, Rune, is formed. Braitha and Eisha 

are crowned king and queen, and the nobles of the city-states of the 

realm pledge fealty to them.  

37  ‘The Blight’, in Rune, occurs. The rogue ghreal mage, Abhorrian, 

becomes the first ever lich and launches raids with undead armies 

against the newly rebuilt settlements of Rune. Abhorrian is eventually 

defeated in a battle an army lead by the children of Braitha and Eisha, 

Aradan and Laitha. 

35 233 

 

Skirmishes and battles between Rune and Orondor are fought over the 

ownership of several Runic cities. These settlements were raised during 

the gilth invasion of the year -3. When those from Orondor came to re-

settle they found those from Rune there instead.  

198  The race of the Grellkin are discovered by a crew of lost Runic sailors.  

230  Trade opens fully between Xakarah and the human realms. 

225 232 The ghreal wave war on a seafaring race of humans based in the islands 

near to the dwarf hold of Melk. They eventually either wipe out or 

enslave the entire population.  

301  The ruins of Ghorn, in Oun, become a haven for criminals and despots.  

322  ‘The Purge’ takes place in Rune. Since the ghreal invasion, the ruins of 

Ghorn became a den of thieves and other criminals. A Runic army 

cleanses it, it is rebuilt as a penal colony, and the mines of The Maw are 

reopened. 

332  The pirate settlement of Toruga is formed by the ghastly pirate Hack 

Marrow. 

333  The Six towers in Khator begin construction by those lured there by the 

powers of the Dark Arc.  

390  The mining city of Zanthe, in the steppes, is besieged by an army of 

tar’tchii disturbed from their homes. 

413  The ghreal steal the Sunstone belonging to the Grellkin king, in a plot to 

hold it to ransom in return for shipments of weapons and armour. This 

continues for many years, and with the Ghreal armed in such a way they 

are able to destroy some major settlements within Oun and Rune.  

464  The Grellkin recover their Sunstone from the Ghreal, but not after 

decades of servitude which greatly strengthened the Ghreal’s military 
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with their weapons.  

628  The ferian’s relations with Orondor breaks down and a short war with 

Orondor begins. This sours relations between the two, and the ferians 

retreat to Fang where they become increasingly insular. Many of the 

settlements in The Steppes are abandoned.  

622  The demon Scythliea is accidentally summoned and embarks on a 

campaign of destruction which leads to the devastation of the kingdom 

of Orondor. Scythliea is  

623  The race of Vampyres are created by Scythliea. 

623  Scythliea is slain, yet the undead continue to roam the lands. Orondor 

becomes a land of the dead, a haven for necromancers, and a centre of 

dark magic. 

626 654 The fortress of Viracur is built on the northern border of Rune to protect 

against the undead that lay beyond. 

630 635 With a military stalemate with Oun not relenting, the ghreal turn to 

subterfuge. Using dark magic, they subtly corrupt a powerful mage, who 

then becomes Magemaster.  

635 636 With their leader subtly working against them Oun struggles against a 

new invasion of the ghreal, as their opponents always seem to have the 

upper hand. Melas Lonoth, Harrow Gate and even Pinnacle are captured 

by the ghreal 

637 640 

 

The ghreal civil war, caused by twin sisters who both claimed to be 

empress, ravaged their homeland. The invasion of Oun was abandoned 

as victory seemed assured. The war left the ghreal’s forces decimated 

and their civilisation on the brink of collapse. 

666  A Vampyre, Saskia, and her coven almost infiltrate the royal bloodline of 

Rune. Their ploy succeeds but Saskia is slain by Nerralyth, another 

Vampyre. 

686  The kingdom of Rune has no heir, and over the coming decades devolves 

into petty fiefdoms vying for power over and warring with one another.  
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3. Peoples 
The world of Iiosia is populated with a great variety of people, beasts, and monsters. 
 
This area is divided into five sub-sections; The High Races, The Demi Races, Beasts, Demons, and 
Undead. 

The High Races 
The High Races are those who have formed civilisations and cultures of their 

own. They have developed beyond the pure needs of survival, and construct 

elaborate dwellings and constructions, created culture, trade and, yes, 

hostilities between themselves and one another. The High Races have had the 

greatest impact on the development of Iiosia, and thus they are most 

frequently referred to within the world's lore and histories 

Atia 
Atia are a race of frail humanoids who are attuned to the arcs of magic 

(shown right). In ages passed the atia were stargazers, and explorers of the 

world. They worshipped the pantheon which is still revered to this day, and 

mapped out the shores of the world before the events of the Sundering. 

They initiated the events which led to the Sundering, and the cracking of the 

world, due to their inquisitiveness about the Black Arc. In the centuries that 

followed, they became a shattered and nomadic race, and one which aided 

the development of humans, particularly in Oun. 

Ghreal 
The children of the Dark Arc, the ghreal (shown left) are the 

manifestation of mankind and that corrupting form of magic. They are a 

skeletal, frightening race, whose gaunt frames belie their physical and 

mental fortitude. Twisted by the Black Arc, they are driven by the 

desire to control and dominate both other races, and each other. 

Grellkin 
The grellkin are a race of gigantic, metal-working people who have a 

high resistance to fire and a low tolerance to nonsense. A direct and 

gruff people, the grellkin of Xakara do not possess the keen intellect of 

the other High Races, but have an honesty and purity that is perhaps 

lacking in the others. The grellkin have a natural aversion to the sun, 

and will be turned to stone by it if caught in its rays without being in 

possession of their Sunstone. 

Dwarfs 
Children of The Stone, the dwarves are a stout, hearty race who are as 

quick to laughter as they are to anger. Their empire, and much of their 

population, was largely destroyed with the Sundering, and the dwarves 

have never regained their former strength. They value friendship, 

honour, and song. Some would describe them as crude and bawdy, yet others would say they are 

stoic and humourless. Whatever their manner, their reputations as fierce, resilient fighters goes 

unchallenged. 
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Humans 
Humans are the most widespread race on Iiosia. They came to flourish after the events of the 

Sundering, when the empires of the tar'tchii, atia and dwarves either declined or vanished entirely. 

Humans are highly adaptable, quick to learn, and intuitive, and so have flourished, forming three 

unique counties of their own; Oun, Rune, and Orondor. 

o The people of Oun have faced against the ghreal throughout their entire history. They revere 

the powers of magic but also rely heavily on defensive structures and formations in battle, 

using pikes, shields, and bows. They are typically a people that mistrusts outsiders and, 

because of their battles against it, are adverse to those who have been touched with the 

Dark Arc.  

o The people of Rune have become increasingly fearful of their neighbours as the civil war 

starts to take hold. Where once Rune was once a unifed county, but has since fractured into 

rival city-states. Rune is a large country, and still holds a large myriad of people, from 

woodsmen and hunters, to noble knights, poor peasants, farmers, merchants, and nobility.  

o The people of what remains of Orondor are haggard and beleaguered; people with bleak 

expressions and few words. Their country has been lost to the undead, and those that 

survived the conflict are often dour, rugged, and determined. 
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The Demi Races 
Somewhere the relatively sophisticated dealings of the High Races, and the animalistic nature of the 

Beasts, Demi-races posses the ability to reason and understand, but due to a lack of intelligence, 

physical limitations, or natural behaviours, they are unable to form complex societies of their own, 

nor form them with others. As such, demi-races are found in primitive tribes, or possibly mingle 

within the settlements of the High Races, where their unique attributes may be of some benefit to 

them. 

Centaurs 
Thought to have been plentiful in ages gone by, these half human, half horse people are a rare sight 

upon modern-day Iiosia. They are a people who love wine, fighting, and adultery - traits which 

otherwise taint their reputation as powerful fighters. 

Fea 
Magicial, forest-dwelling folk who are at best mischievous and at worst spiteful. They are hunted for 

their affinity to the magical Arcs, though are an elusive and mysterious race because of this. 

Gilth 
A race of cave-dwelling humanoids who have uniquely adapted to life within the craggy islands and 

rough seas of Nethicka. An erratic, and cruel race of people, they worship an alien rock which lies at 

the centre of their hostile homeland. 

Dragons 
The fabled race of dragons has not been seen nor heard of in over a thousand years. Though 

rumours persist as to their sightings, many accept that their race has long since ended, with some 

races ever doubting they had existed at all 

Ferian 
The strange lands of the north have changed those who live there. Humans began to take on 

animalistic traits, whereas dwarves turned into the wicked, evasive halflings. 

Tar'tchii 
Once the jewels of the sky, the tar'tchii were the purest of all beings. That was until they were 

betrayed by the atia in the events of the Sundering, and turned into vicious, warped monsters who 

are burned by the light of the sun. 
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Beasts 
Across Iisoia, monsters lurk in dark caverns, dwell in deep forests, roam barren plains, and perch on 

high cliff faces. Almost exclusively, they are thinking of their next meal, and will attempt to devour 

anyone who ventures into their territory. 

Bloodtoad 
A vile, bloated, toad-like creature which is drawn to carrion 

Cyclops 
Solitary giant people who make their homes in mountains and rocky terrain 

Dryads 
The “warriors of the forest”, Dryads live deep within the woodland of Iiosia and guard the Fea who 

live there 

Griffons 
Gigantic winged beasts, half eagle and half lion, which are a highly sought prise for hunters. 

Night Hounds 
Large, carniverous dogs which lurk the night in search of easy prey. 

Harpies 
A winged race of women, preying on those who 

come near their mountainous home (shown 

right) 

Husks 
A relic from centuries ago, when the atia used to 

bind mindless human bodies to their will. 

Ogres 
Large humanoids who live within forests, 

famed for their great strength and appetites. 

Kakeri & Kanerous 
Races of aquatic people who live within 

swamps and shorelines... and love human 

flesh. 

Spiders 
Gigantic, warped versions of the natural 

species, weiving webs as strong as iron and 

harnessing the most powerful poisons on the 

planet. 

Lures 
Parasitic oozes which lure people into its grasp with visions of desirable objects or situations 

Maloundai 
Massive reptiles who spend much of their lives totally motionless. They use their rock-like 

appearance to surprise their prey. 

Pakarat 
A freakishly large rodent with several heads. 
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Ormadon 
Cat-like creatures, large than horses and with armoured skulls. Tempting mounts for those foolish 

enough to attempt to train them (shown below)  

 

 

Pods 
Plants that emit spores through the air, controlling the minds of any who breath them in. Thankfully 

very rare. 

Salamanders 
Large lizards who dwell in volcanic areas and deep caves. 
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Demons 
Creatures of evil magic, manifested upon the face of Iiosia to wreak harm, death, and destruction. 

Demons are the most chaotic entity on the planet, and come in a myriad of forms. Some are almost 

mindless, driven mad by the need to inflict cruelty and suffering. Others are masters of magic, 

capable of commanding sorcerous powers humans mages could never hope to achieve. Others still 

are armour plated, or possess great strength, or staggering speed. Whatever their attribute, demons 

are a terrible race of beings, brought about by Dark magic and intent on destroying all they come 

across. 

Harbringers 
Demonic servants, more entities than physical beings, 

which deliver messages of dread, terrifying and haunting 

the dreams of the living (shown right) 

Mealkon 
Bizarre, four legged, four armed creatures with tusks and 

tough hides. 

Reavers 
Large, fast, armoured killing machines, substituting 

hands for long, serrated blades. 

Succubea 
A female demon who will attempt to beguile males 

before killing them. 

Ulthin 
The mindless lackeys and main foot soldiers of demon hosts, ulthin are the most numerous of all 

demons. 
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Undead 
The undead are a collective term used for those concerned with the Dark magical aspect of 

Necromancy – the power over death. From macabre wizards conducting bizarre experiments on the 

dead, to the shambolic Restless, foul ghouls, the undead are an unnatural blight which is largely 

found within the north of Iiosia. 

Chill 
The remains of the dwarves who still haunt their holds after they were destroyed during The 

Sundering. Dwarfs that are slain by chill become one themselves, but strangely this does not affect 

other races.  

Ghouls 
Foul, savage creatures who feast upon the remains of the undead. 

Liches 
Mages who have transcended death to become one of the most powerful wizards on Iioisa. The 

aspiration of many Necromancers 

Necromancers 
Mages who study death, controlling and warming its powers to their own ends 

Restless 
Shambling hordes of the dead, totally mindless and unable to function without a necromancer or lich 

to direct them. 

Vampires 
Born through an unholy union of necromantic and demonic influences, vampires suck the blood of 

the living, shun the sun, and posses fantastic physical and supernatural powers. 
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4. Places 
In this chapter, we’ll look at the various countries and regions that make up Iiosia, as well as give a 

basic outline as to the history of the place, who lives there, why it’s important, notable places within 

it, and other relevant details.  

All information below assumes that it is the year 886.  

 

 A larger map can be found at the end of this document. 

 

General Overview 
There’s a lot of information in the following section(s), so briefly, here’s an overview of the world of 

Iiosia and the key events leading to where it currently is. 

• Oun, Orondor and Rune are the countries formed by humans.  

o Oun was the first country, and is the most insular. It prizes knowledge of magic above all, 

because the ancient race of the atia had a large influence of its development. 

Fifty years ago, half of Oun was raised in an invasion by the ghreal. These days, the people 

there try to reclaim the rest of their homeland.  

o Orondor was the second country, a cold land that made good woodsmen and hunters of its 

population. It was initially part of Oun, but the people there felt little kinship with their 

southern cousins. After a duel of their two leaders, Orondor became independent. 

Sixty years ago, Orondor was ravaged by a war against the undead. Only one of their 

settlements remain in human hands, with the land infested with wandering corpses.  

o Rune was the third country, and became the greatest. It fought off two invasions to unite its 

people under a royal family that ruled for almost 700 years. 
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Twenty years ago, that rule was ended as the royal family was infected with vampirism, and 

slain. Since then, the various barons and nobles have bickered about who should take power, 

and now civil war is close. 

• The Scar is a hazardous mountain region full of exotic and dangerous animals. People only venture 

here either to hunt those animals, or for the trade route between Oun and Rune. 

• The Steppes are a vast plane of arid, rolling hills. Their close proximity to The Scar, and therefore the 

Dark Arc, has warped people who live here and turned them into a race of sub-humans called ferian. 

Most of the ferian live in the settlement of Fang. The steppes are often used as a trade route, even 

though it is longer than going through The Scar it is much safer. 

• Ghrea is close to where The Sundering took place, and its population, the ghreal, are tainted with the 

dark arc of magic. They are masters of magic and martial prowess, and constantly waging war on 

other races to secure power. 

o The ghreal suffered a civil war as they were about to destroy Oun, and are slowly rebuilding 

their strength. 

• Khator is also a place of dark magic. Since the Sundering, the six entities have concentrated their 

powers here, and those corrupted to their cause have erected six towers which attract black magic. 

Khator is a hot, dry land, and most cannot survive here for long. 

• Nethicka is the jagged homeland of the gilth, who are a skittish aquatic race of humanoids. They 

worship The Silent Sleeper; a rock which fell from the sky eons ago. Sometimes, they think the rock 

sends them on missions, which could be anything from small raiding parties to full-blown invasions of 

other lands.  

• Xakarah is a volcanic island home to the grellkin – a race of large humanionds who are highly resistant 

to heat and fire but highly allergic to sunlight. The grellkin are master smiths, and forge the best 

weapons and armour in the world. 

o Two hundred years ago, the ghreal stole something of great value of the grellkin, and forced 

them to forge weapons and armour for them to use in their wars. The grellkin did recover 

the treasure, but the ghreal still wield those items to this day.  

• The Dwarf kingdom was once the largest country in the world, but it is a shadow of its former self 

o Almost a thousand years ago, the dwarfs were forced to abandon many of their homes due 

to a dark infection know as The Chill. Only the mighty capital Vordaal to the north, and the 

isolated Melk to the south survive.  
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Orondor 
Orondor used to be a country of humans who prided themselves on their mountaineering and 

woodsman skills. They were a hardy folk, for Orondor is a cold and windy place, and in battle they 

were as ferocious as the bears and wolves that stalked their forests. 

Those things did not help them at all when the country fell to ruin in 643. That was the year when 

the demon Scythliea – one of the Six who were involved during The Sundering – was accidentally 

summoned into taking physical form. 

What followed was a campaign of death and destruction that lay waste to the country from Port 

Ironclad to the capital, Mishrak. Scythliea raised an army of the dead, and led them on a campaign to 

overthrow all who stood before her. Scythliea was slain after a titanic struggle, but not before she 

had killed the ruler of the country along with all semblance of government that existed.  

The undead hordes under her command remained behind after she was killed, and mindlessly 

roamed the land attacking and killing every living thing they saw. 

Forty years on, and the land is a kingdom of the dead. It is a magnet for wizards intent of studying 

the dark arcs, since they now flow strong here and there is no law to prevent foul wizards from 

perfecting their craft. They lurk in Port Ironclad, Mishrack, and other settlements besides, 

conducting experiments and chanting rituals good folk would shudder at the mere thought of.  

The only semblance of order which remains is in Lombay, for the city port’s walls stood strong 

against the undead menace. It is the only human settlement remaining, teetering on the shore like a 

man hanging from a cliff by his fingertips. 
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Nethicka 
Nethicka was formed when a meteorite struck and shattered the earth, many eons ago. These days, 

it is home to the erratic and semi-aquatic 

race of the Gilth. 

Nethicka is an inhospitable place formed 

of many small, jagged islands which jut 

from the sea like a shark’s teeth. 

The meteor which struck was made of an alien rock which 

slowly poisoned the minds of those around it.  

It is thought that, on some fateful day years gone by, a 

shipwreck occurred here and the survivors came to be 

trapped on Nethicka, 

inhabiting the caves that 

run though the islands. 

These people evolved into 

the gilth. 

The gilth refer to the alien 

rock as The Silent 

Speaker. Some gilth can 

hear it humming to them, 

and interpret its messages 

in whatever way they see 

fit. 

This has led to the gilth 

launching full scale 

invasions in the past, 

though mostly involves them swimming out on missions to 

steal baubles from whatever settlements they come across. 

Nethicka is a treasure trove for any onebrave enough to 

venture there, for its caves are full of valuables gathered 

from shipwrecks and the rocks of Nethicka themselves hold 

an abundance of natural mineral wealth.  

 

 

Dwarf Kingdom 
The kingdom of the dwarfs is the oldest kingdom in the 

world. So old, in fact, that the dwarfs saw no need to give it 
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any other name, it was simply ‘The Kingdom’ and finally, when other races developed their own 

equivalents, it became defined as the dwarf one.  

In their heyday, the dwarfs had a network of holds which were home to thousands of inhabitants 

who worked overground and underground, farming and mining, crafting their jewellery and forging 

weapons and armour which they used to battle dragons – for dragons quite fancied a dwarf hold as 

a suitable home. 

The Sundering left the southern dwarf holds –Unnlor and Valrak, largely in ruins due to violent 

earthquakes that buried and wrecked most of what the dwarfs had built. 

They could have been forgiven for thinking that was the worst over, but they were wrong. Those 

dwarfs who had witnessed The Sundering were brought back to the holds, but they carried a 

sickness which could not be cured. 

When those dwarfs died, they became entities known as the chill. The chill were akin to undead 

dwarfs, yet their touch was death, and they filtered between the ethereal and corporal; drifting 

through walls and rock to hunt down those who fled for them. 

And those who were slain by chill became chill themselves. 

Within 2 years, the holds of Dúnth and Unnlor were lost. Only Vordaal, the mighty capital, resisted 

the infection. And they did this by locking themselves away, breaking all bridges, destroying all 

tunnels. They were forced to abandon their fellows in order to preserve their very existence.  

These days, the majority of the dwarf holds still lay abandoned, and while they hold vast treasures 

only the most foolhardy soul would venture there, for the chill remain, dormant, ready to guard 

their new empire. 

Vordaal stands as one of the last, final testaments to the dwarfs. It is a massive mountain-fortress, 

standing alone on the Plain of Dust (which used to be lush farmlands until it became infected and 

died). There, the dwarf king still reigns over his people, and the dwarfs – ever stout and proud – 

continue to man the parapets and mine their gems. These days, though, they are forced to trade 

with the humans for the crops they can no longer grow.  

 

Xakarah 
Xakara is a place that went many years without being 

discovered, until it was done so accidentally by a group of 

wayward Runic sailors in the year 198. 

What they found were a race of lumbering giants which 

stood almost twice the height of a fully grown man. The 

giants had developed an amazing resistance to fire, and 

an even more astonishing ability to work with metal and 

forge great apparatus with pipes and steam. 

These giants are the grellkin, a mistrustful, slow to act 

race of humanoids which needed a special stone to be 

with them them if they ventured out into sunlight, lest 

they crumble to dust.  

Their homeland is a ring of active volcanoes surrounded by volatile seas that constantly threaten to 

dash rocks against craggy shores. Within the labrynth of caves and tunnels in the mountains can be 
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found vast networks of storehouses, smiths, laboratories, and workhouses as the Grellkin go about 

their business. 

The grellkin’s major settlement is known as Rhudd, a hive of caves that houses their most talented 

smiths and their king. 

Major notable works of the Grellkin include a great wheel which catches the waters of a waterfall 

which in turn powers billows to create heat to power their forges, and a gigantic gate which spreads 

the breadth of the opening into the inner sea of their island. 

 

A grellkin  
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Rune 
Until recently, rune was the strongest of the 

human realms. It was united under a royal 

family which had earned its place, and was 

respected and trusted by the barons it ruled 

over. It had resisted invasions from north and 

south, and had facilitated trade between 

itself and the dwarfs to the east, and Oun to 

the West. 

That was until four years ago, when the 

queen was bitten by a vampire and for a time 

did their bidding. The plot was unravelled, the 

queen slain, and no heir was found. 

Since then, tensions have escalated between 

the barons from bickering to outright 

aggression, with several skirmishes already 

occurring across borders between fiefdoms.  

Eishion is Rune’s capital; sitting on two large islands within a shimmering lake, and surrounded by 

stones of gleaming white. Inside, the wealthy watch opera and enjoy exotic foods while the poorer 

work the docks and keep vermin under control. 

Arador is the centre of learning and magical studies. It’s also a centre of agriculture as it is 

surrounded by farmlands which supply most of the country’s food. 

Braithor (below) is a mountain fortress/city that guards the way into and out of The Scar. It provides 

solace for those travelling through Blackbark Forest and those who live there tend to be skilled 

woodsmen and hunters.  
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Laithor is the county’s centre of military training. Its proximity to forests, mountains and the planes 

makes it ideal to train archers, scouts, infantry and cavalry.  

Ghorn is the county’s major southern port, and also a staging ground to send criminals to The Maw. 

As such, it has a rather unsavoury reputation as being a den of crime and debauchery which is not 

entirely unwarranted. 

Viracur is the mightiest fortress built by mindkind. Built atop towering seaside cliffs, it serves as a 

staging ground for patrols across the northern coast, watching for incursions both from the gilth of 

Nethicka and from the undead that roam the northern wastes. 

Cenal (right) is large 

trading city centred 

around trade with the 

dwarfs. It was also once a 

large producer of peat 

which was extracted from 

the Red Marches until a 

fire broke out and set 

much of them ablaze. 

These days Cenal is 

constantly enveloped in a 

thin veil of smoke from the 

fires which will burn for hundreds of years. 

Bastion once was a refuge for thousands of people during the invasion the country suffered from the 

Ghreal almost 900 years ago. To this day, the mountain fortress is maintained as a temple to the god 

Aramis – the Guardian. 

The Maw is a huge open mine in which the criminals of Rune are sent to perform hard labour in 

order to pay for their crimes.  

These days, the city-states constantly squabble, skirmish and backstab one another. They are a far 

cry from the unified force they once were. 
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Ghrea 
Ghrea is home to the war-mongering Ghreal along with their city-fortresses and temples to dark and 

forgotten gods. 

Once an area covered in lush forest, this land was torn asunder during the events of The Sundering, 

leaving behind a blackened and parched land where only those tainted by Dark Magic can survive. 

This was once the homeland of the atia, and used to be called Maleri. Many of the current ghreal 

settlements are built on the foundation of those ancient towns inhabited by the atia. However, there 

are still ruins of atian settlements in and around Ghrea, and they hold many forgotten secrets and 

treasures for those brave enough to seek them.  

Sarikous is the capital; a towering fortress and port filled with cruel looking towers and spires poking 

into the sky. From here, the Ghreal launch their raids into Oun, Rune, and further afield. It is also the 

seat of the emperor or empress, who sits within the tallest structure on the whole of Iiosia; the 

Rafus Dominum 

Arlik is known as the Tomb-City, 

for it is here that those Ghreal slain 

and recovered from battle are 

either buried with honours in one 

of the great mausoleums, or 

burned on the Pyres of the 

Unworthy.  

Deavlock is known as the Wailing 

City, for it built atop deep  

fractures in the earth through 

which the wind rushes. The Wailing 

is not from the wind, but from the 

thousands of slaves put to work 

within those fractures to extract valuable metals, minerals, and building materials to fuel the 

Ghreal’s appetite for war.  

Ichithies is a single spire sat atop an island made up of jagged rock. This is the main centre of 

learning for the Ghreal, where any prospective mages are sent to harness the dark arcs (and are 

thrown from the spire if that do not). 

Drumacus is the temple-city of the Ghreal, and it is here that all Ghreal must make a pilgrimage and 

visit the three great temples here. They are dedicated to the dark gods Fext, Yvaine, and Til’nith’tei. 

The Wound is thought to be the area where the Tar’tcii’s city Ch’ti’lria stood. As this is where The 

Sundering occurred, the shockwave of magical energies emanated from this place. As such, the place 

still hums with power, and none can stay here long lest they be driven insane from the powers and 

suffering which still linger here.  
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Oun 
Oun (meaning ‘hope’ in atian) was the first human country to be formed. Long ago, many atia came 

to this region as they sought sanctuary following the destruction of their homeland following The 

Sundering. There, they came across human tribes and taught them how to farm, how to make tools, 

and provided the building blocks onto which humans would build their civilisations.  

While some humans drifted northwards and east and settled in the areas which would become 

known as Orondor and Rune, many stayed in Oun and founded many of the cities that still survive to 

this day. 

Those who live in Oun tend to revere the forces of magic and nature more than humans of other 

realms. They are also more distrustful, and far less tolerant of outsiders and those tainted by the 

dark arc.  

Ounish people value knowledge above all (due to the atian influence in their past), and as such they 

are ruled over by the most powerful mage, known as the Magemaster. Once every five years, others 

can challenge the Magemaster to take over the position.  

Oun suffered a terrible devastation as, after centuries of holding off the ghreal menace, they were 

betrayed from within as their Magemaster was under the hold of the Dark Arc and working for the 

ghreal. Many of the southern settlements were lost, including the coveted Pinnacle, before the 

invasion faltered and the plot uncovered.  

Anith’char is the capital, is built up against a mountainside and flanked by two cascading waterfalls 

known as the Weeping Widows – Mira and Missa - which serve as a reminder of those who have 
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fallen in battle in the name of Oun. It is the seat of the Magemaster, who, with a council of 8 others, 

governs Oun.  

Melas Lonoth was Ouns second largest city, and biggest port. It once facilitated trade with Rune and 

Xakarah housed a large garrison, making it a hugely important city. In 636 it fell to the ghreal, who 

raised it to the ground and killed or enslaved every man, woman, and child within. Now, even 

mentioning its name is like a course to people of Oun.  

Zaradorn is one of the few remarkable settlements in Oun’s inner regions, which are mostly made up 

of small hamlets and farming villages. It is a large walled town which sits on the shores of a great 

lake, and serves as a fishing and trading post as well as recruitment centre for soldiers manning the 

fortresses of Harrow Gate and Pinnacle.  

Harrow Gate was not one fortress, but a series of forts built between two lakes which marks the 

border between Oun and The Scar. One by one they fell to the ghreal invasion in 636, and now the 

ruined husks of forts and remains of the walls stand as a testament to those dark times.  

The mountain fortress-monastery of Pinnacle (shown below) was held in great reverence to all in 

Oun, for it was where the greatest mage-school was located, and where new Magemasters were 

decided. It held off a ghreal siege for almost two years before succumbing to great war machines 

that eroded the mountain from under the fortress, leaving it in ruins and a shadow of its former self.  

 

Due to its relative proximity to the capital, Haleport is now Oun’s largest port, but it is a shadow of 

the former glory of Melas Lonoth.  

Gluttongloat, a shanty town which lies deep within the Reekwind Swamp, is a retreat for those who 

are outcast, or those who are unwilling to live within Ounish society. Oun does not count 

Gluttongloat as part of its empire, for it is a place full of thieves, vagrants and other "undesirables".  

Reekwind Swamp itself is a huge marsh which stretches for many miles to the south. Parties of 

adventurers from Oun and other lands venture there, for it is the habitat of many exotic birds, 

beasts and plants, the spoils from which can be highly valued. 
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The Steppes & The Scar 
The Scar is a region of towering mountains, steep valleys, and dark lakes. Saturated in the Dark Arc, 

The Scar is home to many exotic and dangerous creatures, such as griffins, ogres, and harpies.  

People either travelled to it either to hunt these creatures, or to make use of the shorter land route 

between Oun and Rune (the alternative being over The Steppes). Those who came here had to be 

wary not only of the creatures which made their home here, but also the treacherous terrain which 

forever threatened to send caravans falling down chasms to their grisly doom. 

The Steppes are an area of wind-swept, low-lying hills where only the most hardy grasses and shrubs 

can live. Caravans once made their way over the Steppes as it was less dangerous (though far longer) 

than travelling through The Scar.  

The area is dotted with the ruins of towns and villages which were once fought over by Oun and 

Magador almost 500 years ago, and then sporadically inhabited by the ferian, until they move on.  

If it is home to anyone, it is 

the ferian – a race of 

humanoid creatures that 

has inhibited animal-like 

characteristics. Widely seen 

as freaks, the ferian’s main 

settlement is that of Fang, 

which built within the 

remains of a volcano that 

erupted eons ago, leaving a 

gaping hole in the side of its 

peak. The ferians once had 

amicable relations with 

Orondor until the year 628 

when a brief war spoiled 

relations between both 

regions.  
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Khator 
Many years ago, the atia 

ventured into Khator (though 

they did not know its name at 

that time) and discovered 

Khralos. There, they discovered 

the Dark Conduit, which in turn 

led to them being corrupted by 

the Dark Arc and causing The 

Sundering. 

Khator is a hot and sandy place, 

with few places to hide from the 

heat on its parched, barren 

plains. Yet it attracts many to its 

shores, for here is where Dark 

magic flows at its strongest and 

purest. It’s though that Khralos is 

the remanence of some ancient civilisation which, long ago, ruled much of the world. In discovering 

it, the atia stirred dark powers which to this day stir and grow. 

The Six are great towers which are constantly being constructed higher, wider, and grander. Each of 

them is dedicated to one of the dark gods, and each is a beacon of dark magic and foul deeds.  

Other Areas 

Toruga and Surrounding Lands  
Toruga is a shanty town founded in 332 by the legendary pirate Hack Marrow. From here, on this 

distant and remote shore, pirates and rouges have found a haven from the relative law and order of 

Rune and Oun. From here, they launch their raids on trading ships travelling to and from Zakarah. 

This area was originally the site 

of a human civilisation who 

focussed on fishing the nearby 

waters. Toruga is built on the 

foundations of a settlement of 

these people, which was raised 

by the ghreal around the year 

232. During that time, the 

ghreal wiped out the entire 

nation and enslaved them, 

leaving no records of them 

behind save whatever ruins 

now remain.  
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5. Conclusion  
Let me wrap things up by first thanking you for showing an interest in Iiosia!  

The world has had several re-designs over the years, and I believe this is now Iiosia 3.0 or 4.0 by 

now. Each time I re-work the world, it gets a little bit closer to what I’d like it to be. You’d think it 

would be easy, since I have full control over everything, but to create a coheisive world that actually 

makes sense, while at the same time is unique enough to hopefully be something different is 

surprisingly difficult.  

I’ve tried avoiding certain major tropes, but some do remain. I don’t think tropes are especially a bad 

thing – they exist in a lot of media because they are solid ideas – and creating something totally 

original and unique is nigh impossible. 

Still. I hope you have enjoyed reading whatever you looked up in the previous pages, and were 

hopefully interested enough to read a few things here and there, and get an idea about Iiosia, how it 

works, or what’s in it. 

As mentioned near the start of the document, if there’s anything you feel is missing, anything that 

doesn’t make sense, or anything you’d like to learn more about, then please do get in touch via the 

email above. 

Once again, thanks for taking a look at this, and happy adventuring.  

 

Eishion – capital city of Rune 

  



Iiosia.com Iiosia Summary Veriax@iiosia.com 

 pg. 43 

Quiz Time! 
Just for fun, and maybe as a way for you to learn about the world by looking things up, here’s a quiz 

for you to take on various aspects of the world. 

1. How many arcs of magic are there? 

2. Why is Orondor not a nice place to live? 

3. What’s the capital city of Rune? 

4. What did the atia find, and where?  

5. What caused the downfall of the dwarfs? 

6. Who founded Tortuga? 

7. What spells the end of the era of Iiosia?  

8. How many planets are there in the solar system? 

9. Who is the god or goddess of the night? 

10. During which year did The Blight occur? 


