
The Atlas 
The player character guide to Ebonrock to assist in making character backstories. Not everything in this 

document is common knowledge to everyone in Ebonrock.  
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Costuming 

Capital Region: People in the Capital Region, especially in Grand Haven, wear Victorian-era style clothing, often 

white or light colors, possibly with fancy trim, steam-punk technological, magic, or decorative elements. Costuming 
should have a sense of clean crispness and eliteness. Even those of the laboring class wear simple white or dark blue 
unadorned, uniform-like clothing in their day to day life.  

The Circus: People from the circus wear whatever they want from the Medieval to Victorian eras. Often their 
clothing is flamboyant, utilizing bright colors and eye-catching accessories. Their dress attire is considered by many 
as bold, and depending on the company, an offensive eye-sore.  

Dra-Dhahid Region: Unless rich, people from Dra-Dhahid often wear practical clothing from the medieval era. 
Brown, gray, and black are the most common colors. Technological elements can be included in the costuming but 
each should have a specific purpose, there are no decorative elements added just for show. Rich citizens, often from 
Red Hollow, usually accent their clothing with gold or silver trim and jewelry or even wear silks and furs.  

The Eternal March: Costuming can be from the player’s original homeland. However, it should look worn, faded, 
and unkempt as if it has not been mended in countless years. 

Fena-exfe: Citizens of Fena-exfe dress in medieval era clothing. Most prefer robes. Regardless, color schemes often 
are primarily bright and accented with white stripes or other patterns. Red, blue, and gold are common primary 
colors. Beads and trim are common to even the poorest of citizens. Also, characters should wear a lot of jewelry and 
are encouraged to have a person, event, or story associated with each piece of jewelry. 

Maryon: Citizens of Maryon dress in clean and bright medieval era clothing. They have two kinds of dress. Their 
normal attire, or daily wear, are almost painfully simple and reflect the facts that the society has never used clothing 
as a judge of social status and that most usually live a carefree and happy life. As such, clothing is designed after 
what is comfortable and practical. Their other kind of attire is reserved for wear in The Heptagon and on special 
occasions out of a sign of respect for the occasion. In these occasions they accessorize their daily wear with various 
pelts, teeth, claws, other trophies from creatures hunted across Maryon, or even flowers.  

Million Region: Costuming should be nature themed and simple. For dryads this can include vines, leaves, bark, 
flowers, ext. Color themes should vary based on the season the dryad is currently in. For non-dryads, the clothing 
should be medieval and simple. For prestige level druids the color theme and any decorations should be 
representative of the season that they represent.  

Numanold Region: Costuming from Nomanold is steam-punk and chaotic. The more rich or adventurous the 
individual, the more extravagant the technology and accessories that is augmented into the outfit. Colors often clash 
and are used generously at the wearer’s fancy. From armor, to dresses, to coats, augmentation and accessories are 
the symbols of the region that they take pride in.  

Phoenixton: Costuming should include poor renaissance clothing blended with bits and pieces from other 
civilizations, often clashing, that have been picked up over time. Citizens of Drasius often look less disheveled and 
prefer dark colored clothing.  
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The Shadowlands Region: Ashen-Liege usually dress to match their master’s attire, often at their master’s request. 
Non-bound Ashen-Liege often wear shabby gray tatters that blends into the swirl of their ashes and embers. 
Non-Ashen Liege usually prefer wearing gray colored desert robes and clothes similar to the style of the desert 
neighbors, the color being preferred to help them blend in with the environment.  

The Scorched Desert Region: The inhabitants of the desert prefer light-weight robes or loose renaissance clothing 
useful for surviving the heat and face coverings for dealing with the occasional sandstorms. (Think clothing from 
The Mummy) Clothing is usually primarily white, light blue, or another bright color. Decoration and trim designs of 
copper, silver, and gold are common with the more well-off inhabitants.   

The Titan’s Jaws Region: Traditional medieval clothing, some leather garments, with many fur lined garments for 
warmth. Styles and colors vary greatly but are usually the result of the animals hunted for their furs, than personally 
preference. (Think clothing from The North from the Game of Thrones Universe) Citizens from Rantnock also dress 
for warmth but often see a blend of clothing from cultures all across Ebonrock.  

The Underdark: The Underdark does not have a style of its own. Criminals often wear the style that is most 
convenient at the time to assume. Mind flayers usually prefer wearing decorative robes (traditional wizard robe feel). 

The Universities of Ebonrock: Students usually dress to match the region that they are currently studying in. 
Afterwards, they can wear a graduate’s robe or reassume their homeland’s clothing with the appropriate decorative 
pin, patch, or insignia (the same as the region(s) of the University(ies) the student graduated from) to indicate their 
achievements. Insignias are included in this Atlas. Professors wear the insignia of the Universities of Ebonrock 
itself.  

The Valley Region: Renaissance style clothing without technology. Clothing is often simply colored (greens, 
browns, grays, ext.) but obviously made with much attention and care. Intricate detail and designs in clothing are far 
from uncommon and people take pride in their appearance. Outfits should have the “homemade” feel and touch to 
them.  
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The Burning Sea 

(Not a Starting Location) 

A sea to the east of The Titan’s Jaws. For the last 100 years, since the end of the Second Great Draconic War, the 
water has boiled and steamed. In addition, waves of fire sprout up and crash down, seemingly at random throughout 
the sea. If there is any life still in the sea, it is not common knowledge. Only magically protected vessels can venture 
into it and not be destroyed. There are islands in the sea that in the past had contained life. 

The sea contains a handful small islands not far off shore, and three large islands much farther out. These larger 
islands once flourished with life before the sea began to boil. The depth of the waters of the sea meant there were 
great beasts that lived there. From docile whales to the most dangerous of leviathan and sea monster. There were 
great reefs of coral life and many shoals, which did make navigating treacherous in places, only the most skilled 
sailors dared go near the islands for fear of sinking their boats. 

Now only the most foul and dangerous of beasts may even survive here. Those that have been twisted and adapted to 
living in the toxic boiling waters or the beneath the burning sands on the islands. There is talk of basilisks and giant 
lizards whose saliva is deadly poison. Terrifying creatures of the deep roam where they may escape the scorching 
heat of the surface, but have evolved to live in pitch blackness. 

There are stories that once a small colony of dryads living on the biggest island, called Roxmak Key. The other two 
major islands were the Isle of Tismear and the Shimmering Atoll. In the center of Shimmering Atoll was the 
Cerulean Depths, water so clear that even though it was hundreds of feet deep, the bottom looks barely a handful of 
feet below the surface. 

The dryads who resided on Roxmak were said to be a mostly peaceful, but fierce group of warriors. They fought off 
pirate and sea monster alike. They were said to be governed by a warrior maiden, there is a legend which gives her 
name as Anemone Wildwind. They lived in a small communal village where they shared everything. They would 
periodically sail to shore to trade fish and woven goods with those in the Capitol Region and the Scorched Desert 
and Shadowlands. 
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Grand Haven 

Overview 

A large city built out of white marble. Every building within the 
city, every fountain, the aqueducts and even the banks of the artificial 
river are hewn from this marble. Buildings are tall and sweeping, many 
able to accommodate giants. Careful observers note that many of the 
taller buildings are also fortified with ballisti and built with arrow slits. It 
is the center of the Sovereign Assembly. The city is kept pristinely clean, 
and the touch of technology is present throughout, such as light posts 
that light streets at night and intercoms from which general 
announcements and music are sometimes played. 

The reservoir beneath Grand Haven is unnaturally still. The 
water is continually drained out to fill the fountains and the artificial 
river, which creates an almost glass-like surface. The observant eye will 
note that this is interrupted only in the very center of the reservoir, where 
a slow, steady stream of bubbles breaks the surface consistently. When 
the bubbles break upon hitting air, they create a ripple out from the 
center of the reservoir. If one watches the ripples as they spread, one can 
spot them dissipating against the hidden stepping stones. 

Beneath the city, a network of sewers, worked by flame undead who are monitored by necromancers, deals 
with the city’s waste. 

The city is organized in three circles, the inner circle being entirely government buildings, the middle circle 
being the market and wealthy citizens, and the outer circle being the average laborers. Each circle is separated by 
gated walls. The middle circle can only be entered on certain market days or by occupants and the inner circle only 
by those with the valid credentials. Flame undead and naga are not allowed past the outer circle without express 
paperwork and flame undead cannot live in the city premis at all.  Mind flayers may not step foot into the city. The 
exits outside of Grand Haven lead to a small tent city. Those who are unwelcome in Grand Haven congregate there: 
mostly the flame undead, with some kazan, naga and humans. 

Inner Ring: 

Royal Academy: See below 

High Court of Justice: A thirty foot square building with a tower on its left and right 
side. The building is lined with blackened iron that gives it an imposing feel, especially on the otherwise entirely 
white marble cityscape. Justicars stand guard outside this court. 

The Everlasting Palace: A three tiered structure made of white marble and made to 
accomodate giants. A giant banner of the Overlord flies down from the top of the structure proper to hang down just 
above the top of the Cherry Blossom Gate. The Grand Staircase, two sets of stairs that come up from the street level, 
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meet at the Garden Platform of Lords, then go up in one staircase to reach the Cherry Blossom Gate. The Garden 
Platform of Lords is an area for climbers to rest, admire the garden, and look at the statutes of the Overlords of the 
past and Overlord of the present. The Cherry Blossom Gate is the entrance to the palace, made of heavy white 
marble with the pathway leading up to it lined by cherry blossom trees, their color standing out among the stark 
white of the path and palace. Royal guards stand guard at the gate and patrol the wall above the gate where the 
mechanism to raise the portcullis is located. 

 

The Cherry Blossom Gate 

Hall of the General Assembly: A grand parliament building. The Prime 
Minister is in charge of it and the Governor's Council meets in it. The Racial Representative Council also meet there. 
Most other government positions in the city use the building as work/office space. 

Middle Ring: 

The Keep of Flames: The gateway of travel throughout Ebonrock. This large keep in the 
center of the city is the center of transportation throughout Ebonrock. All of the flame gates to and from the Capital 
City come from here. It is illegal to make a flame gate into the Capital that arrives anywhere else. It is monitored by 
the Flame ArchBishop Giant Ferdand. This is also the home of the largest Flame Cathedral in the world. 

The Halls of Innovation: A vast complex of buildings home to the Guild of Technology 
that monitors the progress of technology throughout Ebonrock and is a meeting place for members to meet and 
exchange ideas. 

Outer Ring:   

Garden of Amve: A large national park named after the monk that started the Order of 
Flowers. It is full of flowers and berry bushes native from all over Ebonrock, ornately carved fountains, and the 
famous magical menagerie. A traditional spot for rich couples to be married or propose. Many dryads can be found 
in the park. 

Examples Hill: A hill overlooking the capital road in the ring. Traitors and criminals the 
government wishes to make an example of are hung here. Their bodies are then left to rot with signs that detail their 
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crimes. Eventually birds, some extraordinarily creepy, pick the bodies clean.The hill has an ominous feeling of 
foreboding to it. 

Emissaries: A group of commoners, believed with some ties to the Exemplars which the 
government funds. They provide healing and aid to the socially acceptable races inside Grand Haven. They make 
sure that no one is begging on the streets, the injured find healing, and those down on their luck find, not only food 
and shelter for the night, but are helped to find a job suitable for their talents, either in Grand Haven or elsewhere. 
This group wears simple white, gray, or tan clothing without insignias and is greatly respected throughout the Outer 
and Middle rings of the city, though they operate primarily in the outer ring. 

Governance of Grand Haven: 

While Prime Minister Victoria Kharamazov runs the national affairs of the diplomacy branch, like other 
cities, the daily affairs of the citizens of the city are run by the governor of the region. There are no city councils or 
local government outside of the authority of the governor’s office. Royal guards keep the order and security of all 
three rings of the city. The tent city of unwanted citizens have very little oversight outside of when a crime is 
reported and deemed important enough to investigate. 

Culture: 

While Grand Haven’s most well-known service is likely education, the city also exports luxury 
commodities such as spices, candies, chocolates and alcohol. Lesser magical trinkets like good luck charms and 
harvest amulets are commonly produced in Grand Haven as well. Those that work outside of the city often work in 
the nearby gardens, growing flowers, fruits and berries. Many of the laborers of the outer circle work within the city. 
Grand Haven is famous for the construction, assembly and distribution of mechanical parts for the trains of the 
region. Some of the outer circle residents work in hospitality and other domestic fields in the middle circle and inner 
circle. Other common occupations include the harvesting of lumber, game and other supplies from lands near the 
capital. A sector in the middle class is well known for their experiments with mainframes and their uses. 

 
Prominent Families: 

 
Amdahl Family: The Human Amdahl family are newly prominent in Grand Haven. Their expertise in 

creating and altering mainframes is becoming more and more renowned. Unlike most people of high status in Grand 
Haven, the Amdahls moved into Grand Haven recently. Some in the city whisper that the Amdahls are anti-social 
and secretive. However, some of the best trade in tech is facilitated by the Amdahl’s influence. 

 
Belluno Family: This human family descends from the architect who designed Grand Haven’s buildings, 

Stefano Belluno. Stefano worked very closely with the city planner, Myra Zassari, to ensure that the construction, 
aesthetic and function of the individual buildings matched well with the overall design of the urban environment. 
They are known for their flamboyance and creativity. 

 

11. 



Helmar Family: The trains that enter Grand Haven pass through either the Middle Ring or the Outer Ring: 
never the Inner Ring. The Dwarven Helmar Family is tasked with ensuring the security of the trains, although there 
are many other (and arguably more efficient) precautions in place. 

 
Lampre Family: The elven Lampre family distinguished themselves from the many others working 

domestic jobs within Grand Haven. Unlike many, they reside within the Middle Ring. Members of this family are 
heavily sought after as butlers, chauffeurs and managers. They are known for their discretion, and for their skilled 
work landscaping in the Garden of Amve. 

 

Nachtigali Family: This ancient and secretive family is unfortunately most known for a curse. The 
nightmares of the Nachtigali are horrific: and when the Nachtigali becomes an adult, the nightmares seem to become 
reality. In order to make up for this, the Nachtigali serve as Hunters of the Dawn. They spend their waking hours 
hunting nightmares: but many seek to assassinate the Nachtigali in turn, blaming them for the world’s abominations. 
They are known to have close ties with the Lampre family.  

 

House Simic- Elven House, Duelists, this elven house is known for their devotion to the Sovereign Way 
and their assistance to the Elven districts around Grand Haven. Their leader is chosen by right of arms through a 
traditional duel.  

 

Vincenza Family: Although these dryads are as tightly knit as any classical family, their origins are less 
standard. Although most dryads prefer nature, the Vincenza family built a small, tightly knit community by 
accepting young dryads without a family or without a home. These dryads are brought up in the glory of Grand 
Haven, and contribute to charitable causes and city morale. This family lives in the outer ring. 

 
Zassari Family: Grand Haven was brought to life by the kazan Myra Zassari. She was a visionary, 

excelling in both practicality and flair. She plotted out the placement of the buildings, of the walls and of all of the 
amenities. 

 
Royal Academy of Grand Haven 

 

Across from a park in the Inner Ring of Grand Haven 
is the Royal Academy. A small but elite school of arcane 
magic and ritualism with a class size that never exceeds ten 
individuals, usually five males and five females. People of all 
walks and races (except flame-undead and mind flayers) are 
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