Manual of the Planes – The Forgotten Lore Universe

Introduction:

All role-playing games take place within a fictional environment.  In games based on Dungeons and Dragons these are most often referred to as a Universe or distinct universes separate from other timelines of fictional or non-fictional settings.  We call the barrier between the realties of each Universe, the Flux.  The Flux is in essence the entire realm of all probabilities, which may occur in an infinite amount of time.  It is in itself a sort of Universe “black box” where once a universe is sufficiently stable and coherent that is it self supporting and unique it sustains itself.  Each universe or “Universe” abides by its own set of unique, though often quite similar natural laws.  Examples of a Universe include our own reality or at least the fictional parallel universes which are essentially the same as our reality, the Star Trek universe, the fictional world of the DC or Marvel Comics, the Star Wars Universe, the World of Greyhawk, Forgotten Realms, Birthright, and others.  Each has subtle or not so subtle differences in the laws governing science, technology, and/or magic.  The faster than light travel of a Star Trek universe or the magic of “The Force” of Star Wars no more are consistent with one another or other universes than they are with reality.

An overview to the world of Forgotten Lore:

This specific compilation of rules, house rules, and errata details the particular Universe that is an on-going project of Michael Jones and Phil Knopp.  It is based on the traditional 1st edition AD&D rule books and other core material but has been customized and elaborated upon over the years to become tailored to their gaming preferences, style, and personal tastes.  We have chosen to call it the “Forgotten Lore” Universe.

The Forgotten Lore Universe is similar in many respects to our own realities but has some very obvious differences in science, technology, and magic.  The differences with the most impact between our universe and that of the Forgotten Lore include:

1. There are no substances with produce intense explosive chemical reactions sufficient to produce combustion engines or explosives, including gunpowder.

2. There are no substances that have sufficient electrical conductivity for the practical transmission of electricity.

3. Magic is not only a practical science; it is the most advanced science available.  Without going into excessive detail, magic is a “force of nature” that is controlled primarily through a combination of ritual, “force of will”, and/or natural attunement via a “sixth sense” to this energy.

4. The results of successful mating produce a full-blooded creature the same species as the mother, though it may have attributes or tendencies within this species norm similar to the father.

Overview of the Creation Theory in the Forgotten Lore Universe; or Where did everything come from:

Flux:

In the beginning there was Flux.  The Flux is, in essence, the entire realm of all probabilities, which may occur in an infinite amount of time.  

Wave or Waver:

Wave is a designation describing the origin of an entity; it also determines the maximum potential of an individual’s ability to advance.  As of the current time in the Forgotten Lore the following waves are known to exist:

1st Wave:  

Entities identified as being of the 1st wave originated directly out of the flux without assistance.  Being born in this fashion, 1st wavers are immortal and are immune to the direct natural affects of flux exposure.

2nd Wave:

2nd wave entities are also born directly from the flux, but could not or at least did not do so without the assistance of another, typically this assistance can only be provided by 1st waves.  They too are also immortal but can survive extended but not indefinite exposure to raw flux.  Being partially formed with the assistance of another they take on aspects of that individual’s personality.

3rd Wave:

3rd waves are normally born in the flux or exceptionally powerful illiaster and are created by the will of Greater god (see below).  They are immortal, but are unable to survive more than brief periods exposed to raw flux.

4th Wave:

The 4th wavers were first created by immortals utilizing powerful concentrations of illiaster.  They are fully mortal, though their life spans vary greatly.  Being mortal they not only die but also are able to reproduce through sexual reproduction.  Any direct exposure to the flux is almost always fatal.  Sub categories of 4th wavers include:

“Quasi-deities” – Mortals with tremendously or indefinitely extended life spans compared to the typical member of their race.

 “Supped” – Mortal races that have exceptionally long life spans compared to humans, especially if they possess significant special abilities or immunities.

“Advance-able” – Mortal races that are not constrained by the typical limitations of their species in one attribute or ability, normally this involves there being no cap on level advancement.

“Damaged” – Typically mortal creatures that are non-sentient or “animals”.

Deities:

Each plane of existence can be likened to a fiefdom of a power or powers known as Greater gods, which are 1st waves.  While all planes within the Forgotten Lore Universe operate under a single set of universal laws of nature, each plane was formed by the force of will of its particular greater god and emphasizes this nature by having become an environment that mirrors the personality and character of this greater god.  

Lesser gods, typically strong 2nd waves, much like greater gods influence the general nature of the Forgotten Lore environment in their image.  Lesser god’s influence however extends only as far as the general nature of fiefs within planes that are called layers.  Being shaped by their greater gods themselves, the lesser gods tend to emphasis one of the many facets of the personality of the deity that helped create them.  These facets may also be referred to as spheres of influence embraced by their greater god, and their layers reflect this.  Layers of planes are fully self-sufficient.

Demigods, also typically 2nd waves, assuming even more finite distinctions of their greater gods personality than lesser gods, tend to focus on specific applications of a lesser gods sphere of influence.  At times these demigods are able to form a demiplane, these are planes which are neither stable unto themselves nor are they particularly self-sufficient.

Non-unique immortals, typically 3rd Waves, are often seen as avatars of their plane’s philosophy and are pale reflections of their greater god.  

Mortal races typically 4rth waves, are the by products of the influence of the gods that made them.  As such they have traits, abilities, preferences, and overall outlooks that are heavily biased by their creator’s personality.  Greater gods inspired the major races, those populating entire planes or influencing multiple planes of existence.  Minor races, those unable to dominate entire planes of existence but are still viable unique cultures, are inspired by lesser gods.  Demigods typically inspire “Monsters” or sub-divisions within a race.

General Information on Planes and Layers in the Forgotten Lore Universe:

The Forgotten Lore Universe, at the time of typical campaign play, is composed of seventeen planes of existence.  The planes of existence each have their own unique laws of nature, based on the Forgotten Lore, but often with extremes of severity making them inhospitable to mundane life; entities native to these planes however are well adapted to these environments.  The unique laws of nature associated with outer planes are discrete and separate from any other plane and are often quite different then those of their neighboring planes.  Outer planes are virtually infinite in area.  Sub-deities exert their influence over sections of a plane, effectively breaking it into smaller units – Layers and Demiplanes and Alternatives.

Plane layers are the basic building blocks of the outer planes and each constitutes a distinct variation on the basic outer Plane theme.  Most often this variation is based on the extremes of severity of the planes unique natural laws.  Frequently the severity of these unique extremes increases with the depth of each layer, though this is not always the case.

The first plane is directly connected with its adjoining Plane neighbors.  Additional all layers always have direct connections with the layer above and below them, but, some also have connections to one or more layers of other planes as well.  A layer is created and protected by an entity of no less standing than a lesser deity.

Demiplanes are semi-formed/dissolved and somewhat unstable Plane layers.  Demiplanes, in the process of being formed into new Plane layers and are the works in progress of an entity of no less a stature than a Lesser Deity.  Demiplanes, that are former layers in the process of dissolving, are no longer under the protective influence of an entity the standing of a Lesser Deity and will eventually return unto the flux that they were made from.  Being only partially formed layers of planes, demiplanes do not possess a fully self-sustaining and stable environment or population.  They also lack unique natural laws and are subject to the natural laws of the plane from which they derived.  Demiplanes have direct connections with the outer Plane layer that spawned them as well as the prime material plane.

Alternatives are created when a deity of no less than significant 3rd wave status so dominates a finite geographical region of a plane layer that it develops a slight bent towards that individual’s specific facet of the plane holder’s aspect.  They are in practice little more than discrete territories in the infinity of a plane layer.

Please note that a Deity may at no time attempt to exert his direct control or power over more than one Layer or demiplane concurrently regardless of that deity’s stature.

A Brief History of the Forgotten Lore Universe:

The history of the Forgotten Lore Universe can be broken into four distinct ages or epochs:  Primordial, Ancient, Classical, and Current Day.  The evolution through these ages has involved radical changes to the environment and the life forms that inhabit the Forgotten Lore Universe.  

Primordial:

In the beginning…  a greater god formed from the flux, his name was Yahweh.  He spent untold eons in the Flux not knowing or thinking of anything different.  During this time other similarly powerful individuals were born of the Flux near Yahweh and therefore slightly affected by his presence.  These were the eldest first ones:  Bahamut, Rhiannon, Ygorl, Tharizdun, and Asmodeus.

Eventually Yahweh developed the concept of a stable and more pleasing environment than raw flux, one in which lesser creatures and items could exist for a time.  Together these eldest first ones created the essence of the Forgotten Lore Universe, though it looked much different than it does today.  It consisted of a pentagram formation of single layered planes (the “seven” Heavens, Avalon, Pandemonium, Tarterus, and the “nine” Hells), with Yahweh (and the Prime Material) in the center.

At its inception, the Primordial Age, the Forgotten Lore Universe was dark, gloomy, and hostile to all mortal life.  It was however a relative paradise to the Eldest first ones and the 2nd waves that were formed during its creation.  For the most part, there was little rivalry or dissention between any of the immortals.  

Eventually the efforts of the 2nd wavers developing of additional layers for each plane and experiments with the creation of 3rd wavers brought about a planned effort of change which brought in the Age of Ancients.

Ancient:

Many changes occurred during the formation of this age.  Most dramatically the shape of the universe was transformed by the addition of three new planes of existence:  Elysium, the Abyss, and Hades along with their respective deities.  The planes were formed into a 3x3 plane “box” or “diamond”, again with the Prime Material at the center.

In additional to the geographical changes, third wavers made their appearance and populated the planes and layers of those who spawned them.

During this age power struggles developed between the Lawfuls and Chaotics.  The Lawfuls felt that only by submitting to or at least accepting the authority of Yahweh and the eldest first ones that this time of peace and prosperity could continue forever.  The Chaotics while willing to listen to any proposal was wise and sensible, refused to relinquish what they saw as their right to act as they saw fit.  Although time saw the Lawfuls and Chaotics polarize gradually away from one another, the universe was stable for nearly an eternity.  This uneasy alliance held together until finally the Chaotics saw disadvantage to themselves in accepting the will of the system and Yahweh.

Classical:

Out of the process of the Ancient Age’s civil disobedience, several “new” first wave gods threw their wills into the contest for the first time.  These new gods were born of the flux independently of Yahweh or the Forgotten Lore Universe.  These gods were:  Moradin, Jarl Glittergold, Yondalla, Skerrit, Corellon Larethian, Gruumsh, and Maglubiyet.  Initially in the Flux they had banded together for mutual support and protection, until they found refuge in the Forgotten Lore Universe.  Although once close to one another, these gods were polarized like the original Forgotten Lore deities by the question of obedience to authority.

The planes assumed an almost familiar form at this time.  5 planes by 4 planes with the Prime Material plane filling the middle of the box.

Although they did not develop a 3rd wave following to match the Eldest Forgotten Lore gods, the 4rth wave races of these gods would come to rival that of the followers of any deity.  At this time the 4rth wavers appeared and it was a time of myth and legend.  Newly born of the flux many “supped” 4rth wave were common and heroes abounded.  Unfortunately for the older, more individually powerful but less numerous races of the Forgotten Lore Universe, the ascendancy of the 4rth wave races of these new gods came at their expense.

The Classical Age culminated in a titanic final struggle by extremists on the Lawful side, lead by a powerful 1st wave, who though non-native to the Forgotten Lore Universe, quickly became the most vocal and agitating force in support of the Lawful camp.  He became known as Vecna.  Though non-native to the Forgotten Lore Universe, Vecna and his people the Mind Flayers and Githyanki felt that they could resolve the long standing conflict by adding their weight to the side of the Lawfuls.  Vecna was determined to reshape the universe and in the process subjugate the willful chaotic races.  It was at this critical junction when alliances shifted.  

Vecna already a power to be reckoned with used his powers in the domination of others to submit to authority if they refused to do so voluntarily.  Vecna had three powerful allies that had migrated to the Forgotten Lore Universe with him.  

a) Primus a powerful 1st wave being that Vecna had successfully dominated to such affect that to this day Primus still obeys the instructions Vecna gave him and is devoid of original thought.  During the Invoked Devastation, the damage Vecna received has caused Primus to no longer recognize him, until re-authorized Vecna can issue Primus no new commands or direction.

b) Kas (or known now as “The Sword of” Kas), a sentient and powerful artifact in the form of a sword who’s possessor was in turned possessed and became a 2nd waver and swordsman of unparalleled skill similarly controlled by Vecna. 

c) Gith, who had created a race of beings, “the people of Gith”, that were brought into being to serve Vecna and his followers.

The possessor of the Sword of Kas caused Vecna’s undoing during this period of Invoked Devastation.  With Vecna’s attention focused on the formation of a plane to establish himself in the Forgotten Lore Universe, the Possessor of Kas the Sword usurped control of Kas and directed him to overthrow Vecna.  In the chaos that followed, Gith was freed and assumed control the contested control over the process of planular creation. The efforts of Gith transformed the effort dramatically and formed the contested plane known as Limbo; Primus following his instructions as best he could formed the plane Nirvana and established the Modrons; and Kas and Vecna were both nearly destroyed, saved only by the destruction of the one how had wielded Kas and overthrew his control.

Current Day:

The effect of Vecna’s efforts was catastrophic, impacting many planes, most particularly Tarterus, which as of the beginning of the current age is still recovering and the two new planes of Limbo and Nirvana.  The planes now have the familiar 5 planes x 5 planes formation with the Prime material dominating the center.

Descriptions of the planes:

Seven Heavens (7 layers)

Primary god:  Bahamut

3rd wave type:  Angels (Planetar, Phoenix, Solor, Moondog)  

Major race(s):  Dragons

LINKSEVENHEAVENSGOD

Twin Paradises (2 Layers)

Primary god:  Yondalla

3rd wave type: Guardian Angels (Hollyphant, Greater Lammasu, Lammasu, Greater Shedu, Shedu, Opinicus, Baku)

Major race(s):  Halfling

LINKTWINPARADISESGOD

1st-2nd:  Physically alike.  These layers are mirror images of each other.  “Up” for one is the “Down” for the other.  A brother and sister, who are twins, rule this plane jointly.  Hunger, disease, and other such problems simply do not exist here.  In fact most time and effort are spent in relatively unhurried enjoyment of life enjoying and partaking in the pleasures and luxuries that can be had.  Nature provides everything anyone could wish for with minimal effort and no significant effort.  This is the ‘bread basket’ of the upper planes and freely transports the abundance elsewhere to those less blessed.

Atlantis (4 layers)

Primary god:  (Not currently identified)

3rd wave type:  Deva

Major race(s):  Triton, Locathah, Lizard man, Crabman, Aarakocra, Ixitxachitl, Kenku (Species not currently identified)

LINKATLANTISGOD

1. A lush and fertile layer of rolling farming land.  Thinly populated by a people (think Amish) that choose to live in harmony with the land and this symbiotic relationship enriches all.  Those primary inhabitants often merely pass through helping, guiding, and teaching those willing to benefit from such association.  The danger here is in becoming so attuned to this symbiotic relationship that merely subsistent living is achieved without progress or grown.

2. An endless Academy set along the lines of the Greek academies of antiquity fills this plane.  Science, mathematics, and other areas of pure learning are the focus of this realm.  Great teachers are here whose soul interest is in expounding and expanding the learning of the universe.  The greatest danger here is to become so focused on learning that one never applies it to useful purposes.

3. A self helper’s dream hell.  A supportive realm of many facets.  The realm flux here however does have an influence here of unparalleled strength in the planes.  Time and energy spent here towards a goal manifest in tangible change to an individual.  Developing them to the realization of their ultimate goals.  Unfortunately few who undertake such a journey survive the transformation as the person they seek to become replaces the person they were.  A scary “good” version of this nearly nightmare realm is here populated by the tangible essence of an endless number of untempered good intentions.

4. This is the proverbial ivory tower realm.  All is so perfect and beneficial; to enter this realm is to basically be absorbed into the universe by complacency and joy.

Happy Hunting Grounds (3 Layers)

Primary god:  Skerrit (centaur) and (treant)

3rd wave type:  Embodiments of nature 

(Treant, Shambling Mound, Hangman Tree, Willow, Black, Kampfult, Mud-man, Obliviax, Quickwood, Water Weird, Kelpie, Slyph, Nereid, Dryad, Nymph, Sirine)

Major race(s):  Faeries 

(Pixie, Brownie, Sprite, Atomie, Buckawin, Quickling, Nixie, Leprechaun, Grig, Booka, Killmoulis)

LINKTOHAPPYHUNTINGGROUNDSGOD

Primary inhabitants:  Intelligent animals, sentient plants, “mix-matches”, elves

1. Meadows and forest dominate the plane.  The Centaur god and a Treant god live here and on the 2nd layer (moving around whenever they chose).  Animals tend to be giant varieties of standard animals.  Plant life is, taken as a whole, sentient.

2. Terrain is like on Prime Material only more intense.  Animals are almost always giant varieties on standard animals.  Some animals are intelligent, speaking, and have special abilities.  Plant life often has independent awareness and many forms are ambulatory as well as sentient.  “Wardens of the Grounds” protect intelligent animals and plant life.  They are an elite group dedicated untamed wilderness which they protect.  In fact the Wardens are created from the intelligent animals and frequently are formed into the “mix-match” races.  The human spirits that dwell here tend to be from barbaric lands and peoples who would be out of place in civilized places or other permanent habitation.

3. Nighttime realm.  Starlight is best illumination this layer gets.  There exists a connection to the elvish areas of Olympus and Gladsheim via the waters of Oceanus.  The elves of these planes are known to sail upon this river on magical ships.  Faerie folk are here.

Arvandor (3 Layers)

Primary god:  Corellon Larethian

3rd wave type: Seldarine

Major race(s):  Elf

LINKTOARVANDORGOD

1. A forested layer.

2. This layer is an ocean Oceanus, a great body of water connecting all layers of Olympus with both the Happy Hunting Grounds and Gladsheim.  Realm of the sea god Poseidon and the gods of the sea elves.

3. Elves area.  Connected with Oceanus.  This is the most often where the elven court is held.

Avalon (4 Layers)

Primary god:  

3rd wave type:  Embodiments of nature 

(Treant, Shambling Mound, Hangman Tree, Willow, Black, Kampfult, Mud-man, Obliviax, Quickwood, Water Weird, Kelpie, Slyph, Nereid, Dryad, Nymph, Sirine)

Major race(s):  Faeries 

(Pixie, Brownie, Sprite, Atomie, Buckawin, Quickling, Nixie, Leprechaun, Grig, Booka, Killmoulis)

LINKTOAVALONGOD

Limbo (5 Layers)

Primary god:  Gith

3rd wave type: Titans/Overseers (dual-conflicting archetype)

(Titan/Gith Dog, Beholder, Mind Flayer, Aboleth, Effreeti, Djinni, Dao, Madrid)

Major race(s):  Githyanki, Githzerai (dual-conflicting archetype)

LINKTOLIMBOGOD

This is a distorted world whose twisted passages flow through the Flux.  Only the people of Gith call this their home.  This untamed Plane realm is a common spawning ground for most of the known demiplanes in existence.  The five layers of this realm are mixed together in five different passages, connected and not connected, like those of the Demonweb Pits.  These paths often are visibly twisted around one another.

Pandemonium (4 Layers)

Primary god:  Ygori – Lord of Entropy

3rd wave type:  Slaadi

Major race(s):  

LINKTOPANDEMONIUMGOD

1. Hot and steamy swamp.  Mostly vicious swamp creatures and plant life from the prime.  Great dinosaur area.  A realm of antiquated giants.

2. Hot and steam swamp.  Mostly vicious swamp creatures and plant life from the prime.  Great dinosaur area.  A realm of antiquated giants.  Red Slaadi only common Slaadi found here.  More unnatural swamp creatures found here as well.

3. Cold, icy mire.  All Slaadi found here, though more powerful ones less common than other types.

4. Subterranean kingdom ruled by Slaadi Lords.  All slaadi common

Abyss (666 Layers)

Primary god:  Contested (Grazz’t, Demogorgon, Orcus, and others)

3rd wave type:  Demon

Major race(s):  Numerous minor races

LINKTOABYSSGOD

Primary inhabitants:  Demons, (Gnolls), (Drow)

The abyss is dominated by a great ocean connect to the rest of the lower planes by the River Styx.  This ocean connects the 666 layers together in a loose and ever changing bond.  Each layer is separate and distinct and well suited to the particular demon lord that dominates it.

Tarterus (6 Layers)

Primary god:  Thundarzin

3rd wave type:  Demodand

Major race(s):  Dinosaur peoples (Yuan Ti, Babbler, Muckdweller, Troglodyte)

LINKTOTARTERUSGOD

1. Sea of Dust (as per Greyhawk) type of environment.  High gravity and native materials have especially high density.  Often adventured upon by demons and daemons alike.  Other creatures sometimes adventure here as well.  Prime Material beings that are caught here are converted to the “Cause” (performing relatively minor tasks in the Demodand’s goal of reviving Thundarzin).  Ruined cities/fortresses are sometimes found which have often been buried for millennium.  Demodands are found only in secret hidden cities and lairs.

2. Artic realm.  Mostly barren except for the ruined fortresses.  They are usually inhabited but have never been repaired completely from their devastation because of lack of manpower.

3. This is the layer that the Styx runs through.  It is a swamp layer.  It is probably the most inhabited of all the layers of Tarerus.  It is sometimes possible to find an Elder Titan trying to rebuild.  Fortunately not many Elder Titans survived the fall in their battle and even fewer still have either avoided or escaped their punishments.

4. A “land that time forgot” ruled by Sauron, a extremely powerful Pterodactyl-Were.  Demodands serve Sauron faithfully here (they know better than to disobey, or even disappoint Sauron).  The whole realm is completely dark.  The only vision possible is that of those that can both detect invisible objects and illusion simultaneously.  Unearthly monsters roam this plane (some fearsome beasts are actually used as cattle).  Some of the monsters here are the equivalent to phantasmal killers.

5. This is a layer of torment.  Many Elder Titans are here undergoing punishment (usually unique types of punishment like in Dante’s Inferno).  This realm is similar in theme and substance to “Ravenloft”.  Where the Elder Titans have been reduced to the status of the “dark lords”.

6. This is the prison of He Who Must Not Wake.  He is here and is trying to break out.  Anyone entering here and not already completely loyal to him will be before they leave.  If they leave at all.  If you have arrived here you can kiss your ass goodbye.

Note:  Thundarzin type and cronies exiled here.  Native “water” (including rain) is not water but a very strong acid.  Poisonous plants and animals are common.  (Reptiles are probably most common, snakes especially so).

HADES (3 Layers)

Primary god:  Anthraxus

3rd wave type:  Daemon

Major race(s):  Parasites

(Doppleganger, Mimic, Were creatures, Creature Were, Pseudo-Undead, Yellow Musk Creeper/Zombie, Selkie, Plant dominators/symbiotic)

LINKTOHADESGOD

1. Wilderness of Hades.  Random guerilla type warfare goes on here against all invaders, though natives have abandoned it for all practical purposes.

2. Feudal society with Arcanadaemons holding the positions of Arch Dukes.  As the Oinodaemon’s lieutenants they present themselves in a manner similar to Kosh, the Master of the Dark Force (Star Wars), or Merlin and while then are seldom seen, they are the functional power in this realm.

3. The private realms of the Oinodaemon.  This area is reserved for the Oinodaemons, his royal family, his most relied upon allies, and those powerful associates he does not trust to be too far from his reach.  A guardian does guard the gate to this layer much like the mythical Cerberus.

Gehenna (4 Layers)

Primary god:  Gruumsh

3rd wave type:  Giants

Major race(s):  Orcs, including ogres and hill giants.

LINKTOGEHENNAGOD

1. Battlefield layer.  Many connecting tunnels/passages through the mountainous region to Archeron & Hell.  The Orc armies wage war against the goblins and vice versa using these passages.  There are many great fortresses that defend this realm along the most direct invasion routes.  Bahgtru stays here and leads the fight personally (while the other orcish gods tend to stay out of direct combat when possible).  Bahgtru usually charges head long into battle unless the odds really appear to be overwhelming in which can he will sensibly retreat.

2. Huge positional defenses dominate this generally barren and hostile realm.  Ilneval defends this layer.  It has never fallen to enemies.

3. Orcish paradise.  Gruumsh and Luthic stay here.  The land is in perpetual twilight.  Unlike many view of paradise this one is not a care free place of luxury (at least not by human standards), instead there is often a worry about acquiring food, as it must be hunted or gathered and although not non-existent, it is definitely not overly abundant either.  There is in fact enough food to supply the needs of all who are here.  Scarce times result when somebody takes more than his share though.  And since most of the orcs & giantkin will take and hoard as much as they can, shortages do occur fairly frequently.  As a result, the powerful orcs are strong, well fed, and have stockpiles of food and supplies against the tough times, while the weak starve and suffer.

4. Underworld layer of Gehenna.  Shargass lairs here.  When Gruumsh or Ilneval need behind the scenes information Shargaas is called upon.  This layer connects to all the other layers of the plane.  It is this pit to which all orcs eventually return.

Yurtrus wanders the entire plane of Gehenna and is often seen with the Oinodaemon in Hades.

Nine Hells (9 Layers)

Primary god:  Asmodeus

3rd wave type:  Devils & Imp

Major race(s):  Alliance/Syndicate

(Kobold/Jermlaine, Saghuagin, Duergar, Azer, Firenewt, Chromatic Dragon)

LINKTONINEHELLGOD

1. Tiamat’s layer.  She has held her position against potential rivals due to her strong and unwavering support of Asmodeus and the assistance of Kurtulmak.

2. Dispater’s layer.

3. Mammon’s Layer.  Glasya is here as well.

4. Belial.

5. Geryon.

6. Moloch.

7. Baalzebul.

8. Mephistopeles.

9. Asmodeus.

For exacting information of the Hells see Ed Greenwoods “Hells” in the Dragon, available in PDF form.  Factions are between layers 1, 5, 9/2, 3, 8/ and 4, 6, 7.  Each layer is connected most often via crevices in the ground.

Archeron (4 Layers)
Primary god:  Maglubiyet

3rd wave type:  Raiders

(Barghest, Spriggan)

Major race(s):  Goblin & Hobgoblin.  Minor races include: Bugbear & Yeti

LINKTOARCHERONGOD

1. Battlefield layer.  Many connecting tunnels/passages through the mountainous region to Gehenna & Hell.  The Orc armies wage war against the goblins and vice versa using these passages.  There are many great fortresses that defend this realm along the most direct invasion routes.  Hit and run ambushes predominate the combats of this layer.

2. The fortresses on this layer usually hold their own but occasionally fall to orcish raids.  Hit and run ambushes are common here as well as stand and fight battles.  The more organized military efforts are usually carried out by the hobgoblins and bugbears.  

3. Layer of the bugbears.  All six bugbear gods dwell here.  Their battle prowess has earned them the reward of a realm to themselves.  This is a wild and generally untamed realm even by goblin standards and presents an abundance of challenges for the heroic bugbears to prove themselves and create their legends.

4. Goblins and hobgoblins dwell here in their version of paradise.  

Nirvana (1 layer)

Primary god:  Primus

3rd wave type:  Modron

Major race(s):  Bioengineered Races

(Mongrelman, Myconid, Vegepygmy, Formian (aka “centaur ants”), Spectator)

Primary inhabitants:  Modrons

A realm so rigidly adhering to laws and order that it has a strong look and feel of a Tron, Terminator/Skynet, Cylon, or other computer dominated world feel.

Arcadia (3 layers)

Primary god:  Moradin

3rd wave type:  Earth Angels

Major race(s):  Dwarf, Gnome

LINKTOARCADIAGOD

1. This plane is the marshalling ground of troops for this plane.  Their purpose is to fortify the realm against invasion and be a staging area for like invasions of the lower planes.  Military forces are usually led by noble “barons” from this and other planes.

2. Mountainous passes protect the entry here.  Medieval feudal society.  Yeomen are the primary defense of this realm.  The bravest and the most loyal thanes of the monarch are here.  They typically dwell in the castles protecting this layer.  Thanes are generally 3rd wave.

3. This plane is connected to the last plane by various entrances.  The whole plane is a vast cavern/fortress/mining complex.  A rather dour version of the ideal life where every moment of a lifetime is often spent fulfilling one obligation or another (family, liege, friends, home, etc.).  Moradin rules here.

Prime Material Plane, aka Concordant Opposition (1 Layer)

Primary god:  “Yahweh”

3rd Wave type:  N/a

Major Races:  Humans (and animals)

LINKTOPRIMEGOD

The Prime Material Plane is the hub and focus of the Forgotten Lore Mulitverse.  It is the keystone of this Universe that sets the standard.  The Prime dominates the center of the planes and is a realm of transit between worlds.  It connects to the first layer of every plane in the Universe.

