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Twenty Questions About Assignation 
 

Jeff Rients asks twenty questions to help players get a sense of a new setting. Here are answers. 

 

1. What is the deal with my cleric's religion? 

 If you are a cleric, you have four options. 

o You are a cleric of Dufell, Goddess of the World’s Deeps (probably part of the Temple of 

the Healing Dark, but possibly a radical employed by the Seers of the Deep.) Worship the 

darkness, find yourself in it, find truth you can feel but never see. 

o You are visiting the newly-formed Winged Sword Chapter, a cleric of Inspyria, Deity of 

Inspiration. Share the beauty and hope of the world with others, struggle against 

impossible odds. 

 This makes you an outsider in town, but not automatically disliked except by the 

old Dufell hard-liners (most, but not all, are goblins.) 

o You are not claimed by one god yet. 

o You are visiting from elsewhere and not locally aligned with a religion. 

 

2. Where can we go to buy standard equipment? 

 Fixers. Rather than having traditional stores, Assignation has “fixers” who hang out where 

leaguers gather. Most fixers are goblins. Ask the barkeep for a fixer, ask the fixer to buy or sell 

gear, and the fixer will arrange a meeting with another interested party, or handle the transaction. 

There is always a little skimmed off in these transactions, but making friends with the right fixer 

can be much less expensive than trying to resupply and fence goods on your own. Most trade is 

with cottage industries, with humans or goblins who run small volume trade out of their homes 

and rely on fixers to connect them to buyers. If fixers cut someone out, or cheat them, a complaint 

to family or friends can often bring pressure to bear from the fixer’s patrons. This process is 

barter-heavy and relational. The law cannot help bring justice to this strange economy. 

 

3. Where can we go to get platemail custom fitted for this monster I just befriended? 

 Goblins are accustomed to being the high rulers of the Deeps. As lords and masters down below, 

they have eaten or enslaved just about anything that moves through the darkness. Because of that, 

their armorers have decent experience and traditions of making anything harder to kill. Go to the 

Winding Stair and the forges below them. Scarnose Brick is a goblin armorer who can help you 

out, or refer you to another specialist in their tight-knit community. 

 

4. Who is the mightiest wizard in the land? 

 Rhaldeus the Eavesdropper lounges in his oracular tower on ridge to the south of Assignation, 

overlooking the Pit. He specializes in disembodied forces, conducting séances and even concerts 

with the ghostly entities from beyond. Those who cross him are likely to be cursed, and he has a 

pair of gruesome malformed assistants, Tarsha and Muhgor. 

 The other most powerful wizards are Calibisha the Necromancer and Katrick the Transmogrifier; 

they have towers too. 

 

5. Who is the greatest warrior in the land? 

 Legend speaks of a goblin, Huratha, who grew up in a backpack carried by warriors fighting 

monsters in the Pit. He was their mascot. He learned foreign fighting styles as he learned to 

speak, and he spent every moment in training or battle. By the time he was five, he had lost 

dozens of companions to the hazards of the Pit, but he was addicted to the warfare. Somewhere in 

the darkness, he had a religious experience, and surrendered his all to Dufell. Now, centuries 

later, he is weary of losing companions in the long struggle. He lives alone somewhere near the 



2 

http://fictivefantasies.wordpress.com/ 

bottom of the Pit, hunting and killing monsters that emerge. You will know if he is near because 

you will find monsters slain by weapons made from their natural weaponry, and you will hear the 

strange altered lobbacall—“kiiyiiyiiki!” When that call echoes, monsters from the deep flee. 

 

6. Who is the richest person in the land? 

 Duke Enith Darymasa actually asked for rulership of Assignation, because he wanted his legacy 

to record him doing something for the good of the entire Breathing World, and for the kingdom of 

Rothlees. To that end, he took on Assignation and founded an order of holy warriors, spreading 

his wealth in the city and earning the grudging respect of its respectable citizenry. While he 

seems hopelessly naive and slightly goofy, he seems to genuinely care about the welfare of the 

people and their protection from monsters and war. 

 

7. Where can we go to get some magical healing? 

 The Temple of the Healing Dark worships Dufell, Goddess of the World’s Deeps. They have 

resources to heal those who are physically or magically injured. They do not charge for their 

services, but they do accept donations. Those who anger Dufell will not get better under the hands 

of her healers, however. 

 

8. Where can we go to get cures for the following conditions: poison, disease, curse, level drain, 

lycanthropy, polymorph, alignment change, death, undeath? 

 To get over death energy, go to Calibisha the Necromancer’s tower. It is unlikely she will 

resurrect anyone, but she may be able to drain off death energy. It is unlikely she can (or would) 

fix vampirism. Be respectful, or you may not leave alive. 

 If you’ve been shape-changed, your best bet is Katrick the Transmogrifier; he knows the ways of 

forms, and may be able to restore you. It is unlikely he can fix lycanthropy, though. 

 If you’ve been cursed or altered, Rhaldeus the Eavesdropper may be able to help you—but he’ll 

want something in exchange, and you may be better off with the curse. He’s powerful, and he 

knows it, so he drives a hard bargain. 

 If you’re poisoned, the Temple of the Healing Dark may be able to help. They have many earthy 

remedies for strange conditions. They might be able to cure diseases, too. (Any disease you got in 

the dark, they’ve likely got a cure for; social diseases are kind of a specialty.) 

 

9. Is there a magic guild my wizard belongs to or that I can join in order to get more spells? 

 Your best bet for new spells involves cutting a deal with one of the three local powerful wizards: 

Rhaldeus the Eavesdropper, Calibisha the Necromancer, and Katrick the Transmogrifier. Anyone 

can direct you to their towers, if you have the nerve to interrupt them. Sometimes they send 

invitations to promising potential students. If you want to learn magic without becoming an 

apprentice, you’d better have some terrific wealth to offer; generally at least 600 gold per spell, 

and that’s if they like you. Also, at least one small favor (that is never small.) 

 

10. Where can I find an alchemist, sage or other expert NPC? 

 Vothrex Court is a half-moon against the southern slopes of Assignation. The long curve of the 

street has many eccentric homes and laboratories of minor spellcasters, crackpots, sages, scholars, 

historians, and other undesirables. This group has a wide racial mix. Most leaguers go to Vothrex 

Court to identify weird materials, or sell them. Evidence Cooper is a hunched goblin who knows 

all the scholars and has a sense of their interests, business, and resources; he’ll often buy from 

leaguers, then see if he can turn a profit selling to scholars. In general, the leaguers get quick 

cash, the scholars get weird artifacts they would not have known were on the market, and 

Evidence gets rich. 
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11. Where can I hire mercenaries? 

 Ballistrade Gate. Unruly troublemakers looking for coin can be found on Ballistrade Gate, the 

long street from the city gate to the edge of the Pit. The street is five lanes wide, and there are six 

taverns along the way, each one hosting a league of explorers (often for hire). 

 Sour Ribs. If you are after goblin clans for murder and theft, the Sour Ribs are the place to go; 

representatives go fishing in the pond beneath the towering stone formation that looks like ribs. 

Talk to any goblin fishing there to make contact with a clan of goblins for hire. Don’t do this 

unless you’ve got at least a thousand gold ready to spend, ideally many times that; an insulting 

offer will get you knifed and left in the pond for the fish to eat. Humans killed in this way will not 

be eaten by goblins, as the human insulted their honor and offends their sense of taste. 

 Katrick the Transmogrifier has been known to sell strike teams of Nightslayers (ruthless 

lizard/owls) from his personal army, usually in increments of 20 for about 50 to 100 gold each 

(depending on his current supply). They come with a pendant that allows the owner to control 

them and communicate with them. If the pendant is lost, that’s not good for their former master. 

 

12. Is there any place on the map where swords are illegal, magic is outlawed or any other notable 

hassles from Johnny Law? 

 Assignation’s blended population has never been good at relying on the law to take care of its 

interests and rebalance its power. The goblin culture infected human culture with a certain 

vigilante spirit. Family and clan is more reliable than impartial law. There are few laws governing 

what you can do in Assignation, but if you cross the wrong people or make a fool of yourself, it’s 

unlikely anyone will be interested in your complaints (or maybe corpse) after you are punished. 

Listen more than you talk, look for who is watching you, never show weakness, and occasionally, 

for no reason at all, change your route and plans. 

 

13. Which way to the nearest tavern? 

 Go to Ballistrade Gate; it is a long street from the city gate to the edge of the Pit. The street is 

five lanes wide. Along the way there are a total of six taverns, each one sponsoring a league of 

adventurers (leaguers) who go down into the Pit. Even if you don’t plan to adventure, it can be 

exotic to rub shoulders with danger-seekers and be in the presence of the wealth, trophies, and 

artifacts hauled up from the deep. Want stories that are good, whether they are true or not? This is 

the place. 

 

14. What monsters are terrorizing the countryside sufficiently that if I kill them I will become 

famous? 

 Stain of the Winding Stair. A hideous dark creature lurks in the depths around the Winding 

Stair, slaying and vanishing into the endless tunnels. There is talk that the Stair may have to be 

abandoned if no one can find and kill the Stain; it hunts with impunity. 

 Matracha the Chorus. This multi-headed reptilian horror has a honey smooth voice and is a 

brilliant rhetorical speaker and tactician. It has reared monstrous spawn in the wilds of the 

mountains on the other side of the Pit, and it hunts monsters and people for food, growing ever 

stronger. There are rumors that the Chorus is beginning to organize other monsters and barbarians 

in the mountains, to burst the ghim gate and free the Firstborn. 

 Elegatchanath, the Web Spinner. This demonic creature can assume human form, and stalks the 

streets of Assignation using its weird powers to collect prey and to destabilize local politics—for 

amusement, as the rumors say, or for a darker purpose? It got the attention of the city when in one 

night it slew all the Golden Knaves leaguers that were at their tavern, and all the patrons, and left 

their dry, empty husks and swarms of tiny spiders in its bloodless wake. No one knows why. 

 

15. Are there any wars brewing I could go fight? 
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 Lots of fighting, but hopefully no wars. Monsters well up out of the pit, generated or released into 

this world through the blood of the Firstborn stewing in the rocks of the Pit. Assignation contains 

the damage. The battle to take more of the territory in the Pit and push the monsters further back 

from civilization is endless. To get to a proper military clash, you’d need to leave the mountains 

and travel a piece. Or, provoke the goblins, humans, elves, and stonach to fight each other until 

the city’s tensions escalate to outright battle. 

 

16. How about gladiatorial arenas complete with hard-won glory and fabulous cash prizes? 

 The Drunken Harpy Tavern has a fight club in the basement, and anyone who joins the Pit 

Harpy league must prove cunning, strength, and viciousness in the ring before being inducted. All 

applicants are put in the ring, the winner fights a representative of the league to get in. Also, 

members settle grudges and disputes in the ring. The betting around fights is also an entertaining 

way to make or lose some coin. Sometimes enthusiastic leaguers will open it up and fight 

volunteers from the crowd, just for the exercise. 

 

17. Are there any secret societies with sinister agendas I could join and/or fight? 

 Seers of the Deep. The main danger to humans, stonach, and elves is the Seers of the Deep. This 

group of goblin sages is left over from the time before the Firstborn tried to tear through the earth. 

They never let go of the dream of being goblin overlords, and several on the Council are still 

alive from that time due to the energies of Dufell coursing through them. They want to end all 

worship but their own, slay all the wizards, and rule overtly and covertly to the benefit of goblin 

chiefs. The authorities suggest these goblins are quite mad, and capable of great atrocities in the 

name of their cause; even the goblins would suffer were they to ascend to power. They have 

friends in high places, however, so while they are covert and illegal they remain dangerous. 

 

18. What is there to eat around here? 

 Funereal Feasts. This is one of the few places where humans and goblins living together have a 

socially acceptable way for goblins to eat human flesh. Ask around; there’s usually a funereal 

feast somewhere in town every day or so, sometimes more than one. Several caverns under the 

prison and hospital area have stone tables ready for up to 5 corpses at once. No charge; goblins 

are doing the city a service by disposing of the remains in a socially responsible way. This is a 

good way for goblins to network with other goblins. 

 Pit Bounty. When sizeable (and edible) monsters are slain in the Pit, sometimes a combination of 

goblin and human and stonach ingenuity gets one or more of the corpses to the surface. There are 

three big feast chambers around the lip of the Pit, where butchers prepare the monsters and 

separate out what humans and elves will eat, what stonach will eat, and the rest for the goblins. 

Then there is a feast, free of charge, with the sides and drinks and extras provided by the 

sponsoring taverns. 

 Common Fare. The taverns are supplied with mushmeal, ground up special mushrooms that are 

flour-like and can make tough bread. Also, meatworms grown in the dark taste much like soggy 

chicken, and they are cheap. (Cut a cross-section for a steak or medallions, or longwise for strips 

or fillets; it’s all the same.) Surface animals like chickens and pigs and cows make the occasional 

appearance, but are seldom cultivated in Assignation itself. Most of the local food is from the 

depths, and humans have grown used to eating the inexpensive fare. 

 Intoxicants. Even the alcohol is often fermented below; goblin legend is that their first attempts 

at diplomacy with humans were smoothed over by offering new and different booze. Humans like 

the fermentation, but many are also drawn to spores and chewy fungus that can alter perception. 

 

19. Any legendary lost treasures I could be looking for? 
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 The Vasish Treasury. About 200 years ago, Vasish the Necromancer brought his mixed army of 

undead and monsters, and settled in the Fringelands—an area by the Pit, deep inside it, where the 

goblin city had not been completely destroyed. He sent scouts all through the Fringelands, 

gathering a massive treasury. Then the Chorus emerged, fought through his fortified lair with an 

army of reptilian monsters, and slew him (and ate him, just to be sure.) However, all that treasure 

is still down there somewhere. 

 Amnos the Heroic. This famed warrior descended into the Pit with enough enchanted weaponry, 

armor, potions, trinkets, and so on to outfit a blinged-out royal line and most of their loyal 

supporters. He never came back. Wistful stories are told of his sorcerous blade that could kill with 

a swing, of his armor that reflected injury back on the attacker, of his halo of true seeing, his 

everflowing decanter of health, and on and on. Where lies his corpse? 

 The Lost Chapel. A great sanctuary to Dufell was the staging ground of the confrontation 

between the servants of the god and the Firstborn, the battle that weakened it enough to be 

repelled before it was too late. This chapel had an artifact, the Heart of Dufell. What does it do? 

Legendry is wildly inconsistent; some say it carries within it an alternate reality, and that was the 

force that stopped the Firstborn. Others insist it allows one of the faithful to manifest as an avatar 

of the Goddess, and she stopped the Firstborn. Others say it can form the earth, drawing out or 

sinking treasure and making an invincible underground maze. Might it still be down there 

somewhere, or was it destroyed by the Firstborn? Seers indicate it still exists, but no one has 

found it. If someone did, that would be a sensation felt far and wide. 

 Endless legendry. The goblin city was vast, as were the mines, and much wealth was gathered 

there. The stories have been elaborated over the centuries, so only the Dufellite elder goblins 

know the truth of what may still lie hidden in the ravaged earth. 

 

20. Where is the nearest dragon or other monster with piles of treasure? 

 Monsters are plentiful. Those in the lower level can act unmolested by any but other monsters and 

the stonach. Hoarders abound. So, head down into the Pit, as deep as you dare, then start checking 

out the Fringelands. Good luck. 


