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Assignation 
City on the Brink 

 
Elevator pitch: An ancient city grew up around the entrance to an underground goblin city. When the 
Firstborn Dragon of the Goddess of Monsters tore loose in this location, 3/4 of both were destroyed and a 
vast pit formed as it was driven back down to the lava. Thousands of years later, the city is thriving up in 
the mountain mists, but it is a dangerous place that needs heroes to maintain its existence. 
 
There are two rival tales of the founding of the city. One is that the Deep Goblins had a magnificent city, 
and Assignation grew out of where their trade gushed to the surface to flow across the land, attracting 
traders and settlers. Or, humans found rich silver mines—either the goblins stole them from under the 
settlement, or were brought in to mine the silver then revolted and expanded. 
 
The city was founded about 5,250 (somewhere around there). Little did the goblins or the humans realize 
it was built atop the resting place of the Firstborn of Scythia, the greatest dragon to ever live. The 
Firstborn slumbered in the magma, dug deep enough into the soothing warmth of the earth to drown out 
the noisy surface world above. The Firstborn was created around 3,200, and bound by the gods when they 
bound Scythia (his mother, Goddess of Monsters) around 3,400. 
 
When the gods cast the breathing energy of the world back down into it in 7,000, that disruption woke the 
Firstborn. He thrust towards the surface from deep within the earth, to blot out the sun and unleash 
destructive force the gods themselves might not be able to contain. 
 
Humans and goblins, especially servants of Dufell, fought the dragon in the depths. The goblin city was 
mostly destroyed, and over half the human city fell down on top of it as the forces disrupted the earth. 
However, the dragon was subdued. He retreated back into the magma, and Dufell’s servants closed the 
way down to him. 
 
Humans provided shelter for the surviving goblins as they established a new settlement around and under 
the surviving human town.  Monsters started coming up the cliff, and they had to be stopped before they 
could get loose in the lands below. Blood of the dragon spawned horrific things in the dark. 
 
Then the ghim came around 9,875, to seal the area better. They built forts and sigils to bind the energy 
and the Dragonson down in the dark. But they waver, and sometimes lose. Also, about 9,900, elves from 
the valley sent gifts and took an interest in the activities of their neighbors. 
 
Locals call it “the Nation” and detractors call it “Ass Town.”  The humans and goblins bicker about who 
is the oldest race, but together they look after the new kids. Together, all the races keep the bindings 
strong, and the Dragonson sleeps the centuries away. 
 
The current year is 11, 312.  
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Locations of Assignation 
 

Outskirts 
 
Settlements 
 
Kaylesthwaite Brew-Mill. The Kaylesthwaite clan of stonach settled on the spur of rock overlooking the 
Rib River, surrounded by water. It had some rudimentary goblin fortifications, but the stonach bolstered 
them and built a mill and a brewery on the spot. This brew-mill was a symbol to the people of 
Assignation that the stonach were here to stay, producing bread and beer to keep and share. In case of a 
serious assault on the city, the Brewmaster will open the foundations of the fortress up to the armies in the 
Ribland, in exchange for their aid in warring against any aggressor. 
 
• Hops Hollow. Need proper hops to make proper brew. Humans and stonach labor together in an 

agrarian settlement to support the needs of the Brew-Mill. They are thoroughly incurious, not at all 
interested in overheard conversations or the politics that swarm all around them. Therein lies their 
safety. Should anyone cause trouble in Hops Hollow, the stonach have a word with leaders in 
Ribland, and the trouble sorts itself out, usually with a tangible apology offered to the wronged party 
(often by a bloodied but sincere ruffian, or next of kin, usually including a gift). In exchange, Ribland 
has great stonach alcohol flowing in their beer tents. 

 
Ribland. This tough settlement is a shifting semi-permanent tent city of mercenaries from all over the 
Breathing World, mostly deep goblins and humans. The rough-and-tumble area often serves as a 
rendezvous point after jobs. Mercenary leaders, and experienced troops, know that they can get good 
work from the goblin fixers of Assignation. Staying near the city, but outside its walls, allows them a 
degree of freedom in easy range of many comforts of civilization. Like stonach beer! 
 
• Millroad. A road runs in the shadow of the city wall, so farmers from the Apron can travel to and fro 

to the Brew-Mill safely without entering the city. Unspoken law in Ribland is that those traveling that 
road are to be left alone. The mercenaries and ne’er-do-wells of Ribland are not chased off because 
they have an understanding with the powers of Assignation, and the safety of those on this road is part 
of that understanding. Should attacks happen on the road, the culprits will be quietly found and dealt 
with, and no one who wants to stay in the area will defend them. 
 

• Sour Ribs. If you want to hire 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. 
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Tyrwald.  The elven city of Tyrvallen down the western road has an outpost near Assignation. Tyrwald is 
made up of human and elven population, serving travelers who arrive too late to enter Assignation or who 
are gathering their nerve to visit the Tower of Calibisha. This modest way station and rural village is also 
the center of intelligence networking for the elves trying to keep tabs on various situations in the city. 
Have a care who you insult in this place; even those who appear to be humble woodsmen or farmers may 
be something else entirely. 
 
Wizard Towers 
These three towers are home to powerful wizards whose very presence shifts matters of politics and 
power in Assignation. 
 
• Magnificent Tower of Calibisha the Necromancer. Still a child, this precocious and powerful 

wizard has a scar on his forehead and he is protected by the ghosts of his parents. He is fascinated by 
demons and pacts. The approach to his tower is decorated by impaled corpses that never rot. Illusions 
and demons protect his tower, as well as guards called spearwives; they are apparently his harem and 
protectors. Visitors report he has an extensive necromantic library, workspaces for mutational 
experiments, necromancy, and vivisection, and a number of rather explicit portraits of himself on 
display. (Necromancer, 14th level) 
 

• Sorcerous Citadel of Katrick the Transmogrifier. She is beauty and evil incarnate, favoring a 
gaudy noveau-riche aesthetic. Long ago, she split her life force somehow, so she does not age and 
cannot be killed. She has the Chalice of Orvoskia, which allows her to summon and command an 
army of nightslayers (ruthless lizard/owls.) She creates and sells pendants to go with mercenary 
forces of nightslayers, for those who can meet her price. Her tower is always enveloped in a storm, 
and some say the lightning from that storm mutates those who survive it. Her tower is protected by 
fiery explosive magical traps, and illusion magic, and an army if nightslayers. She has an observatory 
enchanted to see through the foul weather that clings to her tower, and in her free time she charts the 
heavens for her own inscrutable purposes. (Wizard, Zephreese school, 11th level) 

 
• Oracular Tower of Rhaldeus the Eavesdropper. He is a gossipy, otherworldly mage who 

specializes in séances. He is rumored to have a strange number of eyes. He decorates in a neo-
classical style. Curses, hauntings, and magical traps look after his safety, as well as a pair of hideous 
hunchbacks known as Tarsha and Muhgor, who have strange powers of their own. He is famous for 
hosting concerts with music played by ghosts. The approach to his tower is decorated by trees with 
the bodies of those who displeased him hanging from them, their ghosts torn loose and wandering in 
the shade of their corpses. (Wizard, Aglatch school, 16th level) 
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Assignation Surface 
 
Apron. This land outside the walls of Assignation belongs to no one and pays no taxes. Many subsistence 
farms cover the land. Those wishing to be safe find a patron in the city, and they pay the patron for 
tangible and intangible protection using food and meat. They use fixers at Dragon Gate to find buyers for 
their goods and to get what they can’t make themselves. In case of serious danger, those living on the 
scattered farms outside the wall will pull back into the city. 

 
Canal Quarter. The misnamed “Canal Quarter” is a corridor from the city wall at the Millgate to the Pit, 
mostly on the east side. The canal controls the Rib River as it moves into town, channeling it into the Pit 
without overflows that endanger all the underground construction of Assignation. The Canalars clan takes 
its duties with the canal very seriously, and anyone criticizing their work or cutting in on what they see as 
their territory will get bloody.  
 
• Arville Barracks. 300 of the duke’s best monster fighters are housed at the edge of the Pit. If 

anything stirs or starts climbing up, they are on the spot, armed and ready. They are also prepared to 
back up the Citadel should the need arise. Joining the Arville Command is a sign you are an elite 
soldier; they are all toughs, and armed variously to taste. They are skilled tunnel fighters as well. 
Arville Command is roughly even in numbers, between human and deep goblin warriors. They are 
united in their opposition of forces from the Pit and from the outside world. 
 

• Corpsenet Canal. Many goblins make their living with nets strung across part of the canal. Before it 
was outlawed about 500 years ago, many would employ the undead to help sift the canal contents and 
to work the nets. The canal works with a number of locks and reservoirs, regulating the water level. 
The deep goblins have refused to allow the stonach to examine the workings, but the canal functions 
as it should, so no one forces the issue. 

 
• Dragon Gate. The gate has a fanciful carving of the face of the Firstborn over the doorway, 

contributed by the ghim who came to make sure he never gets out. The gate anchors the southern 
point of the Millroad, and is the beginning of the road east to Melwhynar. 

o Leg Tax. One silver per leg for non-residents, goes to the coffers of the Duke. 
 

• Feast Chambers. Riddling the underground of the southern canal quarter are feast chambers. Stone 
tables are in place, and as corpses become available, the call goes out among goblins who are 
welcome to come and feast for free. Chambers are most used under the prison, the hospital, and the 
plaza. These are ideal networking locations for goblins, away from human eyes and ears. 
 

• Krabe Prison. The prison can only hold a maximum of maybe 200 individuals. Most crimes are 
punished readily, once, rather than locking people up. The prison is for out-of-towners that hold 
special interest for a faction, or people who may need local protection, or as a token option to give the 
Duke when considering what to do with a troublemaker. It has a mill, and a workhouse, and 
sometimes people must serve sentences at the prison workhouse by day and sleep at home by night. It 
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is also a kind of tough love homeless shelter. And infested with ghosts, too. Goblins run the prison, 
under marginal and indifferent human supervision. 
 

• Plaza. The Plaza is a major tourist attraction, overlooking the magnificent peril of the Pit. It houses 
winches and pulley systems, elevators and ladders, designed to haul up Pit Bounty killed in the deeps 
as a free public feast in the chambers below the Plaza. Only the feast chambers around the Plaza 
allow goblins and humans to mingle at a feast. 
 

• Soup Runoff. This grim name comes from the meat that once filled the canal, so that the water was 
almost a gory kind of soup when mixed with offal, algae, and other unpleasantness. This filthy pond 
is essential to managing the water level in the canal, and it is a favorite dumping ground for corpses 
the killers wish others to find. It is also a source of considerable danger, with the fanged wildlife that 
makes a home in the murky, carrion-rich waters that back up to so many lairing sites. 
 

• Zetch Hospital. Part of a forgotten reform movement started by a new human faction over a 
millennia ago, this building provides hospitality to outsiders. It is not a place of healing, but instead a 
sort of hostel for visiting dignitaries that the Duke wishes to make comfortable and isolate from the 
local culture (without bringing them into the Citadel.) When you get sick in Assignation, you lie in a 
corridor and hope for the best, or you are tended by friends and family, or a fixer brings you a healer. 
The idea of going somewhere to lie among other wounded and sick is alien to the culture. 

 
Cliffside. As soon as you reach the part of town where floors tilt southeast and broken roads were never 
fixed, you are in Cliffside. Vothrex Street holds the line as the last crooked but viable housing, then the 
pit slides down. Houses and streets and gardens are broken on the slopes below, still holding on, weirdly 
alien to their original functions at angles or upside down. Below Vothrex Street, only goblin outcasts 
squat, and mostly the broken habitations that still cling to the wall of the cliff serve as lairs. 
 
• Vothrex Street. Scholars, alchemists, and experts of all kinds live on the last edge of habitable 

housing along the rim of the Pit. They live close to where adventurers return with bounty, and where 
they can quickly get to the feast chambers to possibly harvest academic knowledge before it is eaten. 
They live in cheap dangerous housing, awash in the euphoric thrill of neighbors who are also into the 
more esoteric arts and sciences. Many fixers serve them, getting their basic needs and less basic needs 
filled while connecting visitors to the local experts. If you have or want books or monster parts, and if 
you need expert consultation, Vothrex Street is the place to start. 

 
Descent. Before the Firstborn Eruption, this neighborhood was the Dark Gardens. It was home to the 
wealthiest and most powerful in Assignation. As soon as the ground crumbled and the occupants died or 
moved out, others slipped in and squatted in the cracked ruins of grandiose quarters. The power of 
nostalgia and remembered glory endures for a startlingly long time in Assignation. The crafters, cottage 
industry workers, fill the nooks and crannies of this broken neighborhood. Spinners, weavers, tanners, 
cooks, dry goods traders, armorers, animal trainers, book binders—if it can be done by one or a handful of 
workers in a private space, humans and goblins do it in Descent. Fixers keep the trade vibrant by knowing 
who produces what services, and serving as middleman connecting supply and demand. 
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• Pehtry-Vahr Dirigible Yard. Stonach and deep goblins started collaborating on a project about 200 
years ago, culminating in the Dirigible Yard. Pehtry clan stonach and Vahr clan goblins work together 
to bring chemistry and craftsmanship, blending in dirigible technology. They can produce about one a 
year, for the last twenty years. So far, they have chosen to sell each year’s dirigible to an outside 
power except the first three they made, but the Duke of Assignation will not take many more years of 
that before taking stern action. Of the original three dirigibles, only the Insufferable remains, and it is 
used to mount rescue missions into the Pit from time to time. 
 

• Temple of the Healing Dark. This temple to Dufell is part of a religious order that is over 5,000 
years old. The people of the city, as well as its rulers, support and appreciate the work of the Temple. 
It offers its healing services in the city, and cares for the religious needs of the dark dwellers there 
(mostly goblins, but also humans). The temple is very tolerant of other religions, except other 
worshipers of Dufell; their competition must be eliminated. 
 

• Winding Stair. It begins outside the Krabe Prison, and stretches for many miles of switchbacks and 
underground detours, ending at the Terminus Lift. The Stair was carved out of rock and rubble, 
sometimes repurposing damaged buildings or using their materials. It is not a monolithic structure, 
but instead a trail through a variety of broken landscapes, rendered safe by shoring up and constant 
patrol. From the top to the bottom, the Stair drops 150 vertical feet. Crafters, pilgrims, and fixers keep 
the traffic on the Stair brisk at all hours. 

 
Forges. When the stonach and ghim came, they promised they would not take up any space that the 
current occupants of Assignation were using. They went to the lower end of the Winding Stair, and 
grimly set about clearing out and repurposing the wrecked stone and earth. They built in everything they 
would need; armories, living quarters, mushroom and centipede farms, barracks, and social spaces. They 
also built the magnificent Terminus Lift at the base of the Winding Stair, a quick way to move a lot of 
material up from the depths, and to lower reinforcements and supplies to the Fortress of the Seal. 
 
High Quarter. This is the highest land in the city walls. Buildings have the most vertically stacked 
floors, the streets are about as safe as it gets in the city, lighting is plentiful, there are a few shops and 
such for outsiders, and the wealthy have relatively spacious homes.  
 
• Ascendant Shrine. A walled compound about a half mile long contains a shrine to each of the 

Ascendant Gods. They have minimal staff of believers, and most of the maintenance and duties of the 
shrines are carried out by city employees. The shrine is available for visitors during daylight hours, 
and at night by special permission (usually a pass costs about 10 silver per month.) The shrine 
compound is a careful gesture of respect, but it lacks much sincerity beyond that purpose. 

o Gods (in order of shrine size): Saegrak, Dufell, Geldurk, Urmia, Thogro. The sixth shrine is 
a deep alcove, with representations of a couple dozen more gods and cosmic beings. You can 
burn incense, 1 silver per stick. 

 
• Ballistrade Gate. The gate guards the road into the city from the northwest, Tyrvallen by way of 

Tyrwald. It is also a bustling propaganda venue, with storytellers and puppet shows and entertainers 
flocking around to help newcomers experience life in Assignation, City on the Brink. Some care is 
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put into providing a stronger human presence at the Gate, to ease visitors into the intermixed 
human/goblin culture here. 

o Leg Tax. One silver per leg for non-residents, goes to the coffers of the Duke. 
 

• Ballistrade Gate Street. The road is less than four miles long, but it crosses the distance between the 
outside world and the Pit. The street is five or six lanes wide along its entire length (but there are still 
occasional traffic snarls.) Along the way, there are six taverns that each host a “league of explorers” 
and often have experts for hire. 

o In order: 1. The Golden Knave (Golden Knaves). 2. The Tired Dagger (Dagger Divers). 3. 
Drunken Harpy (Pit Harpies). 4. Gambling Watchman Inn (The Watchmen). 5. Laughing 
Sparrow (Fighting Sparrows). 6. Dancing Wench Inn (Death Dancers). 
 The origin of the names are long lost to time, but you are welcome to make up your 

own backstory and present it as truth. Everyone else does. 
 

• Citadel of the Flying Sword. Formerly the Shadowtower, the fortress was refurbished almost 10 
years ago by the new ruler, Duke Darymasa. The Duke brought in the Winged Sword Chapter, a 
church of Inspyria, Deity of Inspiration. The motif of a sword, point down, wings for crosspiece, 
decorates the fortress and the new templar honor guard. 
 

• Meet Market. Culturally, Assignation uses fixers to connect supply and demand. They are not used 
to the idea of shopping for yourself, as your own buyer. The market is used by natives and locals to 
network, and visitors or outsiders use it to conduct trade. Consequently, there are as many little tea 
shops and hole-in-the-wall restaurants as actual shops trying to conduct trade with tourists. Some 
rookie fixers hang out here to try to break in to the business by helping newcomers. 

 
Pinkridge. For centuries, this was a human-only neighborhood (on a high place; since humans of all 
colors have pink as a common denominator, that informed the name.) The area is rich with art and 
entertainers and restaurants, but regrettably rife with confidence artists and pickpockets. 
 
• Millgate. Control of this gate is contested between clan Canalars and the Duke, but the Duke is 

usually on top in the conflict. The gate is responsible for making sure no monsters get into (or out of) 
the city through the gate. 

o Leg Tax. One silver per leg for non-residents, goes to the coffers of the Duke. 
 
Shallow Pocket. Populated by 3 goblins to 1 human, this lowland area produces much of the food for the 
city. Caves, sinkholes, and bog farms produce mushmeal and meatworms, as well as a wide variety of 
intoxicants. The lowlands are wet, with many caves and tunnels. There are no effective roads for 
traversing the area, and fixers handle almost all trade here; get along with your neighbors or suffer, 
invisible to the outside world. 
 
• Squelchla Bog. Assignation welcomes this life-giving lowland and its moisture. They tolerate the 

swarms of mosquitoes and marsh disease. Outside the wall, the bog is a haven for monsters that 
squirm through its filth and attack out of the mist with impunity. Inside the wall, monsters are 
surprised to find they have joined a robust and aggressive food chain. Goblins mean to stay on top. 
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Tumble Ridge. This is one of the highest areas in town, and one visitor commented he felt like from 
there he could tumble into the city. Also, those who are down on their luck tend to gather here as one of 
the safer areas to interact with outsiders and possibly find a way to make a living wage. Affordable mass 
housing is relatively recent on the hill, but random crime is more of a problem here than elsewhere 
because the goblin clan influence is reduced. 
 
• Fairpark. For those who just arrive and need a place to stay, Fairpark offers sanctuary. Those with 

caravan wagons or tents of their own can set up in a big field, and there is cheap flop housing and 
food, enough to keep body and bones together for another day on not much dime. Sometimes there 
are festivals. 

 
• Inncliff. Travelers of means generally house themselves at Inncliff, a series of inns along the edge of 

the ridge overlooking the Shallow Pocket. Midrate fixers tend to loiter looking to be useful in this 
area, and both the Duke and most clan leaders agree that it is best if outsiders be unmolested here. 

 

The Tavern Leagues of Adventurers of Ballistrade Gate Street 

1. The Golden Knave Tavern 
 
This small tavern is in poor repair and a bit grubby, but the drinks are decent and cheap (even if the food 
is on the revolting side, and never worth what they charge for it; they try to be fancy, but fail.) The rooms 
are expensive, but they are good size, and there are suites available. They have dancing girls as shows, 
and as wait staff and bartenders, so that’s a big draw. 
 
On an average night, most of the dark corners are full of shady characters making crooked deals. The 
place tends to be crowded (but to be fair, it is small.) Only a few fools ever get totally drunk here, and the 
patrons generally keep the noise down. 
 
The Golden Knaves are the adventuring league for this tavern.  
 
2. The Tired Dagger Tavern 
 
This large tavern is old and sturdy, but they keep it dark because the place is filthy. They charge standard 
rates for the rooms, but all the rooms are under the eaves or in the attic; small, cramped, and drafty. Plus 
the roof leaks. Prices for food and drink are fair enough, but the drinks are watered down a bit—that’s 
why they can afford to have a higher variety than other taverns. They bother with wine, for example. The 
food is strictly Shallow Pocket menu, but it is functional and well prepared. The wait staff tend to be 
overweight human men, or combat trained deep goblins; not much to look at, but they keep the peace. 
 
On an average night, the open layout is full and bustling with people from all over Assignation. Many 
attend to hear from one of the Bardics of Pinkridge, a group of scholar musicians (and usually charlatans) 
who have an “arrangement” with management. The crowd tends to be good natured and well behaved. 
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Shady characters tend to conduct their business in more private venues, but straight-up adventuring 
parties often form in the middle of the tavern to much cheering. 
 
The Dagger Divers are the adventuring league for this tavern. 
 
3. The Drunken Harpy Tavern 
 
The whole tavern is jammed into 2 floors above a music shop. Staff keep the cramped quarters tidy. 
Drinks are the main attraction, fairly priced and plenty strong. Food is a disaster here; expensive, and 
local fare prepared by an outsider who doesn’t know how to work with worms and mushrooms, but puts 
lots of names on the same slimy disaster. They don’t bother offering rooms, but leaguers can sleep in the 
attic free of charge. Troublemakers are clubbed and tossed off the back balcony, on the midden heap. On 
the roof, there is access down a spiral staircase to the building’s basement, where there is a fight club used 
to induct new members and for recreation of special guests. 
 
On an average night, the place is packed wall to wall, and most of the patrons are as dangerous as they 
look. Patrons tend to get smashed drunk. The only thing that tends to keep fights from breaking out 
constantly is the music of an elven musician, Flash Harpy. Her music is loud, fast, enthusiastic, and also 
loud. She has helped keep the peace for over three hundred years at the tavern, it was named after her. 
 
The Pit Harpies are the adventuring league for this tavern. 
 
4. The Gambling Watchman Inn 
 
Like a converted barn, this huge tavern is leaky and poorly constructed. The staff do a good job of 
keeping the major messes cleaned up, but the furniture and trappings are so primitive that’s the best they 
can do. The food and drink are basic; while the drinks are okay, the food has a good chance of making 
you ill. A big board behind the counter has the menu burned onto it. The hayloft area is now rooms, and 
they tend to all be taken; a fair price, by the week. 
 
On an average night, the big inn’s common room is full, but unusually quiet under the echoing space of a 
two story interior. Few patrons get drunk, many patrons are of the shifty type working out business, and 
the main attraction is a roped off stage at the far end of the room that serves as an impromptu bare-
knuckle boxing ring. Only visitors or leaguers use it. 
 
The Watchmen are the adventuring league for this inn. 
 
5. The Laughing Sparrow Tavern 
 
This tavern became a base for an adventuring league because it could not stop people from coming in 
with their own food and drink to use the tavern as a place to plan scores. The menu is tiny, the food and 
drink are awful, and it’s all pointlessly expensive. However, the tavern is in the basement of a bordello, 
the Flirty Sparrow, and it has a back door to the underground. Movement in and out is difficult to track. 
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The tavern rents rooms out on behalf of the bordello (with company or without) and borrows their 
performers to provide entertainment in the tavern. 
 
On an average night, the place is bustling with patrons. About half the patrons are drunk, most people 
appear to be law abiding, and the general mood is cheerful.  
 
The Fighting Sparrows are the adventuring league for this tavern. 
 
6. The Dancing Wench Inn 
 
This inn is small and clean, it was once a dungeon beneath a noble’s house (now a tenement house.) 
Fixers frequent this inn, impressed with the consistently good hauls its adventurers pull in. Only 
newcomers and those who are not “in the know” order the drinks, because they are nearly lethal in their 
poor quality and expensive too. The rooms are converted cells, not overly comfortable. While the rooms 
are seldom rented for sleeping, they are often rented for meeting.  
 
On an average night, the place is packed by what look like law-abiding citizens enjoying themselves in a 
quiet atmosphere of relaxing with friends. Meanwhile, fixers are busily working the crowd and 
connecting supply with demand. The former torture chamber overlooks the main seating area separated 
by bars, and dancers are usually performing somewhat explicit routines for the pleasure of the distracted 
clientele (about half of whom are drunk and agreeing to things they shouldn’t.) 
 
The Death Dancers are the adventuring league for this inn. 
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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 



 http://fictivefantasies.wordpress.com/ 12 

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 
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 



 http://fictivefantasies.wordpress.com/ 13 

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

 
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 
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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? 

• 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. 
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• 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? 

• 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. 
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Goblin Lore 

Citizens of Assignation are a mix of goblins and humans for the most part, with a sprinkling of stonach 
and elves. The close quarters living with goblins and humans means they’ve gotten to know each other 
pretty well. Here are some common knowledge facts about goblin culture that newcomers may not know. 

• Reproduction. Goblins reproduce asexually. When they are well-fed and feel secure, they begin to 
grow buds. After a few weeks, the buds get to be the size of golf balls, then they burst, and a little 
goblin the size of a hamster tumbles out. The goblin spawn looks for a dark, damp place. It eats mold, 
fungus, and bugs. After about a month, it has grown to the size of a basketball, and it joins a clan. 
Over the next six months, it learns everything it needs to know about how to be a goblin, and it grows 
to full size. Goblins can produce about a hundred spawn over a lifetime, at the rate of about 10 a year, 
if perfectly content and well fed. A despairing goblin will chew off its own buds, so tiny goblins do 
not come into a hostile world. 
 

• Life cycle. Goblins live about 12-14 years before they die of natural causes. The exceptions are those 
who worship Dufell; they live 10 times longer. Priesthood of Dufell live until killed. 

 
• Oils. When goblins are overcome with admiration, their glands produce a kind of grease. It makes 

machines run better, and it looks really good on muscled bodies (also functioning as sun screen and 
insect repellant.) The grease must be less than 12 hours old when applied, or it goes sour. (If applied, 
it somehow stays fresh.) 

 
• Vulnerability. Goblins in a fight to the death will attempt to bite one another on the bridge of the 

nose; something about the way goblin teeth interlock on that sensitive spot allows for an instant kill. 
Goblins like the taste of nose. Plus, it’s totally embarrassing for the allies of the dead goblin.  

 
• Lobbacall. Goblins have a third lung that can swell, then contract and make a piercing call that 

sounds like “hobbalobba hobbahobba lobba hobba” and so on. It can release this call while they are 
running, or desperately struggling. Other goblins can instantly hone in on the sound, even through 
echoing chambers and twisting halls, tracking each other by the lobbacall. It helps them coordinate 
while hunting, escaping, or rescuing. It transmits no information but location. 

 
• Foods. Goblins like eating birds, the bones are like pop rocks crunching in their mouths. They can 

live on dirt, rotten carcasses, leather, and dew. They prefer fresher or nastier foods. They love raw 
fish, especially the bones and heads. The goblins of Assignation have lived close to humans long 
enough to have the cultural cuisine of human leavings, leftovers, midden heaps, and scraps. They 
supplement this with blind crawling worms and bugs and fish, birds and eggs, and each other. 
Various blends taste better with different emotions; sorrow stew, glee hash, victory haunch, etc. 

 
• Eating Humans. Humans have developed a funereal practice of gifting dead bodies to the goblins, 

who ceremonially receive the gift and enjoy eating the corpse. In return, the goblins don’t kill people 
for food. This initial increase in human safety was codified in local superstition, that those eaten by 
goblins are protected by goblins in the great dim of the afterworld, given shelter and lodging in 
gratitude for their gift of flesh. While creepy to outsiders, it adds a closeness to the humans and 
goblins who live together, and any human facing death will want assurance of being eaten by goblins 
ceremonially for protection in the next world. Any properly respectful goblin encountering a human 
corpse (in any condition) will eat some or all of it as a sign of respect. 


