
Adumbratis 
 
This city is in the shadow of the heights, where Frostreave and Harrowfaust meet in the Storm Range. A 
strange and exotic city, it is unseasonably warm in a deep, deep valley of the mountains. The Deep Road 
is the only way to get through the Storm Range to the Scavenger Lands on foot, and it is trafficked 
primarily by Vistanti who wander between the very different worlds. Wastelanders rub shoulders with 
berserkers and reavers, vampire hunters and hunting vampires, merchants with exotic wares, scholars, and 
fugitives looking for a place to be forgotten. Frostreave and Harrowfaust have reached an understanding, 
often demonstrated by both sides; Frostreave can sack this place any time they want to, but they can’t run 
it. Harrowfaust can bring order and stability, and protect it from anything but Frostreave—but when 
Harrowfaust is in charge, everybody makes a lot more money (including Frostreave). And they pay more 
attention, so when other things emerge from the Deep Road, the city is safer. Their rule is worth the taxes, 
both money and in people vanishing in the dead of night. 
• The Deep Road. The pass that leads through the Storm Range begins underground at Adumbratis, 

then surfaces for the Cathedral Corridor (because the walls are so steep, it is like a grim cathedral—
but not for the Lady of the White Way), then goes underground again for the Hive of Evernight 
before emerging at Calx, the trade settlement in the Scavenger Lands. 

 
Background 
 
To understand Adumbratis, first understand its strange balance of isolation and connection. Without the 
trade road that connects Calx in the Scavenger Lands, and ultimately Amnicola, Adumbratis dies. The air 
the town breathes is its commerce, and without that air, it suffocates in the deep woods alone. The First 
Redoubt is about a hundred miles away on a lonely road, and it is not a heavily populated settlement; it is 
highly unlikely it would send much in the way of reinforcements in case of real trouble. Adumbratis is 
backed up against the Deep Road, more a source of danger than help. To the north lie the wild lands of 
Frostreave, and the half-mad raiders that shadow through the mists under the eaves of its deep woods. 
 
Adumbratis must be able to take care of itself, so the trade keeps flowing and the town continues 
uninterrupted. The town is wary of strangers, but cannot afford to be too isolationist or alienating. The 
traffic most critical to the town’s continuing survival is the nomadic Vistanti, gypsies capable of traveling 
through the Scavenger Lands and returning. The flow of luxury items, lore, specimens, and demand that 
they bring from the Scavenger Lands into Harrowfaust is crucial. The supplies they purchase to prepare to 
travel the Scavenger Lands help outfitters stay in business, and pay taxes. Few Wastelanders besides 
Vistanti dare to cross the Storm Range into Harrowfaust, and few from the protected lee of the mountains 
would venture into the dusty and hostile wilds. 
 
A strange kinship has grown between the Vistanti and the Adumbratians, for both are beyond the 
protection of civilization, yet both are connected to it. Many Vistanti too old or wounded to travel settle in 
Adumbratis, creating a stable atmosphere welcoming to nomads. After centuries of intermarriage, lines 
are not clear, between Vistanti and Harrowfaustians. 
 
Features 
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Mountain Vale. The mountain walls that flank this valley rise up hundreds of feet. The floor of the valley 
is less than two miles wide at its widest point, and sometimes the waist narrows to less than a hundred 
yards. Legend has it this valley was carved by the might of the First Crusade, made fertile and warm and 
sweet for life by the forces of the Lady of the White Way. Subsistence farming homesteads are scattered 
through the valley, but when trouble comes, the residents pull back into the town walls. 
 
Winding Wall. To the west, the wall to get into the town has six switchbacks to climb almost sixty feet 
from the floor of the valley to the road into the town. The entire approach is open to crossbows or 
muskets, and six cannons. Entry tax is 1 silver a leg for non-residents. For those that can’t pay, there is 
the Pauper’s Spit, a strip of land overlooking the road below, under the watchful eye of battlements with 
ready access to heated oil. 
 
Spice Market. Named for the exotic items brought in from the Scavenger Lands, the Spice Market is 
where Vistanti caravans and expeditions to the Scavenger Lands supply before heading out, or buy 
supplies upon making it through the Deep Road. The market is only about a hundred yards square, just off 
the center of town, but it is the beating heart of the settlement. The east side retreats back into housing 
that is built into the side of the mountain, with stairs up to various caves converted to inns. The south side 
is walled, with garrisons, overlooking a long narrow approach to town from the Deep Road. The west side 
leads to the residences of the townsfolk, and the Progressive Tower overlooks the north. 
 
Progressive Tower. The first level of the tower is settled about 200 feet back from the Winding Wall 
gate, looming up five stories, with hoardings built around the top. This First Tower is the seat of 
government, gaol, and primary garrison for the town. A wall with a battlement connects that tower to 
another further up the slope, equipped with three guns (one to point each direction besides further up the 
mountain.) Then, a wall to a tower even higher up, that serves as a lookout and cistern. 
 
Mountain Green. An area almost 200 yards by 50 yards is set aside for whatever caravans are passing 
through. The grass and brush is reserved for use of traveling livestock, and no permit is needed to camp 
there as long as travelers desire. The Vistanti informally own this area, along with the narrow corridor 
(about 10 yards wide) connecting it to the Spice Market. 
 
The Heights. Lords that have been granted lands around Adumbratis tend to retain a residence in the 
town walls, and most of those more expensive homes cluster around the west end of town in the shadow 
of the Progressive Tower. There are about 15 minor nobles that swear fealty to the Baron. Only a few of 
them are suspected of being vampires. 
 
The Tumble. This broken area to the north of the entry to the Deep Road has been abandoned, after the 
military determined it was too difficult to defend it against a serious attack from underground monsters. 
The remains of buildings serve as shelter for beggars, creatures, and squatters that can’t make peace with 
the Vistanti or town authorities. It is not a safe place to go day or night. 
 
Civic Square. Separating the Progressive Tower’s First Tower from the Heights, a square about 50 yards 
square has a gallows in the center, with a built-in podium; hangings and public announcements draw 
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roughly equal crowds. Behind, there are gibbets that hang from the walls of the First Tower, and at the 
base of the tower, a row of 10 stocks. 
 
Rulership 
 
Adumbratis is ruled by Baron Ellis Helfinnak, a tough warlord hardened by a lifetime of repelling 
reavers and monsters from under the Storm Range. He is the fifth Baron of his family line to rule the 
town, and his rule is trusted by the various lords he has given lands in and around the town. The Baron 
has two sons and three daughters, and four other children now in the grave. His teenage sons, Aelfred and 
Gaxton, are being groomed to take his place when he falls. He does not plan to die of old age. 
 
Lord Elyria Fechness is a pale woman who has extensive holdings on the road into Adumbratis. She 
almost always intercepts and destroys raiding parties from Frostreave; the townspeople murmur stories 
that sometimes she takes on entire bands alone, in the woods, at night. There is no doubt she is a vampire, 
as she has hunted her woods for over two hundred years. There is also no doubt that whatever handful of 
townspeople she may claim over the course of the winter is easily balanced by the raiders that die 
screaming in her woods on their way to plunder. Young people in Adumbratis are eager to serve in her 
household; many live for decades, a few even die old. It is safer there, next to a predator, than in the 
random dangers of the streets. Farmers care for their livestock until it is time. They don’t die hungry. 
 
Captain Boris Devnord is a hulk of a man whose breath never fogs, even in the deepest cold. He runs 
the garrison and coordinates the defense of the town, managing both city guard and conscripted defense 
forces. He has walked away from battles with horrors emerging from the Deep Road, and even led 
hunting parties into the twisting endless dark off the road to slay raiders. For his services, he has a dark 
mansion built into the rock of the valley, and he claims one beautiful Vistanti girl a month for his 
personal use. If strangers cause trouble, they have until about two or three hours after dusk to make peace 
with those they’ve disturbed, or he may visit them in person with an entourage to sort things out. 
 
Lord Wilson Evdya is mortal, from a long line of Evdyas that have bled in defense of Adumbratis. His 
hobby is to collect reparation servants and put them to good use on the Frostreave border as cultural 
contacts, diplomats, translators, and caravan guards. He manages the market for the Baron, and though he 
is always smiling, there is a glint of teeth there for those who mistake friendliness for weakness. He has a 
knack for gaining the loyalty of his well-treated reparation servants, many of whom were saved from fates 
worse than (or equal to) death by his intervention. Burly men and women with heavy axes in large 
numbers allow him to be much more heavy-handed than he chooses to be in his dealings. 
 
Pater Memnos is a withered old Vistanti man who lives in one of the cells in the gaol; it is never locked, 
but he got used to it in his wild drunken youth, and he’s on friendly terms with the Captain. Memnos is 
experienced, he has contacts with the various Vistanti, and is known at least by reputation as a 
peacemaker to all the Vistanti traveling through Adumbratis. If there is trouble between Vistanti and the 
law, he can be called in by either side to help smooth things over, if he doesn’t show up on his own. He is 
easy going with a ready laugh, but to insult him is to tarnish your reputation with the Vistanti. Much 
better to be prepared to give him gifts of pipeweed and whisky. 


