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FESTUNG AUFSTRAG 
Aufstrag is the iron will of evil. It is a house of terror where dwell 
the shadows of Darkness, named the Fell Beast, Unklar, the 
Horned God. From that bastion he ruled the world of Aihrde 
for a thousand years. Those long centuries saw Aufstrag grow 
into an edifice like to a mountain and one filled with all the 
nightmares and shadows of his, nay, the world’s despair. Over 
three thousand feet tall and a thousand wide, it is a catacomb 
of unbelievable dimensions. Torn from the ruins of glorious Al 
Liosh, lifted on high by his very might, it stands a heap of slag, 
dominating the sprawling swamps that cover the ruins of the old 
world. Aufstrag is like to a tower, but so great its size, it is more 
like to a fortress, to a city than ought else. But there dwelt the 
Horned God for his long reign and to it came the damned and 
he housed them in dungeons of horror and madness. And thus 
men call it, more than the pit of the Horned God, or his city, or 
his throne. Men call it Hell, and so it is.

Aufstrag is a multi-level dungeon/city complex that is both huge 
and ever changing. It is designed for use for any level of play, 
though low-level characters may suffer a higher mortality rate 
than higher level. Within the tower and city there are hosts of 
different terrain, from swamps to forests, to streets and because 
of this any character class is ideal for the setting.

INTRODUCTION 
Aufstrag is a city in the world of Aihrde that served as the capi-
tal of Unklar’s Empire. 

During the Fifth Rin of the World of Aihrde the Emperor of 
Aenoch, in consort with the wizard Nulak, summoned a god to 
the world. The god, one of the first created in the Void by the 
All Father, was powerful beyond their understanding. He en-
tered the world and slew the Emperor outright and condemned 
the wizard to slavery. He set about, and soon accomplished, 
the conquest of the world. He determined that the Emperor’s 
throne and halls in the city of Al Liosh were insufficient for his 
needs. He destroyed them, and created a vast swamp where a 
city and pleasant valleys once stood. In the midst of this swamp 
he constructed a tower and city, Aufstrag. From there he ruled 
the world for a long age called alternatively the Long Centuries, 
the Millennial Dark or Winter’s Dark. 

At the end of the Long Centuries, Unklar was banished from 
the world of Aihrde, but Aufstrag remained, a master less house, 
filled with the damned.

The city of Aufstrag consists of one large tower complex. It 
is 3,260 feet tall and roughly 2000 feet in diameter. The city 
is shaped like a great tree, shorn of all its branches but three. 
These three crown its roof, hanging out and over the marsh. 
The city itself consists of wards, levels, and domains.

There are four recognizable wards in Aufstrag: The Trenches, 
Klarglich, The Halls, and the Citadel. The wards consist of a 
variety of levels, but are not wholly distinct as they interconnect 
and weave together through, ramps, split-level rooms, stairs, 
halls etc. The tower itself is not divided up into even levels like 
a traditional dungeon; each level is different than the next; 

each level is roughly 100-200 feet high. There are 21 distin-
guishable levels. These levels are connected through a variety of 
halls, stairs, ramps, elevators, dumb waiters, shafts, ladders and 
chimneys (called “the stacks”).

The tower is further divided up into dominions; these domains 
are either wild and uncontrolled or they are controlled by some 
power or group. A domain may cover several levels on the same 
ward or on more than one. They need not be contiguous either. 
A domain may be part of level 4 and level 17, depending on who 
and how the creature that controls the domain rules it.

The most recognizable aspect of Aufstrag is the multitude of 
chimneys found throughout the whole citadel. Called the Stacks, 
these chimneys were designed to vent all the extreme heat gener-
ated on the various levels and wards by the manifold magical and 
mundane fires that burnt within. The chimneys range in size from 
very small, to very large and because the often bypassed whole 
levels, they became roads for the clever and agile denizens of Auf-
strag. One could travel great distances, unimpeded, in a short 
amount of time. The risk that a fire might be lit and the heat of 
it floods the chimney was slight, particularly after time saw many 
of the chimneys interconnect with each other. Since Unklar’s fall 
these roads have become home to many creatures, who no dwell 
in their relative safety and enjoy the security of rapid movement 
up and down the towering structure.

THE STORY OF ITS CREATION 

In order to understand the nature of Aufstrag, its construction 
and its place in the world, one must know a little of the history 
of Aihrde, for Aufstrag is no mere fortress or city, but a state-
ment, and more an act of defiance and a testament of power. 

OF THE EAHRTAUT 

Its story begins in the First Rin of the World, when Erde, the All 
Father, lord of all creation, came to the long valley.

So it came to pass after his many labors, as he sat upon Mount 
Eedlemere, that the sun beat down upon his brow and he felt 
the heat of it. The sky hung pale blue overhead, empty of clouds 
or comfort. The dream came to him then, unbidden, and Erde 
remembered the cool shade, the comfort and the smell of the 
earth in the air. Mordius caught his eye even as his mind wan-
dered into the manifold passages of his imaginings and he saw 
her frolicking in the grass of her design. He strode down from 
the mountain and stood in the grass upon the plains. He saw 
then what she had wrought and was pleased, for he saw that the 
earth was broken with the many roots of Mordius’ labor. 

He took up his thought and from that high place he hurled it 
as a bolt of thunder through the sky; he spoke to it, casting the 
language upon it so that it took shape. It landed with great force 
into the folds of the snow capped mountains. It cut the land and 
flattened it so that a wide valley became its home. The force of 
the thought broke the frozen stuff of a glacier, so that a mighty 
torrent of water fell to the valley and broadened out into a river, 
clear and cold. There the thought of Erde took shape and form. 
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In time she wed Baetan and they sired many sons and when 
Baetan passed away she took their son as her husband and their 
son after, so that she ruled the Aenochians for many years. 

It was Imbree who set the Aenochians on the hard road. For 
Imbree was not a kindly soul, her true name was Imbrisius, and 
she was the consort of Narrheit, one of the greatest of her order 
and his bent was in chaos, trickery and cruelty. It was Narrheit 
who bid Imbree to bind the Aenochians and lead them astray, 
though it was Imbree who laid seeds of their strength and weak-
ness. For she told that the world was not as it seemed, “The Val 
Eahrakun are weak. They are fearful of the men and you, the 
Aenochians most of all. For in you the All Father lay a secret 
knowledge, and power beyond their understanding. They fear it 
and you.” And she bid them cast aside the gods and love them-
selves, for in them laid the true designs of the All Father.

Thus it was Aenochians lay aside the worship of the gods and 
turned instead to their own people, their ancestors, spirits and 
like-minded creatures that dwelt in the world at that time.

They rose in an arrogance of power and seeded with the hope of 
it they proved unconquerable and cruel and in time they came to 
dominate much of the known world and many of its diverse peoples. 
The valley of Al Liosh became a city of wondrous size that housed 
the Emperors and a host of many people. As wealth poured into 
the city its marbled halls and streets became a wonder of the entire 
world so that even the gods marveled and the dwarves looked upon 
it envy. Their kings called themselves the God Emperors and cast 
aside the gods in all that they did. Through several Rin of the world 

It germinated, unfolding from the seed of his thought. He blew 
wisdom into it and its mind unfolded as the shell of it fell away 
and it sprouted; a great root crawled forth into the dirt and a 
stem broke the surface of the world. And it grew and grew, rising 
from the valley floor, climbing ever higher, its roots spreading 
beneath the earth, cutting beneath the feet of the mountains, 
even through the world and into the Wall of Worlds and be-
yond. Its roots tapped the Maelstrom to drink of the Firmament. 
Its limbs grew likewise into the heavens, spreading ever further, 
as if to hold up the dome of the sky. Strong and unyielding the 
tree grew, thick, covered in armor of bark. It was an Ash, and it 
was the Father of All Trees.

As it broke the earth it called to Mordius, for all things that grew 
in the earth were known to her. She came to the tree and marveled 
at it and she loved it and took the greater store of her wisdom and 
poured it as water upon the roots of the tree, so that the water 
pooled all about it spreading through the valley in lakes. Later they 
were called the Pools of Green. The tree drank of her, and embod-
ied all that she saw, knew, and understood of the world. 

Fed thus, the tree sprouted green across its broad limbs and 
boughs and the leaves soaked in the world’s youthful sun in all 
its glory, drinking of the power of Erde as it lay in all things. 

This tree was named Eahrtaut, the Great Tree, what the 
dwarves in after ages called Vestotomrud, the Cup of Wisdom. 
And it blossomed for all the Rin of the world, unmarred by time 
or weather. It became a symbol of power, for the tree is timeless 
and pays no heed to the Arc of Time. 

COME THE AENOCHIANS

Of all the peoples of the world the Aenochians are the most 
plentiful and powerful. Of the greater tribes they wandered 
from the distant Sea of Erun, their birthplace, into the wilds 
first. They were followed by the Ethrum and Engale. The Ae-
nochians wandered far and wide, and had concourse with many 
creatures great and small. But their wandering ended in when 
one of the greatest hunters discovered the Land of Lakes. 

Baetan, while on the trail of wild game, spied a great stag. He 
followed in hopes of bringing it down, for the renown of such a 
kill would carry for years to come. But the stag proved elusive 
and led him deep into the forests on a wild chase, until at last 
the trees gave way and a wide, open country unfolded before 
him. Down a green slope of dark grasses he a wide country 
that lie between two large rivers. Water was plentiful in the 
multitude of lakes and ponds, streams and courses. He named 
it then Al Liosh and claimed it for his people. But as he did 
so he discovered a woman living there alone. She took him in 
and there he remained for many days until she bid him bring 
his people to Al Liosh, so that they might not suffer in the 
wilderness and for lack of its beauty.

And this he did, bringing the greater part of them to Al Liosh 
and there they settled in many houses and villages between the 
two rivers. It was then that they learned that the woman was no 
lost soul, but of the Val Eahrakun, those of the highest order of 
the gods. And she named herself Imbree and promised to teach 
them wisdom and the Aenochians loved her.
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named Unklar the Horned God and he was like nothing the 
world had seen, not since the wars of the Ornduhl and Corthain 
in the early Rin of the world.

Unklar dwelt in awe of his father Erde, but loathed him for he 
saw that all creation was marred with chaos and this he could 
not abide. He set about remaking the world about him, slaying 
those who opposed him, or hounding them when he could not. 
So all fled from him, gods and men, for he was terrible in his 
might and the Red God was bound in his chair in the Homeless 
House and Mordius lay bound in the Eahrtaut.

But Unklar could not master all things. The wind evaded him 
and the light in the skies, so he bound the world in a Shroud 
of Darkness. The realms beyond Aihrde were greater than he 
ever imagined so he blocked the portals that led to them. And 
the Eahrtaut was beyond even his understanding and though he 
tried to uproot the massive tree through force and sorcery, he 
failed and cursed it.

Thus it was, after many years of war and conquest, of suffering 
and death that he returned to the lands of Al Liosh and the ru-
ins of those people. For he could not kill all those who opposed 
him he set about building a fortress.

In this fortress he sought to bind the power of the world, to pun-
ish the godless, and mock those he could not conquer and who 
feared his might. Thus Aufstrag came to be, a massive tree set in 
mockery of the Eahrtaut, with roots in the world, and standing 
upon the ruins of all Al Liosh.

AUFSTRAG

For his fear of the Val Eahrakun, Unklar roused himself and 
fortified the City of Al-Liosh. He turned then to the city. Her 
towers he destroyed. The houses and palaces pulled down. The 
wide avenues he turned over on themselves. All was destroyed 
and with it all those who had dwelt in that fair town and their 
lives were spent in the filth of it and their bodies became the rot.

Rending the earth with a great axe, he clove huge rifts about 
the city, laying waste to its walls. With his breath he wilted 
and clove the earth for miles in every direction. He then drew 
the might of the rivers Udunilay and Uphrates to spill into the 
wreckage and it soon became a swamp of fell death. All the city 
he ruined in his design and its people were consumed by earth 
and water, but bound to it as ghostly apparitions that haunted 
the realm of the Horned God.

Narrow, slow moving streams pushed their way through the thick, 
deep gray-green grasses of the once beautiful Land of Lakes, filling 
holes and crevices. Soon the swamp stood a morass of deep pools, 
covered in a slimy gray filth, the refuse of the city and the damned 
beneath her. Small islands appeared here and there with stunted 
trees rooting into the filth about them. Moss grew from their 
branches, with fingers in the foul waters below. The ruin of the an-
cient city remained however, and it shown through the nightmare, 
so that here and there stone walls, the tops of towers or even walk-
ways that were once part of battlements rose from the filth. And 
from the brackish pools small patches of dense fog rose, pockets of 
polluted air driven from the ruins. Giving way to the pressure of 

the Aenochians rose and fell, but in the end their power waned and 
their realm dissolved from within as well as without. 

When Sebastian came to the throne he laid the Cunae Mundus 
Usquam, the Cradle of the World, the crown of his people, upon 
his head. He sought, above all else to rebuild what was lost and 
to return the Aenochians to the power of their youth. He joined 
in league with a wizard of some power, Nulak Kiz Din and to-
gether they lay the machinations of summoning one of the Val 
Eahrakun to the world of Aihrde and enslaving it to them.

UNKLAR AND THE COMING OF THE DARK

Using the Winter Rune, Nulak stepped back into Ure, his forti-
fied tower that stood in the Gottland; wherein laid the Iron Pil-
lar and all his gates to the many realms. Passing through, he saw 
the many mirrors, each one a gate to a world. He chose the one 
that bridged the Wall of Worlds to the Void. Nulak made ready 
the rods of binding and calling upon his fountain of magic; he 
spoke the Incantations of the Paths of Umbra, bound in the 
Winter Rune, to summon the beast from the Void. 

None could have foretold the true horror that the Paths of Um-
bra would bring. Indeed, had Nulak foreseen the consequences 
he would not have cast the spell, and had the Emperor known 
the fate which darkness would deal him, he certainly would not 
have consented to the atrocity.

The Darkness, wrapped in shrouds of the substance of creation, 
stepped into the world of Aihrde. Nulak knew, instantly, what 
it was, and that he could not best it, and sought to flee. The 
Arch Mage cast forth power, using rods of power he had long 
hidden for just such a purpose to protect himself. But as is told 
in the Andanuth, many of these were tainted by the darkness 
and they failed the Arch Mage, so that he fled back to the Ure 
and sought to close the gates. But it was too late and darkness 
stepped through, so that Nulak had to flee again, and he fled to 
the Emperor’s court. But he did not use the Pillar, but mundane 
magic, for he feared the darkness would follow him.

The Darkness stood upon the bridge between the Tower of Ure 
and the Void, within the Iron Pillar and he cast out for the Mage. 
He saw first all the gates to the many realms and even those that 
allowed the mage passage around Aihrde. Unbeknownst to the 
Emperor, the mirror behind his throne, large and reflecting all 
that went on in the throne room was itself a portal, bound to 
Ure, for through it Nulak had watched all that the Emperor did 
and said. It allowed him passage to the throne room. Through 
this the Darkness came.

Sebastian Oliver, last of the House of Aenoch, turned in his 
throne and sought to master the Darkness. He cast a spell of 
binding, one designed by his great master, the Wizard Aristo-
bulus. Nectanebo, the high priestess of Imbrisius, joined him: 
calling upon her mistress, she threw ropes of power about the 
darkness, hoping to hem it in. All was for naught, for the Dark-
ness was pure and unspent through all the long years of his ban-
ishment and he was a power the likes of witch only the great of 
the Val Eahrakun might master.

So, as is told, in the year 748oy, the devil came to Aihrde and 
the long days of the Feast of Death began. The Darkness was 
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Playing the tower is challenging. Simple adventures in and out 
of the citadel are almost impossible as the realm is difficult to 
enter. Once inside an adventure can last a lifetime. As an ad-
venturing group clears out a lower hall on the second ward, 
they could move to the first ward and begin plundering another 
level. Behind them creatures will creep into the vacuum left in 
the second ward. It never ends. Aufstrag is too large.

Running games in Aufstrag can be extremely fun, and the CK 
should adjust the encounters of that the party runs against as 
they would any overland or wilderness environment. In a moun-
tain adventure one might stumble on a sleeping dragon, but any 
CK who pitches a dragon against a 3rd level party is leaving the 
party little chance of success.

To make the adventure more challenging allow for the environ-
ment to change frequently. A troop of goblins makes pull a wall 
down and block off a hallway the characters used only a day or 
so before. The occupants, though almost all evil, may deal with 
the party, employing them to destroy some other faction or en-
emy that threatens them.

The exTerior

The exterior of Aufstrag includes the slag walls, towers, cat-
walks that wind along the surface, stairs, ladders, windowed 
halls, buttresses and other fortifications that have been over 
time. The jagged slag surface prohibits easy climbing, making a 
mess of gear and flesh in short order. Flying up or down is pos-
sible, but attracts the flocks of wyverns that dwell in the Aeries 
high above the Third Ward. 

The ouTer Skin

Though built to look like a massive tree the fortress is in fact made 
of stone, burnt and twisted by the heat of Unklar. Massive blocks 
give way to ever small or intricately shaped stones designed to give 
the fortress its peculiar look. Iron rings are driven into the stones 
and bind one block to another. Chains and rivets join the twisted 
slag everywhere, driven into the walls to give it strength and its pe-
culiar look of shredding bark. They aid one in climbing, but never 
cover enough ground to see one safely very far up or down.

The AerieS

Aufstrag is crowned by three large, branch-like appendages. 
Built to resemble dead limbs shorn of leaves, these avenues are 
huge, jutting hundreds of feet out over the swamp, and are doz-
ens of feet thick. They are home to hosts of wyverns. The dwell 
in holes dug out of the branches, underneath, where they perch 
and watch the swamps. They hunt far and wide, day and night. 
It is rare that there are not wyverns in flight, around Aufstrag.

However, they rarely hunt creatures around the front entrance, 
the Arghon Den, for that was, for many long centuries, certain 
death for the wyverns. For this reason they shun it, making the 
front entrance even more appealing for those entering Aufstrag.

TRAVEL TO AUFSTRAG

Aufstrag stands near the center of the Grausumland, or Gray Pools, 
a massive marshland where the great rivers Udunilay and Ondavar 

time they bubble up, carrying with them the horrible stench and 
heavy air of death. Little wind blew in the marsh and the patches 
of fog lingered for long days, clouding the nest of Unklar fortress.

In the midst of the Gray pools he set his mighty house. Lifting 
the ground on high, he made a true mountain of slag amidst the 
tumbled buildings. Rock, pulled from the earth below and blasted 
with heat and fire, melted into gigantic plates of porous charcoal, 
the slag became a foundation for his throne. Piled and heaped 
upon one another these slag heaps rose above the gray pools. 

Always in his mind was the Eahrtaut; for it had defied him and 
he sought to mock it, so it was that his fortress took on the 
shape of a mighty tree. But this tree was dead, shorn of limb 
or leaf, and its roots were as hollow tombs, catacombs of the 
damned of Al Liosh. Thick of bole, deep of root and tall, the 
edifice rose above the gray pools, over three thousand feet high.

After he set about fortifying the tree itself. Its flanks he cut in 
jagged lines, the scars of which made climbing it near impossible 
for tore clothes to shreds and lacerated flesh. But it was frail 
too, for it chipped and broke away easily, and those who sought 
to master it, often fell to long deaths. But the swamp renewed 
the slag, for the filth that rose from it clung to its surfaces and 
bounded where it would. 

His thought rose about him then and hollowed out the tree with 
many courses and rooms and his minions followed his thoughts 
and shaped it and carved there homes for themselves and it be-
came a bastion of evil and a fortress for upon its heights and far 
and wide over its surface he built mighty buttresses and fell tow-
ers. And thus it became a fortress the likes of which the world 
had never seen, and the greatest in all the creations but for the 
Homeless House of Ornduhl that lie in the Wretched Plains.

And this abode he named anew, calling it Festung Aufstrag, the 
Citadel of Command. The ruins of Al-Liosh sprawled under-
neath Aufstrag and into the swamp far around. And these were 
renamed, called the Grausumland, the Gray Pools.

PLAYING AUFSTRAG
Aufstrag is a living environment, meaning that there are many 
creatures that live there. They have carved out homes for 
themselves, complete with political institutions and micro-
economies. It is not a typical dungeon environ where creatures 
dwell in rooms and hide treasure. They fight for control, they 
cultivate food (where needed and they can), they hunt, they 
fight. There are monsters that wander its many halls and rooms 
like any creature in the wild. Sections are torn down and rebuilt 
as need dictates, or they collapse in ruin. Aufstrag is a living 
environment. It moves. It evolves. It wastes away. It lives.

To make it worse Aufstrag is Hell on Aihrde. Creatures drift 
to it, borne there on winds of their own spite and evil, both 
the dead and the living. Once there they take up whatever role 
suites them, haunting it, a slave to the will of some powerful 
creature, a lord who dominates others. They kill and die as all 
creatures do, driven to the morass of nothing in the Endless 
Pools that lies beyond Aufstrag and the Arc of Time. 
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helped turn the Ebudeth Lich a marshy pool. It is the home of 
black dragon, Umlet and is called by men the Fetid Morass.

The Wasting Way continues through the Outer Gate, and across 
the Fetid Morass until it comes to ramp, the climbs up to the 
portico and the gates. Here however, the Causeway is under a 
few feet of water, as it itself was built lower than the walls of the 
dike. It ends in a ramp that climbs up to the Portico and Gates.

The rAmp And porTico

The ramp gave one access to the portico and the gates, angling 
up from the Wasting Way. The portico was and remains a broad 
porch a quarter mile wide that played home to the many suppli-
cants who came to Aufstrag to cast themselves upon the mercy 
of the Horned God. The portico itself housed the Gossera, the 
kennel that stood as home to the mogrl lords who watched the 
gate with their master’s eyes. Upon the portico stood the land-
ing, and the gates themselves, the Ahargon Den.

meet. Surrounded by hundreds of miles of swamp, the fortress city is 
almost impossible to enter.  It looms upon the horizon like a moun-
tain; filled with the reek of evil, its echo carries far and wide across 
the mist shrouded desolate landscape. To arrive at Aufstrag one must 
cross the vast swamp either overland or upon the Wasting Way.

The WASTing WAy

The Wasting Way is a causeway and connects the dry land to 
the north of the Gray Pools, with Aufstrag. The Causeway pass-
es over the swamps of the Grausumland for many miles before 
it encounters a large stone dike that lies before the city gate. 
When Unklar ruled Aufstrag the stone dike held the swamp at 
bay. The dike stood six miles out from the main gate and looped 
to the east and west around the gate before it curved back to the 
tower. It created a large half circle of dry land, holding back the 
swamp, around the gates of Aufstrag. 

FeTid morASS

The area within the dike was called the Ebudeth Lich, the Feast-
ing Pit, an amphitheater of sorts. In his day the Horned God set 
loose horrors unimaginable in the Ebudeth Lich, allowing them 
to feed upon all who fell from the causeway, ramp, portico, or 
even the dike’s walls, as well as those who were thrown from 
the high terraces above. Since those days the Feasting Pit has 
filled with water, muck and mire as the drains that kept it clear 
clogged long ago. The tall walls of the dike, some 30 feet, have 
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the apex of the arch, the tiles have a great divot in them, and here 
and all about the divot the tiles are stained red.

The green tint is from oxidized metal; it flakes off to expose 
the bronze beneath. If the doors are pounded upon the green 
flakes fall off and expose the words carved into the doors by the 
dwarves at the Horned God’s request:

Suffer Not the Tyranny of Fear 
Embrace the Dominion of Law
The Yoke Shall Set You Free

At the foot of the door, set dead center in front of the two and 
beneath the arch the stone is stained a dark red. This stain 
comes from the binding of Jaren, who Unklar nailed to the over-
riding arch, a place the holy man stayed in agonized torment 
for over 9 centuries. His blood spilled here upon the ground, 
staining the flagstones.

Opening the doors is actually very simple. By applying equal pres-
sure on each door simultaneously they swing wide and open, expos-
ing the interloper to the Forgingen and the Dwimmelere beyond. 

TURM-UN

A single bastion flanks the left side of the Ahargon Den. It is 
part of the overall structure and looks much like an irregular-
ity in the overall wall, more so than an independent tower. It 
protrudes out onto the Portico several dozen feet and is sixty 
feet across. This is the Turm-un, the Tower of the Horn. From 
here the Captain of the Guard commanded the legion of orcs 
and ungern set to guard the gate itself, and the lower halls of 
Aufstrag, the Bone Pit. From his high seat the Captain watched 
over the Gate, the Portico, Ramp and Feasting Pit.

It consists of a series of rooms built into the wall of Aufstrag 
and served the Captain as a garrison. The rooms range from just 
above the gate to over a hundred feet up the tower flank.

A host of orcs and ungern took residence in the towers and they 
were called then the Turm-Un, the Towers of the Horn. Here 
Coburg kept the watch in the days of Aufstrag’s power.

WITHIN AUFSTRAG

As noted Aufstrag consists of The Deeps and three separate 
Wards, Klarglich, the Halls, and the Citadel. These are crowned 
by the Aeries. 

Below are very brief descriptions of each level, these include 
only the most well known purpose of the level, its name and 
particulars. Each level is very large of course and hosts of halls 
and tunnels branch off and around the major areas noted below.

THE DEEPS, ALSO CALLED THE TRENCHES

The trenches are a horrid complex of tunnels beneath Aufstrag. 
They are the original remains of the palace complex of the Em-
perors of Aenoch. Unklar destroyed them and buried them in 
the ground and built Aufstrag upon their ruins. Creatures dwelt 
there in the buried ruins. Many of them the undead, for it was 

AUFSTRAG

Though there is only one gate into Aufstrag, there is a secret 
door that allows entry via the guard towers, and places the in-
truders above the Ahargon Den and at the beginning of the 
Bone Pit. See A12 the Paladin’s Lament for entry.

THE AHARGON DEN

In all of towering Aufstrag there is but one physical gate, the 
Ahargon Den, the Great Maw, called the Art et Unklar, the 
Mouth of Darkness, for all that entered there were devoured by 
the malice of Aufstrag. 

The dwarves fashioned this gate for Unklar, for in those distant 
days he bound them to him by chains of servitude that they could 
not break. And they put all of their skill into the project and 
made for Aufstrag an unbreakable set of doors. They cast the 
doors of bronze, but laced that bronze with iergild, that magical 
ore from beyond the world’s of men. They scripted runes into 
the doors, words of making from their forges that the bronze ab-
sorbed, but that gave the doors a magical property that protected 
them against sorcery. They set riddles into the bronze as well. 
These riddles captured sound and absorbed it so that none could 
speak words of opening to it. Thus protected they ordered it set 
into the frame of stone. Trolls, huge and monstrous, came at the 
bidding of Unklar and set the doors in place. There it stood, over-
shadowing the Portico, Ramp and Feasting Pit.

To open the door the dwarves crafted a horn of exquisite beau-
ty. Shaped from the horns of a dragon, bound with bands of 
platinum and inlaid with thin strips of gold, the instrument’s 
final shape resembled a ram’s horn. Upon the mouthpiece they 
carved runes, which opened the gates to the Rings of Brass. 
Upon the inner coils of the horn were more runes and these 
they set with a chime of opening and it alone could force the 
gates wide. Only the very strong or clever ever mastered the 
horn and those who tried and failed activated the runes of the 
Rings of Brass; these runes opened magical portals to other 
worlds and those that failed at the horn were torn them from 
the world and hurled them into the Void where history forgot 
them. The horn the dwarves set upon a stand before the Gate 
and there it stood for many long centuries.

The Portico ends in a broad patio of flagstones, exactly 100 feet 
wide and sixty feet deep. Much like the marble of the Portico, the 
flagstones here are little affected by the traffic of time; only the 
telltale signs of rain and water have made a dent in the tiles. The 
landing stands before the great gates of Aufstrag, called by men 
The Ahargon Den, the Great Maw. The gates are set into two half-
moon shaped towers, and are covered by a huge arch of stone. The 
two giant doors stand at between the towers, 36 feet high and are 
each twelve feet wide at the base. In sharp contrast to the gray 
stone, the doors have a green tint to them. The left door has a 
crack in it; the right is entirely intact. Beneath this, both doors have 
a relief of a crescent moon upon them. When closed, the moons 
come together in a large circle.  A tangle of wrought iron tops the 
doors and arch. Shaped like thorns and brush, they are stained a 
rusty brown. The doors stand shut. At the foot of the door, beneath 
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LeveL 2: god’S Acre

Here lie the temples of Unklar. All creatures came to God’s 
Acre to pay homage to the Dark God in the Halls above. There 
were man of them, all calling upon his many different aspects, 
as well as other, lesser temples devoted to the Captain Kings and 
other lesser powers that ruled during the Winter Dark.

God’s Acre was a hive of rooms, tunnels and halls, some gran-
diose, others common and simple. Because it was a region ruled 
by the weak, it was a hot bed of conniving, murderous creatures 
and is well known for its many secret doors and chambers.

It lies mostly in ruins, little occupied but for the truly devoted 
of Unklar’s people, it has many priests who attempt to carve 
out domains for themselves with magic that is derived from a 
banished god. It offers them knowledgeable many safe havens 
to hide and recoup or build power bases of their own.

LeveL 3: dungeonS

The dungeons served as a prison for all the lesser creatures found 
wanting in the reign of Unklar. These included good and evil, 
all hauled here and chained to walls, bound in cages, thrown 
into pits or holes. There are large rooms and small, some con-
nected, other isolated. Some chambers were open and governed 
by their occupants, the greatest of which was called simply the 
Bulwark. The Bulwark was often at odds with the masters of the 
Dungeons and rose in rebellion, slaying their keeps and plun-
dering the surrounding levels before they were driven back to 
their fortress with the Dungeon.

From the southern flank of Aufstrag are a series of balconies 
that overlook the swamp below. Here victims were hung on gib-
bets, many left to die, others to serve as food for the wyverns or 
other flying creatures that rose from the Gray Pools below. 

The level plays host to a wide variety of creatures, the remnants 
of Aufstrag’s days of glory.

LeveL 4: The red ForT

The Red Fort housed the main garrison of Aufstrag. It was 
named in copy of the Val Eahrakun Ornduhl’s mighty fortress 
upon the Wretched Plains. The Hosts of Darkness dwelt here, 
his armies and lesser Captains.

Here the Ungern built their barracks and dwelt in massive 
hosts. Clean and orderly, without purpose other than to serve 
their lord the ungern kept the Red Fort in solid state. But oth-
ers dwelt here as well, men, giants, orcs, goblins, evil dwarves, 
hounds and other hunting beasts. There quarters were great set 
to their own standards, some in order, others in disarray.

But all those who dwelt here died in the many long campaigns 
of the Winter Dark Wars, the last fed to the Gray Pools in the 
Battle of the Tree. Now the Red Fort is empty of the hosts of 
darkness, haunted by the ghosts of its past.

All manner of creatures dwell here, any that have crawled or 
wandered into the halls, seeking shelter within Aufstrag or 
seeking treasure left behind by the captains and soldiers.

the fashion of the high nobility of Aenoch to have themselves 
slain and risen from the dead. These lingered in tortured cells, 
wandering the buried halls for years. 

But this did not last for as more creatures came to Aufstrag, 
many began to tunnel their way into the earth beneath, creating 
hives and warrens for themselves. These eventually broke into 
the twisted ruins of the palace and its dungeons beneath. They 
plundered them and shaped them, making them their homes. 
They fought the undead when they could, allied with them or 
fled from them, as was their want.

In time the ruins became a whole separate world beneath that of 
Aufstrag, occupied by goblins, run away slaves, orcs, other foul 
creatures who crawled from above, as well as ghouls and wights 
and the walking undead.

The fall of Aufstrag began in the Trenches for such a host of 
creatures had settled there that they rose against their masters 
above, led by dwarves and goblins, joined in slavery, the Trench 
Wars sparked a decades long struggle against the Masters of 
Aufstrag, which in turn was a prelude to the Winter Dark Wars 
that ended the rule of Unklar on Aihrde.

FIRST WARD: KLARGLICH “THE PITS OF WOE”

The First Ward contains the entry hall, the prisons and dungeons, 
the garrisons, the forge, the torture chambers, and the slave pits. 
The greater part of the hosts of Aufstrag dwelt here and devil-
lords reigned over all, marshaling the needs of the Aufstrag in 
peace and war. It is a wicked place that reeks of the suffering of 
the damned for few of the living, of any noble nature, dwelt here. 

It earned and retained its namesake: The Pits of Woe.

The First Ward consists of nine levels:  

LeveL 1: The Bone piT

The Ahargon Den gives entry to the bone pit through the Forgin-
gen. The Still Lake, called by the occupants the Dwimmelere, 
touches a huge entry hall that gives the level its name. The hall is 
massive, hundreds of feet long and wide, with scores of ramps and 
stairs that branch off from it on either side, going up to the levels 
above, or down to the Trenches. The hall is supported by large 
pillars, 40 feet wide at the base, made of bone. Here the dead lie 
entombed, stacked in neat piles, fused together with the magic of 
Unklar, the prop up the vaulted ceiling above. 

The bone pit also has multiple rooms and pits where those who 
fall from above land. These are the dead or half dead from the 
Hall of Chains, Torture Gardens and the Pit of Woe. As well as 
creatures killed from the Red Fort and those scooped from the 
dungeons. They are left in the Bone Pit, to rot, to serve as food 
for the host of vermin who dwell there, or to simple decay. 

The Bone Pit is haunted by the undead, lesser devils and imps, 
and the flotsam from above, creature (both human and other) 
that have lost their place in Aufstrag.
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mal men. Tools of such power and strength that the very sub-
stance of creation bent to their and their master’s will. He set 
the forge alight with his breath and it burned for all time, until 
the Gonfod came. This he called the Stodtine Plum; that is the 
Flawless Fire, and he alone worked this forge, until Dolgan the 
Dwarf came to his service.

Here the stacks are greatest, and the chimneys rise from the 
floor, and walls and ceilings of countless rooms, venting the heat 
that blankets the level. The forge of Unklar burns still and the 
Flawless Flame makes sends smoke rising up into the rafters and 
stacks, heating the Hollows above.

It is occupied by the wildest and most dangerous of creatures. Beasts 
mutilated by Unklar’s spite and able to withstand the terrible heart, 
or others that feed upon it, elementals and devils and the like.

LeveL 8: hoLLoWS (den oF The mogrL) 

Here lie 24 Halls that housed the greater and lesser Mogrl, the 
creatures of Unklar’s design. Devils of nightmare and terror who 
served their Master with unquestioning obedience. It was the num-
ber of halls that gave rise to the belief that there were 24 of these 
beasts forged in the Pits, but that it was never truly known how 
many he birthed or where even they went when they were slain.

The halls are massive affairs, but still and empty, filled with 
shadows of terror they drive even the bold to madness and de-
spair. Tis rumored that many of the world’s wonders lie here, 
taken by the Mogrl from those that they slew and set in their 
own dens to ponder over.

Only shadows remain, and the fear of shadows. Only the bold 
come to the Hollows to seek its hidden treasures.

LeveL 9: The deAdpAnS 

Dominated by a wide-open central room with a large lake and 
many tributaries that watered the lower levels, the Deadpans 
served as home to the slaves of Aufstrag. A forest grows along 

LeveL 5: hALL oF chAinS

The Hall of Chains served as both prison to those who were in 
the eye of Darkness and as quarters to the many creatures who 
served Aufstrag as torturer. Chains hang from almost every ceil-
ing, be it a room or hall. The unfortunate victims were bound to 
these chains by hooks and barbs so that the Halls always stank 
of blood, feces, and other filth. Hosts of black-eyed flies dwelt 
here and it is in these Halls that the Captain King Beelzebub, 
Lord of Flies, reigned supreme.

A great many lesser devils and Captains made their abodes here 
as well, either to serve the Lord of Flies, or to attend Unklar, for 
it was Unklar’s habit to visit the Hall of Chains to torment those 
who he thought needed his particular attention.

The Hall of Chains served as a forge for many evil devices of 
lesser make and had an unusual number of chimneys, allowing 
easier passage to and from it for those who used the Stacks. 

There are many creatures, devils, tormented spirits, the undead, 
shadows and more that dwell here. In particular are the large 
herds of zombies that roam the halls.

LeveL 6: The TorTure gArdenS

Here stood the heart of all suffering in Aufstrag. The whole level 
devoted to suffering and pain. Every room housed a particular de-
vice, or devices, designed to draw out the agony of creatures. These 
were called Unklar’s Gardens. Unicorns were dehorned, elves 
skinned while yet alive, halflings boiled and cooked, men rent and 
torn and so on. The Gardens also served the wizards of the Paths of 
Umbra, and they experimented on creatures, making monstrosities 

The Torture Gardens were built to house not only the suffering 
of the damned, but to capture the agony of their demise, for the 
echo of their living or dying sufferance were captured in the 
very stone work, and the howl of their torment is heard by all 
who enter the Gardens.

The Torture Gardens houses a large amphitheater where the 
suffering were brought out and forced to dance, put on plays or 
recite poems to the lords of Aufstrag, all to the cruel shouts and 
jests of their masters.

The Gardens are abandoned now but for the remains of the 
dead and their tormented spirits who haunt them here and 
there. As with most of Aufstrag, many other creatures have 
wandered into the Gardens and taken up refuge.

LeveL 7: The piT oF Woe 

Here stood Unklar’s forge, where he mastered the ungern, mogrl 
and other fell creatures. It was here that he made his might 
mace, Utriel, the Mace of Judgment, and other monstrosities. 
This was his domain and it housed an army of slaves to serve 
his whim, many of whom perished in the labors of the Horned 
God. Only the dwarves and goblins bound to him by his own 
will could long survive within the Pit.

The forge of Unklar was mighty, larger than any the world had 
seen. Massive bellows created heat that wilted the flesh of nor-
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The level is a virtual warren of halls and rooms where people 
dwelt, living out their lives as best Aufstrag would allow. 

After the Winter Dark Wars the merchant’s quarter became 
deserted, the once loud and raucous auction blocks empty and 
those who ran them gone. It is haunted now by any number of 
creatures that have crept into the vacuum, making a home for 
themselves. Some few merchants remain but these are rare for 
the life is extremely dangerous for the law of yesteryear is gone, 
and devils with master oft times devour those that annoy them.

LeveL 12: 2nd diSTricT

The Second District housed craftsmen of all stripes. Those who 
worked in metals, leather, wood, clay and more dwelt here. They 
fed all the desires of Aufstrag, from some high lady that desired 
a long cloak to some orc who sought a leather apron to work 
out his daily tasks in the Gardens below. But for the dwarves, 
the craftsmen were not particularly skilled at any one great art, 
no less or more than others. The dwarves were masters of the 
forge, led by Dolgan; they made weapons, armor, siege engines, 
and fortifications that were the envy of the world.

As with the merchants the craftsmen left, or were slain, during 
and after the fall of Unklar. The District was plundered and is 
now home to a large number of warring factions, orcs, men, 
wizards and the like.

Travel here is difficult, the narrow, winding pathways lead one 
on dark and dangerous paths and those who dwell here now are 
cruel and desire wealth stolen as well as earned.

LeveL 13: 1ST diSTricT

The First District housed the nobles of Aufstrag, indeed of the 
whole realm of Winter Dark. Here dwelt man high men and la-
dies, of many different peoples as well as the bulk of the greater 
clergy of Unklar. The rooms the built were multi-level rooms, 
and joined with roadways carved above and below. Many win-
dows, balconies and outside fortifications broke the surface of 
Aufstrag, allowing them to at least take of the air, fresh or no.

This level also housed a host of small armies, nobles and their 
retinues of sycophants and guards. Some of these were human, 
others were not. When Unklar fell many of the nobles fled to 
their distant realms to live or die as their fates allowed, but some 
stayed, preferring the security of Aufstrag to the dangers of the 
wide world. These served the memory of Unklar, or the Undying 
High Lord who took control after his fall, or themselves as their 
conscious dictated. 

It is a dangerous place, for those creatures that remained are 
petty and evil, filled with a bitterness that nothing but wanton 
cruelty and suffering can assuage. But they are powerful and 
jealous of what little remains to them.

LeveL 14: grAnArieS

Much of the tribute paid to Aufstrag was in foodstuffs. Whether 
crops or livestock, it was carted here and housed in huge grana-
ries, barns, stables and pens. The whole of it reeked in the days 

the lakes shores. Twisted trees, a dull green in color, always wet 
and covered in moss.

The army of the chain-bound, or so they were named by those 
free in Aufstrag (if there is such a thing in Hell). They dwelt in 
unkempt rooms bored out of the walls of Aufstrag, in halls and 
along the shores of the lake. It was a miserable existence as they 
served as labor, entertainment and food. Many times they rose 
in revolt, to fall before the terror of their masters. For this rea-
son the Deadpans are filled with hidden rooms, and secret ways 
and treasures stolen from all over Aufstrag.

Many remain there still. Twisted creatures with little hope and 
lives grown too long, but that will not end for the magic of that 
place holds them still. Fear grips them and hatred and spite. They 
attack any and all they see, if there is a chance of vengeance.

SECOND WARD: THE HALLS

The Halls were the heart of the city of Aufstrag. Merchants who 
came to trade were housed here, the bazaars, shops, craftsmen 
and all those needed to keep a city alive, dwelt here. Of the 
Wards, it was the most safe and normal, more like to a city than 
the rest of Aufstrag.

It is in the Second Ward that the Great Rift exists. Here a drag-
on tore the skin from Aufstrag, pulling massive chunks out of 
the Ward, spanning levels 12 and 13, and leaving them open to 
the outside. It offers the most obvious point of entry if one can 
bypass the wyverns or climb the un-climbable wall.

The Second Ward consists of seven levels:

LeveL 10: The Long WALk

To enter the Second Ward one must follow the ramps of the 
Long Walk. Here are a multitude of ramps that rise and alter-
nately low or high angles, going up to the 3rd District or beyond. 
They created both avenues for travel for those bring goods to 
the higher levels, but also defensive measures if ever the lower 
halls were overrun or rose in revolt. Any attack from below had 
to crawl up the ramps of the Long Walk (or go up the Stacks).

The walls of the ramps are lined with rooms of all sizes; these 
were hostels, taverns and inns that served the weary traveler. 
There were homes as well that housed those who guarded or 
ran the Long Walk.

The Long Walk is a dark and musty place, used by those who 
traffic one way or the other, but only a few of the hostels and 
taverns remain, and these may or may not welcome strangers 
depending upon who runs it.

LeveL 11: 3rd diSTricT

The 3rd District was the Merchants district. It is dominated by 
large market squares or bazaars. Here merchants set up shop by 
renting or buying space, or set up stalls in the open - much as 
any city anywhere in the world. Almost anything was available 
in the 3rd District from ink to slaves of the most exotic nature. 
Buying weapons, armor, scrolls of spells as well as fruit, cakes or 
worked goods was all very common.
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Umbra, the High Priest and the Horned God himself. It was 
center of all the Empire and the Winter’s Dark. Unklar spent 
the greater part of his latter years in the Citadel, mostly in 
Horned God’s Halls, watching the world of his remaking and 
pondering what dark thoughts amuse dark gods.

The Third Ward is crowned by the Aeries. These are the three 
“branches” that extend from the top of Aufstrag, out, over the 
Gray Pools. They are massive, scores of feet wide and hundreds 
long. They house a host of wyverns on their underside and on 
the top, nestled in the center of the mighty tower, at the top, 
at the confluence of the three branches, lie the Barajin, called 
by men, the Nest of Scales. Here in ages past a dragon, old and 
wicked in thought and deed, dwelt.

The Third Ward consists of five levels:

LeveL 17: mAnSionS oF The ThrALL

Unklar bound many creatures, great and small, to his service. 
Some were surrendered of themselves willingly, others less so. 
The greatest of them were the Val Eahrakun, but others rose to 
greatness through their own actions, such as Dolgan the Dwarf 
Lord. These were not of his servants, but rather, slaves, and they 
bore no love for him and in time he feared them, for his power 
waned in during the Long Centuries.

He sought to keep them close and content, so he ordered that they 
dwell here, in the Mansions of the Thrall. Opulent chambers, filled 
with all the comforts of his or their imagining dominated the Man-
sions. From baths and pools, dance halls, observatories, to libraries 
and dens filled with pelts and prizes of the wide world. Elaborate 
sleeping chambers, with kitchens and private dining halls. What-
ever pleasure they sought or mused upon, he gave them.

With his fall, many fled his service, or indeed rose against and 
played a hand in his fall, but some few remained, taking abode 
in the Mansions as a debt paid to them by the Horned God. For 
that reason the Mansions have remained largely intact, but are 
deadly dangerous to enter. 

LeveL 18: The peniTenT’S domiciLe

Here were a sprawling set of halls and chambers where those of 
worth came to pay homage to the Horned God. Marbled floors, 
pillars of worked stone, walls decked with gold reliefs, and ceilings 
held on high with arched spans carved of woods and stones rare 
and wonderful. Creatures dwelt here or passed through the halls as 
befit their purpose, but all felt the presences of the Horned God for 
it was designed such that his thoughts echoed here and bruised the 
minds of those who lingered in the Penitent’s Domicile.

Coburg the Undying, Captain of the Gate under Unklar, but 
Lord of the Citadel after his fall, loved the Domicile and spent 
much of his time here, wandering its halls with the Lady of 
Garun, his paramour. He held it against his many foes during 
the strife that followed the fall of the Horned God, but even so, 
part of it was sacked and burned and left in ruin.

The level is half held by Coburg now, who cherishes its beauty 
and the resonance of his one time master (though in truth, as is 

of its use and was a reek that clung to the wall and rafters for 
even now, the smell is heavy in the air. It is well watered here 
with cisterns fed by pipes and channels from above or from the 
outside where the air was always moist.

The Granaries are the tightest of the chambers, built to keep out 
moisture and wandering creatures. The halls here are narrower 
than normal and smaller, allowing travelers less room to move than 
other levels. Of course most of it is empty now, most of the grain 
long gone and the animals as well. Only the pigs remained, the bed 
and multiplied. Huge tusked things with some innate intelligence, 
they roam the halls, eating any organic matter that comes in view.

LeveL 15: ArmorieS

The armories of Aufstrag were vast and include almost all weapons, 
great and small. Armors, helms, shields decked the walls, weapons 
in racks, all designated to one troop or the other. Here dwelt armor-
ers that served the armies, their families, slaves and others besides. 
The dwarves bound in servitude dwelt here and it is from here that 
the Crimson Guard rose to prominence, a breed of the All Father’s 
people bent on evil and service to the Horned God.

In the Armories the Horned God ordered weapons of fire and 
ash constructed, and there are canon stored here, able to hurl 
chunks of rock great distances. Muskets too, large, bulky affairs, 
little preferred by the denizens of Aufstrag, for they were slow to 
fire, risky and killed the wielder too often.

The level is long since plundered, mostly during Coburg the Un-
dying first rule after the fall of Unklar. He used it to arm his host 
that was largely destroyed in the First Battle of the Tree. Now it 
is a fell place, home to powers great and small, cut into several 
domains and factions who war continually with one another.

LeveL 16: deviL’S meSS

Here the devil’s meals were mad. In the kitchens a host of cooks 
and slaves labored upon the torment of the living to make food 
for the undead and the Val Eahrakun Lord who ruled them all. 
There were many, great and small, some owned by one lord or 
the other, others by the Horned God, still others stood alone.  

The Slaughter House lay in the Devil’s Mess. Creatures were 
drug from all over Aufstrag for the slaughter. They were beaten, 
tortured, killed (or left alive) and cooked. The flesh was served to 
whoever sought it or paid for it. It was a madness of death. Huge 
ogres wandering the halls carrying or collecting food for the pots 
of various cooks here and there. Some fought and some fled, but 
all suffered and like as not, all ended in the Slaughter House. 

The Devil’s Mess played hell with the souls of its victims, for 
many were torn from their living bodies and devoured or used 
to heighten the flames of the cook fires. Their twisted writhing 
often left stains of shadow upon the wall and floor, stains which 
could break free of their spiritual domain and slay the living.

THIRD WARD: THE CITADEL

The Citadel lacked the size of the First and Second Wards, but 
it housed the greater host of the power that dwelt in Aufstrag, 
from heroes of the Winter Dark, the Wizards of the Paths of 
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But the great evil here lays in its master, Coburg the Undying. 
He controls the throne room and the rooms around it; much of 
the treasure lies in his hands. But few serve him loyally and few-
er still trust him. But others beside Coburg dwell here, creatures 
of Unklar’s design, suffered beasts of his malice, roam these 
halls, freed from their cages. Devils, wizards and master less as-
sassins, all lost without their master come here to dwell, so that 
the memory the Horned God might give their lives meaning 
- though in truth few remember his whim and cruelty but for 
Coburg, but it is for this reason he seeks to keep the dark at bay, 
but also that he never sits upon the Wooden Throne.

LeveL 21: god’S cuSp

The Cusp lies beneath the Barajin, the Nest of Scales, and it con-
sists of only a few rooms, Unklar’s Chamber. Hidden from prying 
eyes few have ever entered the Cusp and those that do often go 
mad for it. These were the chambers of Unklar’s mastering of the 
world and the remnants of his magic lingers still, poisoning the air.

Here he devised the end and the beginning. It was here that he 
saw, or thought he saw, the flaw in the All Father’s makings and 
here that he remade the world. From the Cusp he cast out the 
Shroud of Darkness that covered all the wide world. From here 
he threw the chains upon the sun and moon, and all the other 
crimes of his thought and deed besides.

The chambers are hidden by secret ways and traps of a devil’s 
design. The chambers themselves are lush and hold all the com-
forts a god might desire.

No creatures wander here by accident, only those made of his fell 
thought, who he desired to keep or who rebelled against him and 
hid from his wandering eye. They are part of him and apart from 
him and for this, feared by the wise, and ignored by the foolish.

well known, he does not seek his master’s return). But the rest is 
wild and dangerous, the chambers despoiled or held, some filled 
with wealth untold, others filled with madness and grief.

The Stacks end here as well, none rising further than the Peni-
tent’s Domicile. 

Strange creatures dwell here, powerful memories of Unklar and 
shades of his devoted. These must vie with the Wizards who 
come from time to time, seeking to unmask Coburg and bring 
back the rule of the Horned God.

LeveL 19: The crimSon WALLS

The level housed Unklar’s personal guard. It consisted of the 
Crimson Guard, masters of the Paths of Umbra, Crna Ruk as-
sassins and troops of ungern. Aside from the Mogrl, these were 
the most devoted to Unklar, those that he trusted the most, par-
ticularly the Crimson Gaurd, made up entirely of dwarves. Fierce 
warriors who served their master with unswerving loyalty, believ-
ing that Unklar was the son of the All Father and they would pay 
their debt of life, the Amanuth, to him through service to Unklar.

The level consists of a veritable warren of halls and rooms. 
The soldier’s barracks, their commander’s personal chambers, 
kitchens, supply rooms, armories, training rooms and so forth. It 
was well kept in the rule of Unklar but with his fall the guards 
turned on one another, some supporting Coburg, others some 
wizard or the other, some each other. The Crimson Walls were 
sacked in the strife and many slain. But some dwarves held on 
and they forged a small kingdom of their own with the Walls.

The Crimson Walls are in ruins, much as much of Aufstrag, but 
for the small region controlled by the Guard. Here order reigns 
and they interfere with any trying to mount into the Horned 
God’s Halls. They are not, however loyal to Coburg.

The rest of the of the Walls are dangerous places where crea-
tures have crept to and settled, seeking the source of Aufstrag’s 
power, the Horned God’s Throne Room, but fearing the power 
that resides there still in the Undying High Lord, Coburg.

LeveL 20: The horned god’S hALLS

Here stands the throne room of Unklar, from where he ruled for 
many long years. It is massive, as big as the Bone Pit far below. 
A chamber lined with pillars holding up a vaulted roof, pillars 
built with the visage of the greater Val Eahrakun. Carved from 
marble with such detail it seems they watch those who pass be-
neath them. The throne itself is massive, built of wood carved 
from the Eahrtaut, the Great Tree, its roots are buried in the 
floor and its limbs rise to hold up a massive mirror that rides the 
wall behind the throne. Here the Horned God sat, dispensing 
his cruelties for a thousand years.

The Halls are home to other rooms as well, the treasuries and 
the personal menagerie of the Horned God. Wealth untold lies 
here, if it remains un-plundered by all the many creatures that 
tore at the foundations of Unklar’s rule when he fell. There are 
dining halls and kitchens and chambers to house the Mogrl. All 
here in the Horned God’s Halls.
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