
 

Abyss of the Lost 

 
 

Twilight skies there was at first, and by the Mist was concealed; 
Without distinctive elements, this all was water; 

That which, becoming, by the Sunyé was consumed; 
That One by fall from grace came into being; 

 
Who really knows? Who will here proclaim it? 

Whence was it produced? Whence is this creation? 
Devas came afterwards, within the creation of this universe, 

Where all can be both hidden and seen. 
 

Whether One willed to create it, or whether It was mute; 
Perhaps it formed itself, or perhaps it did not; 

Only one who its overseer in highest heaven knows, 
Only It knows, or perhaps It does not know. 

 
-Chandravas 



 

The Abyss of the Lost is an endless sea, without border or boundary.  Although there is a 
surface, little of note mars the stillness of the ice-cold meniscus.  The hushed waters reflect 
the deepest nights and starry skies infinitely.  The air itself is dank, grimey, and reeking of 
disease; and a fine blue mist covers any isolated floating island or object, isolating them from 
living memory.  This environment does not lend itself well to any sort of surface travel.  Day is 
lit from above by a blue sun that barely heats the water, and provides very little in the way of 
light.  When the sun slowly disappears beneath the smooth horizon, greeting its reflection as 
an identical brother, the stars shine down, each one as bright as the moons that adorn most 
worlds.  Thus, the Abyss is perpetually lit by twilight.  Nothing lives in the fouled air beyond 
the Mist and nothing disturbs the endless glassy surface of the sea.  The world itself is 
contained beneath, submerged in the darkest depths of the ocean. 
 
While the majority of the islands are indeed floating--they have no land mass beneath them 
connecting to the ocean floor--there are some islands that do reach all the way down to the 
sediment, forming the Shallows.  Home to the majority of smaller, amphibious sea life and 
strangled and diseased corals, the Shallows serve as the barrier between the Sea and the Mist. 
Nothing that has ventured beyond the Shallows ever returns from the Mist. 
 
As the floor expants and further descents through the abyssal plain, the sediment darkens, and 
actual signs of life begin to emerge.  Fish, mollusks, cetaceans, and crustaceans can be found 
in every region of the Abyss.  Plants, similar to those found in other worlds but altered for sea 
life, flourish thickly on the stony trenches of the sea.  Haunted forests of blue hued seaweed 
and frost colored living bushes thrive on endless hills of ancient coral.  At the center of this 
expanse of the ocean is a massive circular Ridge which contains the Great Trench. Its expanse 
is so wide, one cannot see the other side with the naked eye.  The trench itself has rocky, 
descending conical sides, inadvertently pulling the discarded, the decayed, and the dead into 
the darkest depths below, known as the Sunyé.  Massive ancient and derelict settlements can 
be found, discarded from their unknown creators like diseased corpses.  The greatest amounts 
of sea life congregate here around the Ridge, living off of the massive ecosystem. Coral still 
grows hundreds of feet tall and snapping sea turtles the size of mortal cities lie in wait for 
whale-sized sharks to snack upon.  
 
It is here, just inside the Great Trench that civilization remains.  This is the realm of the 
Rakshasa, wary beings who govern the decaying ocean.  Able to survive below the waters, the 
Rakshasa live in floating cities which dwell within the Trench.  The lives of the Rakshasa are 
governed by what remains of this ecosystem, and thus their way of life is dominated by it. 
There are no seasons here as in other worlds, nor can “daytime” and “nighttime” be 
distinguished this far below the surface with the naked eye.  Time itself is extremely linear, 
and difficult to record. Rakshasa measure their life-span in terms of Resurgences in the Abyss, 
which grows shorter with each passing generation.  A Rakshasa may live up to 30 “years” 
before their first reconstitution by the sea floor.  But with each passing Resurgence, they grow 
more and more unsettled.  All Rakshasa subconsciously seek the void of nothingness. Once 
this Pramadya takes hold, it festers in the mind like an unwelcome addiction, driving the 



 

Rakshasa into complete and utter madness until their final breath.  At this time they simply 
cease to exist; their bodies dissolving into seafoam as they are taken wholly by the Sunyé, the 
Call of the Void. 
 
The Rakshasa are not the only sentient beings who inhabit the Abyss of the Lost.  In this world, 
every creature and object, including the water itself, contains a spirit.  These spirits are 
physical objects that have been transformed into self-aware beings.  Although such spirits lack 
a physical presence and cannot touch or manipulate things in the world directly, they have 
power over the things they descend from, and can control things within their unique sphere of 
influence.  The Rakshasa understand that most of these newly born spirits are powerful and 
angry, seeking vengeance or restitution.   Consumed by their own Pramadya, these spirits are 
highly destructive and must be controlled or destroyed by the Rakshasa.  Spirits of Water and 
are the most common spirits, although the spirits of sea life and objects lost or destroyed in 
the Abyss are also quite common.  It is because of these spirits that the Rakshasa govern their 
lives as they do: birth, survival, endurance, and finally oblivion. 

   



 

History of the Abyss of the Lost 
Time eons ago was once measured relative to the passing of the blue sun. But since the arrival 
of the Mist, this is no longer practical.  Monitoring and recording an occurrence in this ancient 
manner is so monumental a task, cities have long forgone the dials and chronometers of their 
predecessors.  Traditional months, seasons, years, even centuries are just as impossible to 
track.  Thus, each city holds its own record of time with its own units of time, perpetually 
changing.  Some may use aligned tinkered devices or simple overturning hourglasses.  Age and 
generations are also similarly left to interpretation.  Timekeeping is a task left to the most 
scholarly and meticulous of Vidyadhara alone.  The vast majority of the populous need no 
specific means of calculating time, as the spirits care not for morning or evening, and 
everything below the waters eventually recedes into the Sunyé. 
 
This makes history, as such, nearly impossible to record in a traditional linear fashion.  The 
past is retold in mythos and legend.  It is a narrative, not a record, and is not widely held to a 
high degree of scholastic accuracy.  It does not matter to the Rakshasa when exactly something 
happened, so much as that it did indeed happened, and it happened before or after another 
event of note.  The events that also occurred simultaneously are quite important for telling 
what is it come.  Rakshasa process cognitive complexity in a way that is nearly maddening to 
most mortals, but the truly wise can toe the line without stepping closer to the Sunyé. 
Memory is therefore prized, as an Rakshasa with a great memory will clearly be able to fend 
off the Pramadya longer. 
 
Very little is known about previous eras, as they have passed into obscurity, and very few texts 
remain.  The Rakshasa consider history in a fashion that compares historical events to bubbles 
floating towards the surface of the ocean.  Such things can be seen with clarity at first, but they 
are quickly harder to observe the further away they get.  Eventually, they pass from sight 
altogether and cannot be accurately described in any fashion.  For this reason, Rakshasa do 
not overly dwell on the distant past.  However, some events are so epic in scope that they can 
still be seen, just as a very, very large bubble could be seen for a longer time even as it floats 
towards the surface.   

The Fallen Star 
The creation of the Rakshasa is one such event, retold across the cities.  Young and old are 
familiar with its tale.  The world had been, at one time, an endless and placid body of pure 
water, untouched by Mist or island.  In fact, nothing disturbed its surface, and when the stars 
shone at night, they were mirrored with perfect reflection, giving the ocean its very own 
perfect set of stars.  The stars themselves became jealous, and after a time, they grew so angry 
that they contrived a way to disturb the reflection of the ocean.  To do this, one lone star fell 
onto the surface of the ocean, plowing through to its rocky bottom.  The impact alone created 



 

the Great Trench--the darkest depths of everything in the Abyss--as well as the Shallows and 
islands.   
 
As the star descended deeper, a great churning of the seabed occurred, and the rush of 
seafoam that was created by this celestial impact solidified into beings that were self-aware. 
These were the first Rakshasa, who named the lone star from which they descended, 
“Vathriagni.”  In addition to the Rakshasa, the fallen star also awakened the dormant spiritual 
nature of all things touched by her starlight.  The Rakshasa became the caretakers of her 
grace, her waters, and all manner of life that came forth from her voice: seaweeds and kelps, 
to fishes and snails, to immense beasts and playful tricksters.   
 
But the stars were incorrect in their plan; they had succeeded only in briefly maring the placid 
ocean.  Vathriagni’s time in the sea was to be brief, for something dark had awoken within the 
deepest depths of the ocean floor.  As Vathriagni’s descent into the ocean never slowed, the 
surface of the Abyss returned to pristine stillness, taunting the stars in spite of their efforts. 
Yet their plan had unleashed the furor of the Sunyé from the the unfathomable darkness 
below. 

Ascension of the Sunyé 
From this struggle came forth the Deva, the Gana, and the Naga, creatures made from the very 
torment of the ocean floor, and the strife of Vathriagni herself as she struggled against this 
darkness.  Cities once cradled in her watery embrace lie discarded and forgotten on the slopes 
of the Great Trench, slowly sliding into the dim, cloudless mirk.  The floating islands became 
inhospitable to the Rakshasa and other migrant creatures who retreated to the safety of the 
Shallows.  The blue Mist expanded, shrouding not only the floating islands themselves, but to 
the stars’ delight the entirety of the sea.  Separated from her brethren, the resplendent 
Vathriagni was not able to contain the Sunyé from the world. 
 
The Chelamma awoke, a raging titan in the form of a scorpion.  Its arachnid legs dwarfed the 
tallest towers, Its numerous glowing eyes spread madness in all life, its pincers could cleave 
the strongest of sea turtles, and its poisoned tail could instantly demolish a city.  It is believed 
among the Rakshasa that the ancient city of Shell Back fell to the whims of the Chelamma. 
This legendary creature fought with Vathriagni but ultimately was sealed back into the deepest 
depths of the ocean floor.  In its wake, the Deva took some of its Chitin and her Grace and 
fashioned a cursed weapon of unspeakable power.  They called this malady, Varunastra, and 
wielded it against Vathriagni who had destroyed their beloved deity.  Trapped between the 
Mist and the Sunyé, she was pierced by Varanustra.  The unholy blade stole from her every 
chance she had to return to the stars.  But with her sacrifice, she sealed not only Varanustra, 
but it’s maddening curse.  The call of the Sunyé openly ceased, and the ever-present hold of 
the the Pramadya lay dormant in all life.  Even the stars couldn't contain their sadness of their 
fallen companion, and the rains that came forced the Mist to recede back to the floating 
islands. 



 

 
As Vathriagni herself descended into the Sunyé, she bestowed upon the Rakshasa one parting 
gift: Resurgence.  The silence of the waters became deafening as she sank into the encroaching 
darkness; her serene visage lost to time, her melodic voice unpronounced.  Though her last 
words went unheard, the contrail of bubbles from her descent rose up to the edge of the 
Ridge, encircling each Rakshasa. Resurgence is what allows the Rakshasa to have a fighting 
chance against the call of the Sunyé and their inevitable descent into the Pramadya.  While 
their lives may be short, new Rakshasa souls are given a protective spiritual veil.  This veil 
disintegrates over time, with each life lost, and with each step closer to the Sunyé. 
 

Recent Memory 
The beginning of the current era is marked by the Final Gift of Vathriagni.  As it stands, the 
current political unit is the city, rather than the family, and then the city.  Rakshasa do not 
have separate nations or nation-states.  Each city is responsible for its own governance, which 
is currently through an established council or mob ruling.  The physical distances between 
cities is incredibly vast, and even though cities use a guild of caravans and emissaries to ferry 
messages between each other, some cities will most always be out of communication range at 
a given time.  Travel and communication depend highly upon the routes and appearances of 
angry hordes of spirits.  This means that trade between cities is strategic, allowing for a 
complex system of credit, bartering, and exchange. 
 
Spirituality in a deeply religious connotation does not really exist here.  Moreover it is the 
personal practice of meditation and control.  Those who exercise control over their mind ward 
off accursed temptations of rage and fear.  Those who exercise control over their spirit 
forestall the seductive call of the Sunyé.  Those who exercise control over their minds and 
bodies live to see another day.  As such, martial and magical prowess is extremely valuable, so 
much so that a second martial school of thought has emerged: The Garuda School of Barbed 
Talons.  Rather than the “traditionalists” of the Urvashim school, the Garuda School focuses 
more on progressive ideals and survival through stealth and opportunity. 
 
The concept of just and honorable war has receded into legend.  Multiple warriors attack a 
single target, many times in public areas. Duals are one-sided, the winner being the one who 
cheats the best.  Surrenders mean little, and prisoners are a wasted mouth to feed. 
Assassinations are commonplace, and often times orchestrated by the rule of the city’s 
council.  Innocent livestock casualties are tomorrow's feasts, while bribes for protection and 
favoritism are expected. 
 
Open conflict and warfare erupted on city streets, which then spread to hostilities between the 
cities themselves.  Differences over governance, usage of resources, and defense against the 
spirits further isolated the cities.  Garuda and Urvashim alike were known to inflict death upon 
the elder, weak, and younglings, often at the support of council rulers.  Strained relations 



 

between the Refugees and the Citizens have lead to a war of resources.  The Citizens don’t 
have any desire to feed and house the Refugees from cities that they predict will shortly fall 
into self-destruction, especially since they are experiencing shortages in key industries.  The 
Refugees do not wish to perish in open waters or torn apart by the Naga, Deva, or other 
angered spirits.  Penance, truthfulness, and compassion are lost virtues amongst the 
Rakshasa—charity being all that remains, although its actions are few and far between. Plague, 
famine, pestilence and natural calamities are all too common, and the ruling councils provide 
more distractions than answers. Few Refugees hide in valleys between mountains, and 
suffering from cold and exposure, wearing clothes of coral and seaweed. 

   



 

The Lost 
The Rakshasa are possessed of a few notable superstitions.  First and foremost, they believe 
that all things possess a spirit and that the spirits should be respected, less enraged.  Rakshasa 
often pause first before enacting any sort of destruction, to prevent further ire of the vengeful 
spirit within.  This can be sort of silly when kicking in a door and apologizing to the door’s 
spirit.  However, in the Abyss this is a fundamental practice, as angry spirits can cause very 
real damage to the lives of Rakshasa.  Furthermore, Rakshasa assume that personal freedom is 
a given.  They are open about matters of sexuality, and are rarely embarrassed or shamed by 
their darkest desires.  The basic composition of Rakshasa relationships is its casual nature, 
and this associates Rakshasa as “loose” or even perhaps a little crazed. 
 
The division between Refugees and Citizens spans the Abyss, creating tensions within 
Rakshasa society.  Refugees are those Rakshasa who have been exiled by their community, 
survived a disrupted caravan assault, or adolescents failing their personal pilgrimage.  A slight 
minority of Rakshasa fall into this faction, as most are established Citizens. Nearly all Rakshasa 
cities face scarcity of resources and the continuous onslaught of the angered spirits of 
Three-Curses. It is a slow decline until ultimately the city becomes overrun and ultimately 
destroyed due to overpopulation.  

Citizens 
Citizens are denizens born into an established city that hasn’t yet been destroyed by sea 
leviathan, war, or descent into the Sunye.  While they do not have to fair the day to day survival 
of living in the open waters, the political climate and food rations maintains a tense and 
volatile cloud of dread that sweeps through the city streets.  Self-entitlement and egos are 
thrown about as weapons as often as blades, and lead to just as much spilled blood.  Tight-knit 
communities of varying guilds form the only true safety net against political and physical 
backlash.  These guilds can extend their sphere of influence beyond the boundaries of the city 
walls, but cultural variances do emerge based upon the size and location of the city.  Citizens 
from larger and more populated cities generally consider themselves of higher rank and 
status, so immigration within a guild to larger cities is generally seen as a promotion of rank. 
 
The Citizens are similarly looking out for their own self interest.  This also means that the 
transition for Refugees will likely be a chaotic affair, as they seek out places that will accept 
them.  It is no wonder that a few brave souls are attempting to make their fortunes outside of 
Undersea.  However, the demands of the Citizens are largely based on incorrect information. 
The most popular notion amongst Citizens is that Gates are common and easy to find, allowing 
entire populations to pass through into the land beyond.  This is not at all the case, because of 
the dangers of the Mist.  Additionally, finding a Gate when looking for one is next to 
impossible, and even if one does find one, they are open only a very short while.  The access 
Refugees have to the Gates is grossly overstated and since communication is so difficult, the 



 

misconception will likely remain for quite a while.  However, this creates a terrible situation 
where Citizens could theoretically condemn Refugees to death if they do not allow them 
official Refugee status. 

Refugees 
Even more unfortunate than the plight of the Citizen is the plight of the Refugee. Refugees 
obviously have less social standing on average than the Citizens.  This is largely because 
Citizens have a significantly greater degree of stability, both due to their established rank in 
their current society and their basic needs being met as earned from this rank.  Because of this 
economic inequality, Refugees have much less wealth on average.  When traveling to another 
city, they are able to afford less, if anything at all, and their appearance will seem shabby. 
They are also commonly resented by the local population, who see the newcomers as 
unwelcome mouths to feed.  This leads many Refugees to consider immigrating to the 
Effluvium, where they can hope to start new lives. 
 
Because cities suffer periodically shortages and famines, the Citizens of that city must make 
up for lost resources in other cities.  While most Citizens agree that they should help their 
neighbors, but with the impending overcrowding and economic collapse, the Citizens are 
pushing the Refugees to take up arms against the aggressive spirits and beasts that attack the 
cities.  Many cities have passed resolutions that Refugees will not be tolerated, lest they join 
one of these factions, essentially condemning them to life in servitude or banishment to the 
Effluvium. Refugees are also subject to harsher penalties if brought before the community for 
punishment.  Many times, the Urvashim, Garuda, or Vidyadhara are tasked with assimilating 
the new immigrants into the city.  At the very least, they can be somewhat useful in the city’s 
constant defense from hordes of angered spirits.  Refugees that are not successful at 
integrating within a city are exiled to hermit life at the Ridge of the Great Trench or beyond to 
the Shallows. 

Other Cultural Notes 
There is no such thing as an Rakshasa family unit, although Rakshasa do certainly convene in 
social groups similar to families.  There is no clear name for such a unit. Marriage does not 
really occur between Rakshasa, but they certainly do feel love.  Generally, they consider their 
city and guild affiliation to be the most important aspect of their identities.  Rakshasa are 
possessed of all the emotions that mortals possess, and fall in love with the same degree of 
frequency as their terrestrial counterparts.  They also fall in love with the same degree of 
ferocity.  Their relationships tend not to last forever however, as Rakshasa understand that 
their time is not consistent, and may be cut short at any moment. 
 
The Pramadya Within 
All Rakshasa are well aware of where life will eventually take them, and most are in no hurry 
to get there.  In fact, extreme efforts are taken to slow the onset of madness, known as 



 

Pramadya.  Rakshasa who practice the Torpor of the Unfathomable Void fully understand the 
nature of this balance, for practitioners who step to close to the edge of the Sunyé find 
themselves consumed by Pramadya.  Personal rituals, karmic acts, and meditation do best to 
aid oneself in this internal struggle, but all will eventually succumb to the darkness and call of 
the Sunyé.  A Rakshasa who is reconstituted by the seabed understands this: eventually as they 
descend further, they will join other spirits in the Three-Curses or worse, fall directly to the 
Sunyé itself. 
 
Crime and Law through Mob Mentality 
Crime within the cities is fairly low given the scarcity of resources, as communities tend to not 
have the wherewithal to contest the operations of the successful merchants.  However, as food 
becomes increasingly scarce, criminal proceedings increases dramatically.  The community is 
the declared keepers of the law and they perform the role of judge, jury, prosecutor, defense, 
and executioner.  Death is almost never declared against an individual, but exile is quite 
common.  Crimes include theft, slander, gross negligence, gross misrepresentation, and of 
course, murder.  Sadly, refugees often do not receive fair trials, as the local population regards 
them as a drain on their already strained resources. Because of this, they tend to have harsher 
sentences with a more frequent rate of prosecution.  It is know that whoever appeals to the 
law against his fellow is either a fool or a coward and whoever cannot take care of himself 
without that law is both. No one really sees anything wrong with this level of mob rule, as it 
ensures the overall continuation of the city at large. 
 
Communication and Travel 
Communication between cities is difficult, but far from impossible.  Trained cuttlefish are 
often used to ferry messages or small amounts of goods to another spot. This is extremely time 
consuming.  Predators often pick off the weakest, or emissaries are waylaid by angry spirits 
looking to increase the size of their horde.  Communication is easiest when two cities are close 
by, but obviously this is dependant on the permittance of angered spirits and other beasts of 
the depths.   Mystical air-pockets known as “Gates” are not reliable to use. 
 
Travel is quite dangerous as the majority of its depths is untamed wilderness. Near the Rim, 
massive undersea animals, including crabs, octopus, squid, and eels lurk about, searching for 
their next meal.  Squads of combative Rakshasa are dispatched to deal with these beasts when 
they get close to a city, but out in the wilderness a lone messenger could easily be ambushed 
by a hidden stone-fish of gigantic size.  Towards the center of the ruin, the least lucky are 
snatched up by unruly spirits and kept as a sort of pet.  Some spirits have such perverse 
appetites that they will keep such a victim alive for a generation before sending them into the 
Sunyé.  Usually, the Rakshasa travel between cities in caravans consisting of a large mollusk 
shell harnessed to a whale or other large sea creature.  As the caravan approaches the rim, 
predators are attracted by the movement and smell of prey.  The Urvashim School do all they 
can to prevent such attacks, but a dozen giant squid is enough to overwhelm any retinue of 
Urvashim grandmasters.   



 

 
War Between Cities 
Only the most prosperous cities can afford to actively go to war, and only the most desperate 
campaign continuously. There have been several times, not terrifically dissimilar to the 
modern predicament, when multiple cities were on the verge of collapse and resources were 
stretched incredibly thin.  War was declared on one city or another who had plentiful 
resources but refused to bargain.  This is generally for something specific, like rice, jade, or 
shell.  A truly poor city with no access to any resources is unlikely to mount any war, since its 
resources are already allocated to daily survival.  However, when your plate is empty, or your 
homes destroyed, societies will take up arms for survival, and migrate to where resources are 
less scarce. 
 
War between Rakshasa cities is just as brutal as war elsewhere.  Sea foam whips around, 
saturating the waters around battles.  Bubbles obscure vision, blood stains the depths, . 
Thankfully, the Apsara have almost no means of ranged combat.  Few Rakshasa may use small 
barbed javelins or bows, but they are more often utilized for hunting, and less suiting for 
prolific combat. The majority of Rakshasa use spears and perhaps a buckler for defense. 
Students of the Urvashim School and the Garuda School are usually the only participants in a 
given battle, though Vidyadhara and other practitioners will step in.   Despite city feuds, no 
civilization-wide war has yet broken out in totality.  All of this could change overnight.  Given 
the conspiracy of an invasion from the Gates, and the dwindling resources, the Rakshasa are 
constantly suring up means of defense.  They have no desire to become embroiled in wars in 
other regions, nor do they have a desire to migrate to regions from whence there is no return. 
The best strategy is to align oneself with their community and city. 

Festivals & Culture 
The Rakshasa place enormous value on continued survival of their social group and city.  This 
is largely for pragmatic reasons.  The angered spirits that the Rakshasa encounter daily must 
be put down or kept at bay.  They desire nothing more than to inflict the same torment they 
suffer onto the Rakshasa.  Because of this, the Rakshasa live in a world of deadly encounters 
and toil.  Their buildings are made of carved coral and jade, hastily repaired ruins, and 
Ramshackles rustically erected from anything found in the streets.  Massive citadels house 
wealthy merchants, and Rakshasa marketplaces can always be found in such domed 
architecture.  Such remaining structures are always the largest in an Rakshasa city, and the 
massive domes dominate the skyline. 
 
Rakshasa who cannot perform magic instead either join a militia society or climb the ladder of 
the merchant class.  Seduction is also considered an acceptable form of payment for goods and 
services, and there is no stigma associated with such things.  An Rakshasa with no talent 
whatsoever is likely poor indeed, scavenging for themselves in the Ramshackles of the dirtiest 
parts of the cities. 
 



 

Like most other mortals, Rakshasa are conceived and born in the same manner.  However, 
there are a few complications that make conception and birth in the Abyss different from that 
of other beings.  Rakshasa are formed only when another Rakshasa is consumed by the Sunyé. 
The newly conceived Rakshasa is not the same as the one who has just passed into Moksha; 
they retain qualities of their parents. Furthermore, Rakshasa who are of fertile age can choose 
whether or not their sexual pursuits will result in the union of a youngling.  If there is no 
desire to create younglings, no younglings will be created from any union.  Younglings are 
educated by their parents, but are considered on their own from birth.  Rakshasa are usually 
too concerned with their own survival and existing loyalties to take up dedicated rearing, and 
thus youngling mortality remains high.  This, combined with a lack of formal marriage, makes 
family loyalty low priority for an Rakshasa’s allegiance.  Although families are cordial with one 
another, familial bond and “parental instinct” is not a cultural aspect. 
 
Education is far from formal for Rakshasa.  They are schooled from the time they can talk until 
such time as they personally wish to cease schooling, giving the Rakshasa a great deal of 
mastery over their own continuity.  From their solitary destitution, the youngling will learn 
self discipline, how to handle angered spirits, basic survival, and entreat their innate talents. 
Depending on the whim of the student and the capabilities of the teacher, the choice of 
weapon training, magical training, or advanced skills is available.  However, because the 
student has a measure of control over their schooling, they can dictate what she wishes to 
focus on.  The teaching methods of mentors vary wildly, but tend to focus on observation, 
action, and real world experience.  Harder teachers will genuinely put their students in 
dangerous sink-or-swim positions, such as directly dealing with a powerful and angry spirit 
or forcing them to find her way home after being whisked off by a school of squid.   
 
Rakshasa may declare themselves an “adult” at any time, but if the community does not believe 
that the person is mature enough, they will simply not treat them with the respect adult 
Rakshasa reserve for one another.  Maturity gives the Rakshasa an even greater degree of 
social freedom but also responsible solely for her own defenses and resources.  They are free 
to pursue lovers, seek out knowledge, hone skills, start a household, or engage in trade.  The 
first thing a new adult does is form alliances within social groups of their own city.  Some are 
unfortunate, and few Rakshasa fall into such a pitiful destitute and outcast situation.  Luckily, 
Rakshasa naturally tend towards being highly flexible and empathic, and thus they can usually 
deal with new social normalities without difficulty. 
 
Food 
Rakshasa food sources grow increasingly scarce. What little they harvest is mostly bland to the 
taste, and scavenged or traded for. Elite Rakshasa have spiced meals, served with luxurious 
sea-fruit juices.  Few Rakshasa are able to prepare extravagant meals for themselves, and in 
the absence of fire, most everything is raw and cold.  For the wealthy Rakshasa, food is often 
well spiced, and to call a dish too spicy marks one as ungrateful.  Typical meals involve 
unleavened bread and a spiced bean or pulse dish.  The rare yogurt (made from the milk of 
whales) and fruit juice are reserved only for the wealthy who can afford it.  Rakshasa naturally 



 

love milk products, and have their own types of cheese.  The creation of cheese is a delicacy 
among Rakshasa; those who make cheese rarely can procure the materials.  Ground coral put 
into one’s food is considered a symbol of longevity, and Vidyadhara are among the most 
common coral-eaters. 
 
Death and Moksha 
The dissolution of existing creatures is of three kinds: incidental, elemental, and absolute. 
When an Rakshasa dies, their form melts into sea foam and salt water.  Slowly over the course 
of a few hours it will reconstitute, using the sediments of the depths.  However, Rakshasa 
believe that they do not reincarnate upon death, but rather become one with the Sunyé.  This 
is called Moksha.  There is no real way to measure such a phenomenon, but it is the 
widespread belief.  Still, the powerful practitioners of the Torpor of the Unfathomable Void 
can reform an Rakshasa who has died from the sediment and spray of the depths.  Such a 
ritual is exceedingly rare, and is given out as a gift by the Vidyadhara for Rakshasa who have 
shown great struggles against the Pramadya of the Void. 
 
Holiday: Visvedevas 
The days of Visvedevas were once the most comprehensive gathering of deities from time 
immemorial. They answer to the concern that no divinity should be omitted from praise 
during this time, and that all should celebrate in feast. This once elaborate ritual has rotted 
away to the disparaging notion of reliably having food on one’s plate that evening.  The 
Rakshasa are far from being humorless about this, and enjoy a rare and riveting performance. 
The most common instruments played by the Rakshasa during this time are the drum and 
flute.  They tend to shy away from zithers or anything overly complicated.   

   



 

Known Cities in the Abyss 

The Ridge and the Great Trench 
At the center of this expanse of ocean lies the Great Trench, expansive and bottomless. The 
greatest amounts of sea life congregate around the Ridge, living off of the various elements 
and things  slowly descending into darkness.  Animals living at its edge take on monstrous 
proportions, predators feeding off scavengers.  Large schools of smaller fish roam just outside; 
safety in incalculable numbers.  At the Ridge, coral grows hundreds of feet tall and sea turtles 
the size of metropolises lie in wait for blue whales to snack upon.  It is here, just inside the 
Ridge that the great civilization flourishes.  This is the realm of the Rakshasa, mortals who 
regulate the ocean.  Able to survive below the waters, the Rakshasa live in anchored cities, 
some in constant downward motion, along the interior of the Ridge. 
 
Smaller cities exist at the very top of the Ridge.  These cities are frequently formed and 
frequently destroyed, as they do not have any of the native protections against spirits and 
beasts alike, and are vulnerable to the open sea.  Smaller cities such as these are start ups from 
delusioned Citizens desperately trying to restore order in their own lives, clinging to the 
lifestyle they were exiled from.  They band together with other Refugees forming bitter 
alliances against the more established cities.  Dealing with even scarcer resources and 
unestablished towns, these smaller cities change power frequently. 

The Shallows 

The Shallows is home to the largest physical area under the waters.  So expansive, one could 
wander by themselves for five lifetimes and never see another Rakshasa. It is inhabited by 
smaller sea life and Refugees.  The threat of Naga, Gana, and leviathans is significant less due 
to the maze-like forests of haunted kelp, and the ever-present Mist lurking just above the 
surface.  Angry spirits are quite common, but easy to avoid.  Resources are not as scarce, but 
must be harvested daily, and are not nearly the qualities one would find within a city bazaar. 
Refugees tend to form small nomadic guilds, moving together within the Shallows away from 
the gruesome politics of the cities.  Conflict will often erupt over resources between guilds, 
and the better--or smarter--fighters come out on top.  Many of these guilds form mercantile 
alliances with city merchants for trade, transport, and message delivery.  Refugees of the 
Shallows are known to sell their services to the highest bidder, and are the most superstitious 
of the Mist. 

Ruins of Shell-Back 
The city of Shell-Back is the least populous of the Refugee cities.  Once built atop the shell of a 
sea turtle of regional proportion, it was mostly destroyed along with its host long ago.  It 
houses great ruins of splendor; towers, palaces, and buildings of architectural wonderment 



 

lost to erosion and time. Its defense against Angered Spirits lies in the nature of its demise; 
Gana have taken up close residence and thus keep most other spirits away.  This also lends to 
trade difficulties between other cities.  As such, the denizens of Shell-back tend to be 
extremely insular.  Most of their news of other cities travels by wayward merchants.  In the 
unlikely event refugees make it to the city, they are more or less welcomed, at the very least to 
the newest ranks of the Urvashim.  The Urvashim School of the Thousand Perfect Combat 
Actions is the most visible and active in Shell-Back. 

Snail’s Rest 
On top of and inside a giant snail shell is where the city of Snail’s Rest lies.  It boasts the 
greatest population of Rakshasa in any city, and has the most expansive landscape, with 
architecture dating back to previous times untold.  It is not without its own complications. 
Food and building materials are becoming increasingly scarce for the masses it needs to 
support.  Recently, there has been talk of raiding other cities.  Such deliberation is an open 
secret, as spies loyal to other cities have spread this information amongst population of the 
Abyss.  In addition, Snail’s Rest has completely shut its doors to any possible Refugees.  They 
have no desire to see widespread shortages, and with the knowledge that refugees can simply 
enter into Effluvium, they have no guilt for this decision.  Snail’s Rest is home to very few 
Vidyadhara or practitioners of the Torpor of the Unfathomable Void. 

Pearl-Spire 
The oldest surviving city is Pearl-Spire, a medium-sized city protected by its bivalve-shell 
construction. Its denizens are extremely elitist, and even the poorest citizens seem to look 
down on the plight of the refugees.  Despite this, they are welcoming skilled refugees whose 
services could aid Pearl-Spire, or the lot of a wealthy individual.  Pearl-Spire accommodates 
shortages by trading harvested pearls to the high castes of other cities, often paying for 
transport both ways.  This means that Pearl-Spire is not suffering the food shortages of other 
Outsider nations like Snail’s Rest.  In fact, Pearl-Spire is spending spare resources on defense, 
anticipating a possible attack from other cities.  Pearl-Spire is home to a great university 
carved from a single pearl, taken from the animal whose shell forms the city’s base.  Here, 
most Vidyadhara call this city home; many who began their journey as a pilgrimage from quite 
far away to study the ancient tablets of Pearl-Spire. 

Cockle Reef 
In the dense remains of the largest reef in the Abyss lies the city of Cockle Reef.  Known for its 
abundance in corals, this city is one of the most well stocked but dangerous in the dark waters. 
It does not have the innate protections other cities boast.  In fact, it is the closest city to the 
Three-Curses, and the deepest city in the Trench.  Angered Spirits are a common occurrence. 
Denizens of Cockle Reef tend to be self sufficient, relying on the natural hideaways in the reef 
to stay away from what lies in the open waters.  Merchants are few and far between; trade 
routes are more hazardous, and inflation keeps the price of goods out of reach for all but the 



 

elite.  Refugees don’t venture here unless they have nowhere else to turn.  To make it to the 
city alone is perilous, and the Garuda are not very trusting of refugees. The Garuda School of 
the Barbed Talons is the most active in Cockle Reef. 

Three-Curses 
Also known as the City of Angered Spirits, it is the central point of origin for Angered Spirits in 
the deeps.  The city itself, known as Three-Curses, is the remnants of a settlement that was 
abandoned and left to fall into oblivion.  Instead, thousands of angry spirits raised the city and 
inhabited it as their own.  Ever expanding, it has now docked with another Rakshasa city, 
which now are one.  They seek out and actively recruit other spirits to act against the 
perceived torment brought on by the Rakshasa.  Although no Rakshasa knows its true location, 
it is rumored to be in constant motion in the darkest depths of the Abyss.  Three-Curses is 
seared into the consciousness of every Rakshasa, who view it as the final destination of those 
fallen to Pramadya.  It is the worst possible place an Rakshasa can speak of; it is the epitome of 
mania and anger.  Its existence is a premonition of the world to come.   
 
Besides its genuine danger, there are stories of other cities dragged to destruction by the 
condemned, their inhabitants tortured and devoured.  The city of Azure-Wall once watched in 
horror as its Gates were overrun by the denizens of Three Curses.  Azure-Wall was always 
known to have the worst relations with spirits.  In fact, their actions had long angered other 
cities for their carelessness. Rakshasa remember well the tales of Azure-Wall and its denizens 
that lived in apathy of their plight; they are pointed to as an example not to be followed.  No 
Rakshasa from Azure-Wall survived the Clash of Three-Curses, and there has not been a 
sighting ever since. 
 

Effluvium 
Referred to as the dry land that Rakshasa can migrate to, and never return, the Effluvium is 
considered a forbidden place.  Made up of a multitude of small floating patches of land, it is 
covered in a dense blue mist, and considered by some to be the gateway of the Sunyé.  Long 
ago, Refugees once saw this as a place they could potentially migrate to without having to fight 
other Rakshasa for resources and territory--they could leave the sea freely.  However, 
Rakshasa who leave in this manner are never seen again.  Inhabitants of the Shallows believe 
that the Mist poisons them, leaving them unable to breathe the waters, and left to die in that 
accursed place outside of the sea. It is known that Rakshasa can move and breath underwater 
in the same fashion that mortals do on land.  Few Rakshasa do not necessarily prefer the 
water, however.  In fact, some prefer dry land or air pocketed grottos to the water, as it is a bit 
more stable.  While all Rakshasa can breathe air, most find grottos in the Abyss to be rank, 
diseased, and altogether undesirable to breathe.  Stories tell that the air in the Effluvium once 
seemed as fresh as any water to the Rakshasa that ventured forth, before the Blue Mist had 



 

spread.  Covering the islands like a perpetual fog, Rakshasa and amphibious creatures alike 
take to the water, and do not dare go near. 
 
The Gates 
The first Gates leading to the Effluvium began appearing in the city of Shell-Back long ago. 
These Gates first appeared as great air pockets, found in doorways, under bridges, and in 
certain archways.  Now, these air pockets defy the laws of physics, are shrouded in blue Mist, 
and appear to lead to another place entirely.  They do not permit spirits to pass through, 
indeed, spirits cannot even see them.  The perception in Snail’s Rest is that one cannot throw a 
seashell in Shell-Back without hitting a Gate, which is entirely false.  Gates are exceedingly 
rare and short lived, most leading directly to the Effluvium.  Stories tell of Gates within the 
Effluvium itself, and refugees entered them assuming that any place would be better than 
where they were.  Others tell of Rakshasa who were lost completely in terrible landscapes, and 
never heard from again. Rakshasa tend to pass The Gates off as mere superstitions. 

   



 

Creatures of the Sunyé 

Angered Spirits 
As well as the Rakshasa, there are an infinite number of angered spirits that inhabit the world 
of the Abyss of the Lost. When an object is annihilated, a spirit is created.  Although no one can 
accurately say why such a thing occurs, it is widely believed that the physical object is 
transformed into a spirit substance and given thoughts of its own.  Such spirits spend their 
existence committing acts of spite, futilely attempting to disrupt something that cannot be 
disrupted.  Eventually, these spirits turn against the Rakshasa, who they see as prolonging 
their suffering.  Angry spirits are extremely common, enough to cause a great deal of suffering 
for the Rakshasa.  They appear as any type of spirit, although their lack of self control and 
obvious anger frequently betray their nature.  Warriors and magic practitioners are usually the 
Rakshasa who have the most contact with such spirits, which results in an exchange of 
violence.  Weak spirits often do not manifest physically, but exist superficially throughout the 
water, eventually consumed by other spirits.  Only Rakshasa (and other beings) able to observe 
spiritual disturbances can usually see such spirits. 
 
Water Spirits 
The most common type of angered spirit in the Abyss is the spirit of water itself.  Spirits of the 
Water that are newly created seek out Rakshasa cities and often push them further into the 
Sunyé in exchange for the attention of an Rakshasa.  Wicked Spirits of Water seek to drag off 
the Rakshasa and crush them in their loving embrace.  Their malice is hidden beneath a 
veneer of apathy.  Older spirits will form hordes and travel the open seas, disrupting caravans, 
messengers, and skirmishes. 
 
Sealife Spirits 
The second most common type is the Spirit of Sealife crushed or destroyed within their 
respective ecosystem.  These spirits are the most likely to be immediately hostile, and nearly 
all of them are a menace.  They can bring clouds of angry squid or create an infestation of 
barnacles.  Some of the less terrible haunt battlefields and places of violent deaths, attracted to 
the energy of the hunt and massacre that occurred. 
 
Enthralled Spirits 
The third type of spirit likely to be found is the Enthralled Spirits.  These are the spirits of 
objects, architecture, tools, etc that have been destroyed in a Rakshasa city.  When angered 
though, these cause tremendous damage, as they seek to undo the function they once had in 
their physical existence. 



 

Gana 
Gana are a broad spectrum of nature-like spirits, usually self-serving, but often mischievous and 
capricious.  They reside in groups, typically in places of mass death and decay, and consider 
themselves caretakers of what they deem the natural treasures of the world.  Unlike many other 
spirits, their physical visage appears pleasant to the Rakshasa eye, though much smaller in size, 
and green hues to their skin.  Their numbers continue to dwindle, as more and more fall to the 
Pramadya of the Sunyé and lose their original sense and purpose. 

Naga 
Nagas are snakes that may take Rakshasa form. They tend to be very curious in nature, but not 
to be trifled with. According to legends, Naga are only malevolent to Rakshasa when they have 
been mistreated. They are highly susceptible to a Rakshasa’s disrespectful actions, and are 
generally regarded as guardians of great riches and splendor. The Naga are still spirits, 
half-Rakshasa, but with a serpent's tail. If a den is found, here can lie several Naga in varying 
strengths.  The oldest and most powerful appear in their true form with many cobra-like 
hoods, and each hood is ornamented by a jewel.  The Garuda School specialize in handling 
Naga in the wild.  Ancient scrolls also tell stories that Naga also carry the Elixir of Life and 
Immortality. Warriors of old once brought it to their city, and emptied a cup with the Elixir on 
Tusha Coral, to test its power and strength.  The Naga followed in pursuit of their sacred 
treasure, and licked up the Elixir; but in doing so cut their tongues on the coral.  Since then, 
their tongues have been forked as a reminder of their failure. 

Deva 
The Abyss is home to many angered spirits who have become powerful enough to transcend 
into demons called Deva.  There are both good and evil demons, though it would be more 
accurate to call them mischievous and evil.  Stories are told of Rakshasa warriors, ones that 
fought alongside the armies of both good and evil demons. Most often appearing as ugly, 
fierce-looking, and enormous spirit creatures, with two fangs protruding from the top of the 
mouth, and having sharp, claw-like fingernails. They are cruel, growling like beasts, and 
possess an insatiable bloodlust that can smell the scent of flesh. Some of the more ferocious 
ones have flaming red eyes and hair, drinking blood of their foes. Generally Deva can pass 
between the spirit realm at will.  The most powerful are proficient warriors, expert magicians, 
and illusionists. As shape-changers, they could assume different physical forms. It was not 
always clear whether they had a true or natural form.  As illusionists, they were capable of 
creating appearances which were real to those who believed in them or who failed to dispel 
them. The most evil of Deva were said to be Rakshasa-eaters, and made their gleeful 
appearance only when the slaughter on a battlefield was at its worst.  



 

Leviathans 
A variety of mammoth creatures inhabit the Abyssal depths.  As resources become more 
scarce, it is the large and larger that survive.  Smaller marine creatures such as dolphins or 
rays have been consumed by their larger predators.  These colossal animals can range from 
common sharks, whales, fish, and turtles to more exotic kraken, hydra, wyrm, and 
hive-minded arthropods.  Rakshasa do their best to avoid such creatures, as they mean 
nothing but death.  Generally, once a predator has its fill, it will move on.  Such creatures 
obtain sustenance from eating Rakshasa, despite their tendency to turn into seafoam upon 
death.  This leads the Rakshasa to conclude that they are being sustained by something other 
than flesh. 
 

   



 

Guilds and Rare Artifacts 
Although Rakshasa society is quite informal, there are a few organizations that span the whole 
of the Abyss.   

Vidyadhara 
The smallest informal network of occultists and practitioners is known as the Vidyadhara. 
They practice a form of magic known as the Torpor of the Unfathomable Void.  There is no 
formal process of joining the Vidyadhara, nor is there any specific practices that differ 
radically from the mainstream of Rakshasa society.  While not all practitioners of magic are 
Vidyadhara, all Vidyadhara are practitioners.  Unlike the Garuda School, they do not conceal 
their identities, and often work in the open to hunt the angered spirits that ravage cities and 
outposts.  The Vidyadhara do however have a much stronger scholarly bent to their lives than 
their compatriots, and are often sought for council. They study and practice the Six Aspects of 
Pramana: Perception, Inference, Analogy, Postulation, Negative Proof, and Testimony. Council 
and understanding is the primary concern of the Vidyadhara, who spend their “free” time 
researching topics and practicing the ways of the Void. 
 
Vidyadhara can be seen in robes and saris of red and gold of modest and humble means.  Only 
Vidyadhara who have a financial backer, advise a merchant or guild, or consort with 
embezzlement wear elaborate fineries.  As they are the closest to the internal affairs of both 
cities and guilds, they are generally silver tongued, quick witted, and have a well concealed 
network of spies to remain one step ahead of their fellow councilmen.  Rakshasa are always 
vary of the conversations with Vidyadhara, as you never know who they are truly working for. 

Urvashim School of the Thousand Perfected Combat Actions 
When conflict does occur it is expected to be dealt with swiftly.  The Urvashim School of the 
Thousand Perfected Combat Actions trains Rakshasa in the tactical ways of warfare. 
According to them, it is the single martial art of the Abyss, focusing on use of the spear (an 
excellent weapon for underwater combat) and buckler for defense.  The “school” itself has no 
formal meeting place, yet it exists in every city.  They meet underground, along the outskirts 
of unpopulated areas, testing and honing their skills before taking to the open waters to hunt 
the feral spirits.  While it is open to all who find it, when the school calls for action, only the 
true followers heed the call.  Indeed, the Urvashim School is often the first line of defense 
against a horde of Angered Spirits, hunting the feral dead time after time.  This is not because 
they in any way are required to do so.  Though some merchants enlist their services, they are 
not hired by the cities to take action.  Nor do they take these actions because of any sense of 
duty or requirement.  It is the desire to perfect oneself in the heat of battle; to test oneself 
continuously, to maintain focus lest you be taken by the Pramadya.  The school teaches the 
belief in one's own personal might, and “service to the community” in combat is a secondary 
repercussion. 



 

 
Students of the Urvashim School teach other students, usually through trial and error.  This is 
the nature of the school; it is without hierarchy or discipline, lest a student needs to check 
their anger.  Students are expected to experiment with their teachers to find out which 
techniques are best for the student.  There is no textbook, no formal memorization, or any sort 
of structure.  When Rakshasa cities go to war, it is the students of the Urvashim School who 
are leading the charge.  Battles are fought hard and quickly over. Though members of the 
School do not wish to end the life of a fellow student, one’s own livelihood is just as important. 
All are permitted to collect their dead at the end of the conflict, as this school still maintains 
some semblance of “honor” and “duty.” 
 
The sigil of the Urvashim School is two crossed snakes of gold atop a sea of black.  This sigil is 
commonly depicted on their bucklers or garments.  Students of the Urvashim School of 
fighting wear a spear symbol on their forearm as a symbol of their martial skill.  Many of their 
duels and battles include ritualistic painting of the body in white ash. 

Garuda School of Barbed Talons 
When conflict arises, it is expected to be dealt with concisely and discreetly.  The Garuda 
specialize in attributes of stealth, opportunity, and agility, their blades coated in deadly 
poisons. This School focuses on undermining your opponent through fierce attacks 
strategically aimed at your opponent's weaker body parts.  By disabling your opponent 
through utilizing every available weakness in your opponent's defense, they are able to 
efficiently dispatch enemies and retreat into the shadows. While the Garuda also take up arms 
against Angered Spirits, they are best known as the eternal sworn enemy of the Naga. Rumors 
abound that its members feed exclusively on eels, and their amulets ward off poisons and 
other evils.  
 
The Garuda are much more modern in their philosophy and approach to survival, as compared 
to their Urvashim counterparts.  They do not cling to such romantic notions of Vathriagni, and 
instead focus more of their efforts on their current predicaments.  More adventurous than 
most, the Garuda have been known to hunt Naga through the Shallows, down the Trench, all 
the way back to their dens.  Rumors abound on how much treasure the Garuda must have, 
especially amongst the merchants.  This thrill of the hunt and desperation for a place in 
society attract many recruits to the Garuda ranks.  As such, most are former refugees, and will 
migrate between cities where opportunities may find themselves fortunate. 
 
Instructors of the Garuda School teach other students the importance of stealth, precision and 
advantage. Most students do not have the luxury of time, and are expected to rigorously train 
with their instructors.  While the education is presented with form and discipline, there is no 
formal text or writings on this school.  The Garuda School keeps a close eye on its 
practitioners and their secrets.  When Rakshasa cities go to war, the students of the Garuda 



 

School are already aware, and lie in ambush, hiding in the shadows to quickly dispatch their 
foes.  Garuda operate  in every city, but are most active in Cockle Reef. 
 
The sigil of this School is a red eagle with outstretched wings, soaring through a golden sky. 
This sigil is not commonly depicted on their bucklers or garments, unless a message is being 
sent, but members are known to wear their sigil on an amulet, concealed in their robes.  As 
they operate within city walls and not in the open, members, ranks, and their true nature are 
all but a mystery. 

Blessed Weapons 
Apart from the traditional Rakshasa weapons like spears, daggers, clubs, shields, bows, 
javelins, and maces, the ancient texts mention the utilization of various divine weapons by 
various storied heroes, each associated with a certain virtue. These weapons are most often 
gifted to powerful spirits, Rakshasa themselves, or Deva, sometimes as a result of penance. 
Sometimes the power of the weapon is indicative of the function, or of the force of nature 
which it invokes. The Ancient Scroll of the Mahabharata cites instances when the Staff of 
Nagastra was used, and thousands of eels came pouring down from the amber skies to devour 
unsuspecting enemies. Some weapons have been said to be used lethally only against a single 
individual or entity. 

   



 

Magic: Torpor of the Unfathomable Void 
The Torpor calls upon the six planes of the Heavens and the six planes of the Underworlds 
within the Abyss, the physical realm obviously lying between the two.  Practitioners innately 
feel a closeness to the Sunyé, and are more aware of the call of the Pramadya.  As such, each 
spell reflects a different value of Pramadya; where a fully mastered practitioner of the school 
will have a balance of zero.  This value directly reflects the call of the Pramadya to the 
individual Caster, of which the effects are FOIP.  While practitioners would be advised by their 
seniors to remain closer to zero, this is not required, and entirely up to the player. 
 
The largest informal network of occultists and practitioners of this school call themselves the 
Vidyadhara.  They practice a form of magic known as the Torpor of the Unfathomable Void. 
There is no formal process of joining the Vidyadhara, nor is there any specific practices that 
differ radically from the mainstream of Rakshasa society.  Unlike the Garuda School, they do 
not conceal their identities, and often work in the open to hunt and control the angered spirits 
that ravage cities and outposts.  The Vidyadhara do however have a much stronger scholarly 
bent to their lives than their compatriots, and are often sought for council. 
 
Not all practitioners may be Vidyadhara.  Denizens that have unravelled the mysteries of the 
Torpor of the Unfathomable Void have inadvertently taken up the mantle of being tied to the 
constant flow of never ending Pramadya.  Watching the ebb and flow recede further and 
further, Casters of the Torpor of the Unfathomable Void undertake their own journey of inner 
reflection.  Whether seeking answers or seeking nothingness, the call of the Void, known as 
Sunyé, only grows stronger.  Negative Karmic actions and spells intensifies this call.  Denizens 
of the Abyss of the Lost are neither feared nor revered for these abilities.  Rather, this is a tool 
that points to the inner reflection and true of the Rakshasa; how close are they to falling into 
complete darkness and decay? How long until their anger becomes uncontrollable? 
 
Packet color for the Torpor of the Unfathomable Void spells are royal blue. 
 
   



 

Spells 
One With the Void  6th Plane of the Heavens  -3 Pramadya  Instant (Ward) 

Silence of the Darkest Depths  5th Plane of the Heavens  -2 Pramadya  Readied (Packet) 

The Impervious Akupara  4th Plane of the Heavens  -2 Pramadya  Instant (Caster) 

Tracking the Unseen World  3rd Plane of the Heavens  -1 Pramadya  Instant (Caster or Special) 

Return from the Void  2nd Plane of the Heavens  -1 Pramadya  Instant (Special) 

Pacify the Angered Soul  1st Plane of the Heavens  0 Pramadya  Readied (Special) 

Siren of the Abyssal Plain  1st Plane of the Underworlds  0 Pramadya  Instant (Packet) 

Call of the Pramadya  2nd Plane of the Underworlds  1 Pramadya  Instant (Caster or Touch) 

Naga’s Jagged Teeth  3rd Plane of the Underworlds  1 Pramadya  Instant (Packet) 

Maw of the Voracious Kala  4th Plane of the Underworlds  2 Pramadya  Readied (Packet) 

Chaos, In All Things  5th Plane of the Underworlds  2 Pramadya  Instant (Packet or Touch) 

Donning the Ethereal Mein  6th Plane of the Underworlds  3 Pramadya  Readied (Special) 

 
 
Rituals 

Reflection of the Stars  15 min 

Remembering the Fallen Star  10 min 

Pujari of the Angered Spirit  5 min 

Trials of Vigilance  5 min 

Peer into the Void  1 min 

Scavenger of Coral  3 sec 

The City is Death  1 min 

Interrogate the Interlopers  1 min 

This Too Has Passed  5 min 

Blood for the Vidyadhara  5 min 

Death Speaks Louder  10 min 

Maring the Placid Ocean  15 min 

 

   



 

An Out of Play Discussion of the Abyss of the Lost 
The Abyss of the Lost is a world entirely encapsulated by a dark and endless ocean.  It teems 
with strange underwater plants and hostile and colossal versions of ordinary sea creatures. 
Inside the massive Trench, where most living things are found, is dominated by a landscape of 
ancient ruins inhabited by countless angered spirits.  Here, Rakshasa live amongst the depths 
in makeshift cities, mostly made to coexist with the colossal marine life hospitable to their 
existence.  The Trench itself is conical, dragging things along the sea bed down into its darkest 
depths. 
 
The Rakshasa themselves are outwardly laid back.  While they do not measure time or record 
events in a traditional sense, the first Resurgence (lifespan) of a typical Rakshasa spans 
approximately 30-50 years. Afterwards, the time between resurgences varies greatly, 
depending upon occupation, between 3-10 years each.  Most Rakshasa live to total ages of 
60-70 if they are wise enough to stave off their own personal insanity.  Although their 
civilization perches upon an anchor with dwindling resources, they remain resolute in their 
pursuit of personal growth and prevention of Pramadya.  Rakshasa breathe both air and water 
and seem well-adapted at home on the land.  Players can be from their first or sixth 
Resurgence for background purposes, as this will not affect your Deaths in play. 
 
This is a more makeup and roleplay intensive world to bring a character from, and not 
recommended for first-time players.  With each Resurgence, the player must intensify their 
makeup and roleplay to reflect their character’s descent into the Void.  Pramadya or 
“madness” can be role played in a number of different ways, from delusion, dementia, 
forgetfulness, apathy, anger, fear, permanent hallucinations, bloodlust, etc.  This increasing 
madness should also be incorporated into your character background, as well as any rituals 
your character might have. 
 
Note: Players that have previously played characters from the Forest of Doors world, “The 
Undersea” may play their previous character in this world setting as a six-game concept. 

Fashion 
Robes made of silk and cotton are wrapped in various ways around the body.  The sari is worn 
with a plain breast-band tied with a knot at the back. Even young Rakshasa just wore a simple 
piece of cloth tied around the waist with strings.  Both male and female wear ornaments, 
which often delineated rank or status. Ornaments were mostly made of terracotta beads or 
shells strung together, as metals are quite scarce. Jewellery like necklaces, bangles and 
earrings were also common. The use of flowers as ornaments is popular among the elite, 
especially in the form of henna. The forehead, hands, and palms are often decorated with 
colour for special occasions and funerals. 
 



 

More practical or poorer Rakshasa have a linen frock reaching down halfway between the knee 
and the ankle, and a garment which is partly thrown round the shoulders and partly rolled 
round the head. Rakshasa who are very well-off wore earrings of ivory bone. Those who are of 
any rank have umbrellas held over them in the summer. They wear shoes of white leather, 
elaborately worked, and the soles of their shoes are many-coloured and raised high, in order 
that they may appear taller. 

Makeup 
Players portraying Rakshasa must wear streaks of purple and silver makeup, in a chaotic tribal 
fashion or woad. The closer into the Void they go, the purple streaks will darken to black. 
Rakshasa breathe both air and water and seem perfectly adapted on the land as they do in the 
sea. 
 
Rakshasa  need no external means of resurrection once destroyed. Their soul remakes their 
physical manifestation with some measure of speed, but it reduces them spiritually. Each time, 
Rakshasa reconstitute more and more looking like the sea from which they originally came, 
untold eons ago.  Older Rakshasa have barnacles, shells, scars, small sea life, and makeup 
which reflects their prior Resurgence and reconstitution; thematically decaying their physical 
existence.  These should be akin to prosthetics, but obviously safe for combat.  Rakshasa who 
are destroyed too frequently will not be able to reconstitute their physical form, and descend 
fully into Pramadya and anger amongst the many other spirits of the Abyss of the Lost that are 
denied reincarnation and a peaceful death. 
 
Examples:  

● Barnacles or shells adhered to the skin 
● Shells, seaweed, small sea creatures tangled in hair 
● Hollowed eyes, gaunt features, or skin rot 
● Barnacles or coral sprouting from clothing 

 
Advantages: 
Rakshasa from the Abyss of the Lost are  not accursed beings in anything other than a 
thematic sense. They have a difficult time surviving in the streets with words alone, and often 
resort to blades.  The polearm is the weapon of choice: versatile, defensive, and deadly when 
needed.  As such, Rakshasa receive the first level of Polearm for 5 character points.  Advanced 
practitioners can hone their skills to eventually join the others among the Urvashim School or 
Garuda School by learning the Blithelancer style. Though much of the world is decayed, 
resources are increasingly scarce.  Rakshasa who can successfully negotiate and haggle have 
an edge on their brethren for ensuring personal survival.  Rakshasa receive the first level of 
Mercantile for 5 character points. Rakshasa who show promise and skill in the Torpor of the 
Unfathomable Void can learn this Magic for 10 character points, instead of 15. 



 

Names 
The Rakshasa have lofty, abstract names, and may choose their own name.  Rakshasa do not 
name themselves after things; to name oneself the same thing as an object or place is to 
declare yourself an object or a location, or a spirit.  Naming oneself after things will offend 
spirits, and bring Rakshasa closer to Pramadya.  Thus, they string together syllables they find 
acceptable.  Rakshasa don’t place particularly great import on their individual names, and thus 
occasionally change their name if they attain a position of power or move to a new city. 
 
Examples:  
Male: Apsarvas, Havas, Gnavas, Artivas, Vathrivas, Uvas, Jhorvas, Sastharvas, Swavas, and 
Ghormivas 
Female: Ooryas, Matrayas, Buyas, Amparyas, Layas, Jhintoryas, Kalyas, Agniyas, Rhashayas and 
Parmayas 
Surnames: None 
 
Although any string of abstract syllables can be taken as a name, the naming conventions 
above are considered traditional.  Names outside of these conventions are considered to be 
gaudy or a symbol of rebellion against traditional culture.  Many of the Garuda School will not 
follow these traditional naming standards.   

Slang 
Rakshasa are quick with wit; even the least socialized are born with a silver tongue.  While they 
don’t particularly use slang terms, they utilize idioms and puns to showcase nuance, humor, 
disdain, and especially sarcasm. 
 
“You can never know what you have not seen with your eyes.”   
Only a person present for an event will actually know what occurred at that event.  This saying 
also has connotations that one should generally believe what they see. 
 
“Break a shell, release a foe.”   
Harming an object will one day cause equal harm to an Rakshasa.  Among young Rakshasa, this 
saying has the connotation that the shell is the foe, and that the object contains an angered 
spirit that will one day seek vengeance on the Rakshasa, if destroyed. 
 
“The citizen of the city should not laugh at the refugee in the shallows, for there are Deva in the 
depths laughing harder.”   
Do not look down on others, for those above you will look down on you.  There is a tacit 
assumption that there is always something worse that can come for you. 
 
 



 

“Even the docile Blue Tang can drag you off.”   
Nothing is perfect.  This is particularly morbid, for Blue Tang are considered a lucky sign and 
being dragged off is often a prelude to death in the depths of the Sunyé. 
 
“The charitable soul leaves the world.”   
Altruism is condemned and rewarded with bad luck and often death.  While acts of charity 
produce good Karma, many Rakshasa reverse the value of this with the phrase thusly: “the 
charitable soul leaves the world… with his ingenious wisdom.” 
 
“Jade makes a person safe, pearls make a person lucky, and opals make a person lovely.” 
A mantra repeated by Rakshasa merchants and refugees to themselves as they prepare to 
begin a new trade route. 
 
“When a spirit smiles without a word said, you will be eaten.”   
It is a warning to the inexperienced that dealing with angered spirits is tricky and can easily 
result in death if not done with respect and skill. 
 
“First, think of others.”   
This is another common saying exhorting the need for survival of oneself.  This is used in 
sarcasm against people perceived as feeble-minded.  It is not something Rakshasa like to hear 
said to them. 
 
“She (or he) thinks she (or he) is not from the sea.”   
He or she thinks she is above others.  This also has the connotation that the subject does not 
believe that he or she has any faults of their own. 

Arriving in the Fracture 
Players who come from the Abyss of the Lost are more than likely to arrive through the 
Effluvium.  Seeking a Gate as a refugee from a terrible fate, attempted suicide, or morbid 
curiosity of the Mist can all lead one to take that final step.  Additionally, some players who 
found themselves outnumbered by a horde of Angered Spirits or accidentally wandering into 
Three-Curses can find themselves reconstituted in a new land instead of their own, beginning 
their story in the Fracture with a Resurgence.  Players should detail this experience in their 
Character Background. 

   



 

Five things every Rakshasa knows: 
Every Rakshasa knows… 
 
...the Pramadya comes for us all. 
Decay and rot set in to all aspects of the world, and the lives of Rakshasa while extended are 
not eternal.  Meditation and training will stave off this onset of derangement, but not even 
Death can keep you from escaping the call of the Sunyé. 
 
...angered spirits cannot be negotiated with, and must be controlled. 
While spirits have incredibly valuable skills and powers at their disposal, most all have 
descended into their own Pramadya and anger.  At this point, they cannot be reasoned with. 
Rakshasa are likely to hunt down these angered spirits and destroy oncoming hordes for their 
own survival. 
 
...what causes their greatest anger or fear. 
Rakshasa spend a great deal of time and energy keeping their anger and fear in check.  To 
ignore the signs of descent is to rush closer to Pramadya. As such, all Rakshasa are aware of 
the nature or situations that will provoke them.  This could something as simple as being 
shorted a meal to failure of one’s self-proclaimed duties. 
 
...that those who enter the Mist never return. 
The sky burns with purple-blue fire and the entire world is covered in a blanket of thick, foggy 
air instead of water.  The world is solid and it stands stiller than the depths.  Disease and 
plague run their course through the many plants near the water’s edge, and the Mist extends 
out across the water, covering the Shallows.  Angered spirits cannot travel through the Gates 
or the Mist, nor have any interest in these portals that open in the waters. One thing is clear: 
while it might seem like the last possible place to go, no one who passes through is ever heard 
from again. 
 
...their darkest temptations. 
Rakshasa are well aware of the darkness that lies within their hearts, and the desire that 
comes from it.  This can range from a favorite food, the touch of a lover, the feeling of 
satisfaction that comes with a successful hunt, or the simple pleasures of daydreaming. 
Rakshasa are happy to describe their favorite temptations to others, but to indulge oneself 
repeatedly is to descend into Pramadya. 

Setting Inspirations 
Pre-Colonial Hindu Culture 
Ramayana 
Mahabharata 
Puranas 


