
 

 

 

 

And so it begins…the saga of Slaine mac Roth of the Sessair – mercenary, cattle rustler, and battle-

smiter, who rose to become the legendary king of the tribes of the earth goddess. It starts in the realm of 

the Drune Lords whose dark sorcery had cast a shadow over the land of the young, and whose use of the 

weird stones warped time itself.  

Welcome jumper to the world of Slaine, a comic series written by pat mills and first serialized by “2000 
ad comics” in 2005. Taking place in the ancient land of young, Tir Nan Og (though you may know it in 
your future time as “Doggerland”), you shall spend the next 10 years here in this brutal world of 
barbarians, druids, and otherworldly menaces, teeming with nods to Celtic mythology and a smattering of 

the author’s not-so-subtle political rantings and preferences. Take these 1000 choice points (1000 cp) and 
proceed to the next sections.  



Location 

first, let us determine where your story shall be starting in this world. Roll 1d10 to randomly choose a starting region, or pay 50cp to 

select one of your choosing. You may start in any open spot in your starting region that would not be closed off to you based on your 

background. Each background also has a region they may choose to start in for free instead. By default, the time period when you start 

your jump here will be at the same time as when the comic itself starts: whilst Slaine is adventuring across the Drune lands. 

1. The Northlands: The lands that would one day become the realms of Eriu and Scotland, sprawling and mostly underdeveloped. 

These sprawling plains, gentle hills, and dense woods are home to the tribes of the earth goddess: the Sessair, the Growling Shields, 

the Shadowmen, and the Finians. Those who take the Dannan background may choose to start here in this land, at the city 

associated with their chosen tribe. 

2. Cambria: Also known colloquially as the Glamourlands, or Wales in our modern era, a land of gorgeous mountains and thick pine trees. 

The locals are a surly and superstitious lot, distrusting of outsiders, though despite that this is one of the few places left in the world 

where dragons still dwell. Granted, most of the wild dragons are extinct, though some are domesticated and raised on farms, where 

their crystal skulls and gemstone eyes are harvested and sold for a great profit. Nestled deep within Cambria can also be found Dinas 

Emrys, the fortress of the eternal ones. If you take the eternal one background, you may choose to start your jump here with your 

fellow eternals. 

3. Albion: East of Cambria is Albion, once the heart of the civilization of the titans, before they fell to their own ennui and indolence 

and went extinct. Nowadays it is a relatively peaceful land, though that shall soon change once the events of Ragnarök bring strange 

outlanders like Fomorians and trojans to their shores. Those with the outlander background may choose this milder land as their 

starting choice for free 

4. Southlands: Be warned, from the tip of Lyonesse and southward lies not the lands of the earth goddess, but the realm where 

Carnuun and Crom Cruarch are fearfully revered by the likes of the Fir Bolg and Drunes. This cursed land, once rich and bountiful, has 

had the earth power drained from it by the Drunes’ dolmens, turning all these lands into Sourlands. Should your background be that 

of a Drune, you may choose to start in Drunemeton, capital of the Drunes’ leader: the Lord Weird Slough Feg! 

5. Midgard: The land of berserkers, not much is known of this strange land far to the east, save that its warriors are fierce and 

merciless, fearing naught but the straw-death of the bed. These ancestors of the Norse and the Saxons are no laughing matter, as 

their worship of their god Voden grants them the dread power of the berserkergang. 

6. Lochlann: The Fomorian’s dread beachhead into our reality, Lochlann is the name of the polar ice sheets spreading into Tir Nan Og 

by way of Drune magic. Here many slaves and other pillaged loot are brought back by Fomorians raids on the south to their dread 

glacier fortresses. Those who choose the Fomorian background may start their adventure here, standing in from of the palace of Balor 

one-eye. 

7. Cythrawl: When the Cyth lost their great interstellar war against the archons, the terms of their surrender saw them imprisoned 

on a meager planet, barren and lifeless, to live out their eternal sentence. This is Cythrawl. Those who chose to become one of these 

monsters in their background may start the jump in this dreaded realm, specifically in their capital city of gulag, the heart of their 

wicked empire. 

8. Els-where: The Els, great cosmic macrobes who represent the driving metaphysical concepts behind reality. They exist here in the Els-

where, an existence on a different density of reality than our own, in which time flows differently, where one can observe the past 

and future, and where concepts like logic tend to just be polite suggestions. If you end up here, I suggest finding a way back to the 

human world before you become the hapless victim of a dev-el or other inscrutable entity.  



9. The Underworld: The bowels of the earth, and by extension the earth goddess herself. The underworld leads to many places and 

realms according to the whims of the goddess, from the realms of the dead, her personal realm, and even across time itself. By 

arriving here, you will be at the whims of the goddess, as she will decide to use this opportunity to shunt you somewhere, or perhaps 

somewhen (as she can send you to any time period as well), else according to her designs. Pray she is in a good mood at the time. 

10. Free pick: choose anywhere from any of the previously listed locations. 

 

 

 

 

  



Background 

But who are you in this fantastical world? Choose from one of the following backgrounds to determine your nature and history in this 

world. If you do not wish to be burdened with memories or histories connected to this world, you may instead choose to “drop-in” using 

any of the backgrounds. 

Dannan 

The northern tribes, the worshippers of the earth goddess Dannu and the sky god Lugh, who would one day become known as the Tuatha 

de Danann. Savage and untamed, these four tribes are constantly embroiled in war and battle, whether it’s against the Fomorians, 

southlanders, or each other. On choosing this background, choose which of the four tribes you are a member of: the Shadowmen of Falias, 

the Shield Growlers of Gorias, the tribe of Finias, or the Sessair of Murias. Each have their own customs and ways, though they all swear 

fealty and reverence to their mother the earth goddess, as well as a shared culture of ritualistic sacrifice and a strange sense of duty and 

honor about such things.  

Drune 

the followers of the slough cult, fearful devotees of Carnuun the lord of beasts and the time worm Crom Cruarch, and the earthly 

servants of the Cyth race. They are the collected peoples of the southlands, ruled by tyrant known as the Lord Weird Slough Feg, the old 

horned god. Though not all are as loyal to the rotting old druid as he would hope. Many of his subjects chafe under the brutality of his 

skullswords, resent the conversion of their lands into sourlands, and even some of Lord Feg’s own plot behind his back. Tell me jumper, will 

you fall in line or rise up against the immortal madman and his masters? 

Eternal One 

Dinas Emrys was founded in times long since passed, established by the Atlantean wizard Myrddin (not to be confused with Merlin) as a 

refuge for those who fled the sinking of Atlantis, as a repository of the true history and wisdom of the world, and as a vigil to observe 

and protect mankind from the actions of the Cyth. It is from here that you hail, either as one of the original Atlanteans (kept alive 

through the ages by the consumption of the anguinam), one of their descendants, or as one of those who joined this institution at a 

much later date. 

Outlander 

While key actors and movers in these lands are of the previously listed tribes, they are not the only ones who dwell here. Tir nan og is a 

large place, inhabited by villages and tribes of all different sorts. From the savages of Midgard, and the pastoralists of Albion, to the bog 

dwellers of Karelia, and even Trojans fleeing their fallen home. For all other human tribes that would be here, this is the background for 

you, and while you may not have a direct stake in the goings on of the more notable tribes, that does not mean that your skills and 

perspective cannot have value as well. 

Fomorian (100cp) 

Sea devils is what they are called, for the Fomorians are vicious and disgusting creatures born in the dark abyss of the ocean where they 

were shaped by and worship their father, the exiled High Cythron Dagon. Wicked, disgusting, and without humanity or love, there are few 

in the lands of Tir Nan Og who would shed a tear at the death of a Fomorian, which is fitting as there is nothing a Fomorian loves more 

than to drink the tears of land-dwellers as one would a fine wine, save it be the chance to cause such tears and anguish to flow, for 

Fomorians are incapable of crying themselves.  

  



Cyth (200cp) 

The masters and prisoners of Cythrawl, the race of the Cyth are beings of great evil and wicked hearts. The Cyth despise all life other than 

themselves, seeing even humans as naught more than base animals and livestock, existing to only be harvested for their prana and slave 

labor, and to “uplift” to civilization so that they may more efficiently control and cow the populace. These otherworldly devils are feared 

by all save for their agents and thralls, such as the Drunes, and very few would ever put their trust into such alien monsters. (before you 

ask: Cyth for the race collectively and a group, Cythron as an adjective and for a single member)  



Perks 

Perks are divided below based on their associated background. If you possess a certain background, then the perks associated with it are 

discounted at 50% off, with the 100cp perks being free instead. 

Undiscounted 

Guest Artist (50 each): Slaine has had a great number of different illustrators and comic artists work on this long running series, and 

each one has had their own design ideas and sensibilities when depicting the people and creatures of this world. With this perk, you may 

choose a particular art style or artist to influence the aesthetics of this world, and may even invoke it in future jumps. People won’t 

notice any difference or change the world’s artistic aesthetic, unless you bring it up to them. You may take this perk multiple times, each 

time choosing a different artist or style. You may swap between these different styles, or turn off your current style, once every day. 

Other than appearances and aesthetic, this doesn’t really affect anything else in the world.  

Dannan 

Kiss my axe! (100): scarcely will you ever find a member of the northern tribes who has not at least passing familiarity with war and 

battle. This perk grants you the training and experience one would expect of your kind in the basic weapons of war: spears, axes, swords, 

shields, bows, tathlum (a type of flail made from three skulls filled with brains and primitive lime cement), and even how to properly 

throw a gae bolga. 

Battle poet (100): imminently skilled are you in the wielding of your tongue, for it cuts as surely as the blade in your hand. Just like 

the eponymous hero of this series, you are adept at weaving prose and speech together, especially whilst in the throes of combat. The 

more dire and epic the battle, the better your verbiage, ushering forth a string of words, boasts, and insults in the same manner as one 

would find in the tain or the eddas. 

Skyclad (200): the sun has no fear of winter’s cold, and neither should a warrior. Traditionally the tribes of the earth goddess would 

wage important battles skyclad, meaning to be dressed in naught but woad, so as to earn the respect and protection of the earth 

goddess. With this perk, you’ll find that such superstitions are more than just that, for when you go into battle skyclad you will feel 

invigorated, and be able to fight just a bit faster, stronger, and have a near-supernatural instinct for how to avoid attacks that would be 

lethal to your unclothed form. 

Tribal talents (200 each): though they all worship the same gods, the northern tribes are each different and unique, having their own 

talents and skills associated with them. Upon taking this perk, select one of the tribes of the goddess (must be your chosen tribe if you 

are a Dannu) to gain mastery of the skills of. You may take this perk up to four times, each time choosing a different tribe to be trained 

in the ways of. 

 Sessair: of the tribes, the Sessair boast the greatest physical skill and achievement. You may now perform the great athletic 

feats of the red branch. These include, but are not limited to, the salmon leap, where you jump the full height of your body whilst 

standing or in the water, the chariot feat, where you run along the yoke poles of a chariot to fight, the shield feat, where you kick up 

and ride atop your enemy’s shield to deliver a deathblow, or the spear return, where you use the momentum of a thrown projectile to 

redirect it back at the thrower at full force. 

 Shadow warriors: the tribe of shadows are currently amongst the undisputed masters of stealth and darkness in Tir Nan Og. 

Like them you know how to make and apply the traditional black paint that allows you to blend in with the night, and know how to 

march upon enemy lines without making a single noise., as well as how to wage war and terror most effectively under the cover of 

darkness, further, you have inherited a benefit of the curse of the moon currently plaguing Fallias, allowing you to see perfectly at night and 

adopt a nocturnal lifestyle without any discomfort or disruption to your sleep cycle or circadian rhythms. 



 Shield growlers: when the tribe of Gorias join battle, they do not do so in a charge or sprint, for they believe running in battle is 

a sign of cowardice and fear, and therefore weakness. Instead, they march slowly and menacingly into the fight, snarling frightful noises and 

using their shields to amplify the cacophony. Just like them you know how to induce fear and terror in others with your voice and 

movements, and you possess an ironclad discipline to allow you to confidently march into battle without breaking formation or being forced 

into a charge.  

 Finians: the dour and uncreatively named people of the city of Finias make up with perseverance what they lack in imagination. 

Situated out of a great fortress city, you like the rest of your kind are skilled at designing and building defenses and using them to your 

advantage. You have a knack for living through sieges and, due to issues regarding a lack of livestock, are able to survive on a much leaner 

fare than your typical warrior, able to get by on just a diet of root vegetables for a prolonged period of time. 

Druidism (400): druids, the spiritual leaders and advisors of the Dannan, are all trained in the mystic arts of harnessing the earth 

power, also known and the serpent, for just and beneficent ends. You too have been trained in the druidic arts, possibly by either the 

seminary of durrington, from the eternal ones of Dinas Emrys, or by your own tribe’s very own druid. Druidism is a strange, subtle, and 

unexplained art, one that relies on ritual, chanting, and symbolism to effect to create different magical effects such as performing auguries, 

communicating with the gods, and even fiery transfigurations and blasts for particularly powerful druids. For now though, you start with a 

basic proficiency in druidcraft, being akin to someone like Cathbad or nest, though with years more time and experience you may eventually 

become as potent and proficient as young kai mac Slaine. Or, if you possess the means to warp spasm you can combine the two arts in 

the same way Slaine eventually learns to do. 

Remember thy ancestors (400): one’s ancestors never truly die, they live on in the souls of their descendants, watching over them 

through the web of weird. Through either a druidic talent or exposure of the magic of the stars, you are now in touch with the voices 

and wills of your ancestors. At times their voices will reach you to give you advice and guidance through the web of weird, and may even 

teach you’re a few tricks, and other times you may recite their names and appellations, invoking their power and might such that you may 

become strong enough to cleave even a dragon in twain. Keep in mind you must be in touch with the will and desires of your ancestors, 

displeasing them will see them withdraw their aid and maybe even giving you visions of their disappointment. 

Warped one (600): the warp spasm, also known as the riastrad, is the great battle technique of the Sessair. You too are now what is 

known as a “warped one”, able to draw and channel the serpent power through your body, shifting you into a great monstrous existence. 

When in the throes of a war spasm, your body will grow to up to three times your normal height, your muscle and joints will shift and 

turn beneath your skin, black tar will spew from your head atop your now spiked crown of hair, and you will gain immense strength to 

defeat your foes as you sneer your stretched hero’s maw. In short, this is an absolutely terrifying transformation to behold, but the sheer 

amount of power you receive from it will be worthwhile.  

When you gain this perk, your capacity for warping will be equal to Slaine’s at the beginning of his journey. You will not have much control 

over your strength and spasms, and you cannot change back without being doused in cold water. Further if you draw in too much power 

into yourself you run the very real risk of suffering a warp-out, where your body warps so hard that it tears you to pieces. However with 

time, experience, and training, you can gain greater control and proficiency in your warp spasm, allowing you to eventually reduce how much 

you physically shift, grant you the ability to change back when needed, and allow you to channel greater amounts of earth power without 

the threat of a warp-out. 

Sun king (600): when the titans still ruled much of Tir Nan Og, they were blessed with great knowledge and wisdom, yet as they 

began to decline one of the last titan king directed the druids of Glastonbury to construct the great temple of the sun, and with it 

created the various tests that would determine who among the heroes of men would be worthy of the title of sun king, the living 

champion of the sky god Lugh. While this perk may not grant you the official ranking of sun king, it gets you close. With this perk, you 

always have an understand of what choices and qualities are befitting of a “good king”, knowing how to have the right balance of wisdom, 



tenacity, perseverance, forbearance, and such. More importantly however, this perk grants you a sense of humility and will give you an 

understanding of how to balance your sense of pride and your sense of duty, so that you do not let your power and authority go to your 

head, for such things are ultimately fleeting compared to the eternal glory of the sky and the earth. 

Drune 

Take them alive (100): when Slough Feg first established the Drune cult 20,000 years ago, the sacrifice of humans and animals was a 

key feature of their practice, one which he still enthusiastically encourages to this day as his disdain for life and living has deepened. Just like 

many of the skullsword soldiers, you know how to wield your weapons and strike blows with the intent to incapacitate instead of kill, and 

how to inflict pain enough to stun and cow most of your would-be prey. Perfect for collecting new sacrifices for Samhain or capturing 

warriors and battle-smiters for your lord. 

See the eagle fly (100): The primary god the Drunes worship is Crom Cruarch, the time worm, who sucks up and feeds on the pain 

and suffering of mortals, sending it back to Cythrawl so that its creators may dine upon the harvested prana. As such, to facilitate this, 

the Drunes are trained in all manner of torture and painful execution to give proper feed to their god. You are trained and skilled in the 

art of torture and cruel execution, from how to properly flay someone to make a blood eagle, where to drive the nails in for crucifixion to 

maximize the suffering, to even how to properly construct a wickerman and how best to chain up prisoners inside before lighting it aflame. 

You also get a good sense for what kind of torture would be best used on a particular individual to get the most pain and suffering from 

them as possible. 

Shoggy beast (200): when the Drunes constructed and erected their weirdstones and dolmens across the lands, some people were 

stricken and tainted by their energies, being cursed with the power to shift and turn into animal form, becoming what is commonly known 

as a shoggy beast. You yourself are now a shoggy beast, and possess an additional form as that of a bipedal monster reminiscent of a more 

common terrestrial animal (such as a boar or a wolf). At first, you will have no control over your changing, turning into your bestial form 

involuntarily at night and losing yourself to your baser instincts. However not all shoggies are completely lost to their bestial shape, as with 

time, experience, exposure, and great mental fortitude you can learn to keep your mind clear and in control during your change, just like a 

certain family of shoggy wolves over in Albion. Alternatively, you can postpone your transformations by keeping yourself from sleeping or 

dreaming, but attempting such things is dreadfully unhealthy and taxing on your body and mind. 

Am i not a candidate for fame? (200): despite being rotting, stinking, insane, and impotent, the lord weird Slough Feg is surprisingly 

charismatic and great at charming people, especially the Druness witches who serve him directly, many of whom like Medb are equally skilled 

in such whiles and suggestions. You yourself are now able to draw the intrigue and interest of others with your words and movements, 

able to charm, convince, and gaslight people into doing what you wish with great efficiency. Keep in mind that this isn’t mind control, and 

those with strongly held convictions and beliefs counter to you can turn down your more extreme suggestions. But just as how Medb 

brought ruin to the Sessair you can, with the right incentives and justifications, string along others to dance to your tune for a significant 

amount of time before they gather the nerve to confront you on it.  

Weirdcraft (400): you call upon the magic beyond thought, beyond words, beyond understanding, that cannot be learnt but only 

sucked and spewed! While the druids of the northlands have their own traditions of magic, the magic of the Drunes is an older and darker 

force, being learned by the lord weird many millennia ago back during the age of witches. This form of witchcraft draws more so on the 

darker half of the earth power than is preferred by the druids, and can do things such as drain and direct the earth power from others, 

weave and create physical glamours over creatures and places, and open tears in the world’s density through which monsters of the els-

where can cross over. This dark power is not free however, as extensive usage and more complex spells will oft require a sacrifice of the 

lifeblood of others, or even result in the draining of the surrounding earth, leaving naught but sourlands behind. 

 



Dolmen director (400): of course, the magic of the Drunes is more than just the conjuring of spells and invoking of spirits. The 

greatest achievement of the Drunes is the creation of weirdstones and the raising of the great dolmen arrays. You too now know the 

secrets of this process, not just how to craft weirdstones but also how to read the land for ley lines to determine how and where to 

array stones and menhirs to create monuments of sorcery, like the ones the Drunes used to turn the lands sour, create hubs for sky-ships, 

and melt the ice caps to bring forth Ragnarök. Hopefully you’ll use this knowledge for less sinister means. Or not. 

Slough jumper (600): among the Drunes, the greatest of their numbers are the sloughs, the high priests and personal disciples of the 

lord weird, and now you may count yourself among their number. As a slough, your skin has started to rot off your frame, and you now 

give off a powerful stench known as your “mystic aura” which naturally drives off feral beasts and shows your power to otherworldy beings. 

You may now consume and live off of rotting and poisonous food and drink with no detriment, and since your body is already one of rot 

and decay you find yourself forever unbothered by illness or disease, and even your lifespan, allowing you to live twice as long as your typical 

mortal (though with some extra help and ritual you can extend this near indefinitely, much like how slough feg uses the pool of slime in his 

cave to regenerate himself). 

Amber keeper (600): amber is such a fascinating material, prehistoric resin that preserves its contents for millions of years. Well, 

apparently its possible to use this substance in various rituals to store and preserve living beings as well. You know the magical and 

technological processes needed to melt and process amber, store any object or creature within it, and then shrink it down to portable sizes. 

Objects stored within amber in this way are perfectly preserved and held in a sort of stasis, allowing a living organism to persist in 

suspended animation for over millions of years and be retrieved from the resin later totally unscathed. This knowledge base also covers how 

to resize any shrunken amber back to normal size before releasing its contents. Just keep in mind you’ll need lots of amber to size this 

practice up to industrial scales like a certain merchant was able to, so i suggest either finding yourself a good quarry or start raising lots of 

resin trees for processing. Also, please be responsible with what you reanimate from the amber, its all fun and games until someone starts 

trying to bring back the dinosaurs-er, sorry, i mean “time beasts”. 

 

Eternal one 

The worst poison (100): is of course words and literature, for language is magic and writing is itself a hex. You are now literate, capable 

of fluently writing in the alphabet of the ogham runes. In addition, you have a knack for language and letters, able to decipher and 

recognize hidden meetings in writing and words, from anagrams to ciphers and other etymological manipulations. 

Poet of time (100): many mystics and druids in these lands are well known for their poetry and prose, and will write many songs and 

rhymes to act as focusing aids in their magic. This mingling of spellcraft and literature has granted those who delve into the mysteries of 

time a certain insight into events yet to come. You will, on occasion, be struck by some manner of foresight into the future in the form 

of songs and poems dedicated to events that have yet to transpire, prose from another time rushing to your own mind in a sort of 

temporal fugue. You will not gain any inherent insight into the context surrounding these songs, nor will you have control on when you 

experience such visions, though you may very rarely hear a good tune that suits the mood just fine or is slightly relevant to your current 

situation. I suggest keeping some ink, a quill, and some parchment on hand, in case you wish to record any of these poems for later. 

Dungherd’s charm (200): not all who dwell in Dinas Emrys are beautiful and wise, for true wisdom is beheld in that which is stupid 

and hideous, as is the case with Mor Ronne, the dungherd. Just like Mor Ronne though you have a strange charm to you in spite of your 

disgusting nature. No matter how hideous, gross, or dimwitted you are, your better nature shines through to others, and these negative 

qualities of yours will never obscure the beauty of your heart and personality, which if it be adequate can allow you to still find love and 

affection, just as Mor Ronne found in the druidess nest. 

 



Leyser commando (200): ley-ser, or leyser, is a term which refers to the forbidden weaponry created by the ancient Atlanteans to 

draw power from the ley lines of the world to smite one’s enemies, from the simple leyser sword to the suspiciously sci-fi leyser cannon. 

You have enough of a strength in the earth power to properly wield such weapons and tools just like Mogrooth the Atlantean, and are 

trained in their operation, so that when cornered by your foes with naught but a leyser pistol, you’ll have enough strength to shoot 

yourself out instead of cowering impotently like a certain dwarf. 

Wizardry (400): there was more to Atlantis than just great technology, but also its tradition of wizardry. You have been inducted in 

these rites, perhaps by the half-Cyth sorcerer Myrddin or some other wizard like merlin, and know how to channel the earth power to 

weave together spells. Unlike the magic of the druids and the Drunes, yours is more “direct” allowing you to perform actions such as 

conjuring waves of flame from thin air, summoning violent elementals, entering the dreams and minds of others (even the near dead), or 

using arcane reagents to craft alchemical gold. Further, you are even capable of sacrificing your own blood or life to further fuel and increase 

the might of your magic. Just keep in mind however how you use your magic, lest you inadvertently shift the macrocosmic balance too far 

out of your favor. 

A good swineherd (400): it is the duty of the swineherd to protect his herd from those that would despoil them. You have a good 

mind for understanding the trajectory of history and events, how the results of certain battles can alter the future, and what changes and 

influences you need to add to get your desired outcome. This is especially useful when there are others meddling in the time stream, for 

you have the tactical genius needed to think of the best ways to counter such interlopers and where you can best apply your own 

interference. A great skill indeed to wage the eternal war against the Cyth. 

Cyth-blood (600): it appears that Myrddin now has a sibling. Just as he, you are of half-Cyth blood, specifically you are the progeny of 

the dreaded Guledig and one of his slaves. Being born with the wicked Cyth’s blood in your veins grants you some benefits, such as the 

Cyth’s immortality, superhuman intellect, and an improved aptitude in magic and sorcery. Further, you are also capable of perceiving and 

sensing the macrocosmic balance of the universe and can determine how much your own actions can affect such systems of karma in both 

this and future universes. 

Ley-ser smith (600): when Atlantis sank, much of the knowledge of its technology was lost and forgotten, while very little of it was 

kept sealed and secreted away by the eternal ones. You, however, are privy to one of these lost arts: the creation of leyser technology. 

You know the means, rituals, and manufacturing needed to construct anything from a leyser sword to a destructive leyser cannon, and can 

do so even with access to only iron age technology. While this is undoubtedly impressive in this current world, the real power of this perk 

becomes apparent once you gain access to more advanced technology and manufacturing, for with access to this leyser technology you can 

create truly great and powerful tools and weapons. 

Outlander 

Parasite (100): just as Ukko is for Slaine, you have the makings of being a great parasite. The royal parasite was a courtly position, 

whose duties were to announce their liege and lighten the mood with wit and venom. You, just like Ukko, have a scalding sense of humor, 

able to make biting jokes and jabs at the expense of others, and can easily get others to join in on laughing at your hapless target, even if 

it be yourself. Its also excellent for enraging other people, just be mindful who you piss off and how liable they are to collect your brainball. 

Chronicler (100): of course jumper, with all your many adventures and journeys, it would be a shame if they were lost to the ages. You 

have a very sharp memory, one which not even the passage of time can fully erode. You are also literate in the ogham script, and are a 

deft hand at transcribing your extensive memories into the written word. 

 



Varlet, cutpurse, and mendicant (200): battlesmiting? Woundfeasts? Gorefests? How barbaric! Sometimes a defter approach is 

needed to solve problems. You’re very good at sneaking, and know all the best ways to infiltrate and filch people’s valuables, from simple 

pickpocketing to stealing sensitive articles from some canoodling knight’s quarters. This includes knowledge in how to best use common tools 

of the trade, from glass cutters to grappling hooks.  

Pathetic and useful (200): sometimes, the best way out of a rotten situation is to grovel and bargain like no tomorrow, and then 

hope that luck and fortune favor you. When in situations where you’re in danger of being harmed or killed, you have a knack for exploiting 

your luck and pathetic begging to get yourself out of the situation by any means. Granted, this won’t guarantee that the alternate 

scenario will be much more hopeful, but you’ll at least find a way out of immediate danger, such as a captor choosing to lock you in a 

wickerman instead of flaying you for a blood eagle. It may not seem like a better situation, but at least you’ll have more time to plan an 

escape. 

Already awful (400): there are many sins and foibles found in man, from greed to wrath and lust. And just as there is no end to 

man’s vices, there is no end to the kinds of sorceries meant to evoke and manipulate such things. You, however, are already aware of and 

in touch with your nastier qualities, and thus are able to ignore any such compulsions. Whenever a spell, power, or technology would 

attempt to manipulate and control your mind through your baser emotions and imperfections, you can shrug it off easily and continue to 

think clearly, just as Ukko (through his greedy nature) is able to ignore the mental interference of even the Els and Cyth. 

Dragontamer (400): why go into battle alone, when you can do so astride a formidable beast? You have a knack for the raising, 

rearing, and domestication of dangerous beasts such as dragons or dinosaurs or lizardmen. Your presence can cow most lesser beasts, and 

you know just how to read the desires and bodily cues of animals to properly whip them into shape and train them properly. Further, you 

have a good head for breeding and eugenics, given enough time you can raise some particularly nasty specimens in the vein of Rathrach the 

invincible. 

Berserker (600): though the Tuatha de Dannan are well known for their warped warriors, they are not the only monstrous warriors 

and battlesmiters to exist. The worshippers of Voden from far Yggdrasil, and their descendants the Saxons and Norse, developed their own 

art and way of channeling the serpent power through themselves: the berserkergang. When in battle you can enter a berserk state, trading 

some of your sense of reason for primal fury and improved strength. While berserking may not be as impressive as a warp spasm, the 

increased musculature and battle prowess is still more than enough to eclipse a normal soldier. Further, under strange circumstances where 

the world of Els and spirits bleeds into the real world, you can find yourself benefitting from their influence, gaining strength and shifting 

your body when berserking, much like how the Saxon raider Hengwulf turned into a draconic being via the influence of the white dragon of 

Albion. 

Special edition (600): you’ve spent a lot of time and put a lot of effort into writing your legends and memoirs, and there’s no way 

you’re going to let some selfish time travel ruin your creative works! You gain a supernatural sense for how and when the effects of time 

disturbances and interlopers would alter your writings and other creative products, detecting them before they solidify in the time stream. 

When this happens, you are not powerless, for you can fight back against these interlopers through your chosen medium. By adding and 

writing in edits, or creating your own new special edition of said book or piece, you can directly challenge and fight back against these things 

from within the confines of your own story, allowing you to turn the tables on temporal miscreants through the might of your pen. 

 

 

 



Fomorian 

formor physiology (exclusive. Free and mandatory for Fomorians): as an inhuman Formorian, you would of course have the 

physiology of your fellow sea devils. You are a bipedal fish person, able to breathe water and air equally well, though your skin will start to 

break and crack if you spend more than a day out of water. You are incapable of crying, though you may drink the tears of the land 

creatures to give yourself an emotional high from drinking the strong emotions stored in those tears. Your body is also resistant to the 

rigors of underwater pressure, allowing you to live comfortably in your ruined cities beneath the waves. After this jump, your Fomorian 

body becomes an alt-form. Keep in mind that by default you are a male Fomorian, and need the appropriate perk to become female. 

Tearjerker (100): the collecting and consumption of human tears are the main reason for the Fomorian invasion of these lands, thus you 

should have at least some skill in drawing those tears out. You are skilled in tormenting people to the point of breaking into tears, and you 

have a sense for how far you need to bully someone to break their spirits and get them sobbing those delicious tears. 

Nosetaker (200): it is not through demonic strength alone that many tribes have fallen to Formor hands, but also through deception 

and honeyed words fed to fools and slaves. You know how to convince weak-willed people to subject themselves to you, how to properly 

give them lies and assurances, false appeals to civilization and progress, to tempt them into abandoning their dignity and bowing to your 

wicked aims. Even as you abuse and treat them like little more than livestock, you know just how to gaslight them enough so that they 

will instead thank you for uplifting and enlightening them from their primitive animal ways. 

Skinwalker (200): While Fomorians in general hold humans in disdain, they are not above taking on human shape to engage in 

deception. Like some Fomorians, you have the ability to disguise yourself as a human by wearing the skin of one, like a suit. You can 

compress and squeeze your body enough to fit into the empty skin of a human, and can disguise yourself with it with great efficacity, 

enough to fool a keen-eyed warrior like Slaine. How you get and make such a skin suit is up to you though. 

glamoured (400): one of the gifts granted to the Fomorians by the lord weird Slough Feg was the blessing of glamour magic, which you 

yourself are now capable of performing. You can use magic to weave a physical illusion around yourself that allows you to take on animalistic 

traits and disguise yourself as another race entirely. Don’t expect to easily pass as a filthy human however, no matter how you craft this 

glamour it is a flawed and imperfect magic, and there will always be some kind of tell that will suss you out as an imposter to those you 

see you. 

Ouinotaur (400): you are no mere Fomorian foot soldier, but are a noble ouinotaur, one of the great parasitic Fomorians. Using a 

unique appendage, you are able to intertwine your body with that of a host organism (the term for which is a “golamh”), allowing you to 

control the nervous systems and organs of your poor victim (or squeeze them to torture them with unimaginable pain), and making them 

unable to have you removed without killing them as well. You can even parasitize a dead headless body if you wish, though it may be less 

effective in many some ways compared to a living host, as a dead nervous system considerably slower than a living one. Keep in mind that 

being bonded to a golamh does not remove your need to return to water and rehydrate, though on the plus side your connection will 

make your golamh able to breathe underwater with you.  

Royal albino (600): you are an albino Fomorian, an auspicious creature born into royalty by virtue of your appearance. You are faster, 

stronger, and more efficient at slaughter than a normal Fomorian, possessing inhuman dexterity and allowing you to be unmatched in 

combat by most mortal foe, save perhaps the likes of Slaine MacRoth. Further, as an albino white you possess a trait that can be traced 

back to your progenitor the Cyth god Dagon: you can feed directly on the emotions emanating from others, allowing you to be invigorated 

by the hate, despair, and excitement rolling off of the men you fight and slay. 

 



A huge bitch (600): the vast majority of Fomorians found invading the lands of Tir Nan Og are the various lesser males, mutants, and 

mixed-breeds of the race. The reason being that the females are too massive to reliably move through the portals leading from their 

texture of reality. As a freshly matured female yourself you are huge, easily 3 stories in height and twice the length, with a gullet filled all 

the way down with rows of saber-like teeth and a body lined with several mantis-like limbs. Females, in addition to their size, also have 

many other traits, such as the capacity for telepathy, the ability to produce numerous tentacles that can be linked to other individuals 

(often to provide them air under water), and the ability to produce and gestate innumerous numbers of parasitic young. And that’s just 

what a young and newly grown female like “magenta chill” is capable of. With time and age, you may possibly grow more dangerous and 

impressive, though how exactly only time will tell. 

Cyth 

Cyth physiology (exclusive. Free and mandatory for Cyth): the Cyth are an alien race from beyond the stars, banished to our 

earth as a term of surrender in their war against the archons. As a Cythron, it is only natural for you to have the body of one of your 

race. In addition to the obvious alien appearance you hold, you are ageless and immortal (but you may still be killed by mundane threats 

like an axe to your brain), though to fuel this longevity you must consume prana, which not only sustains you but also strengthens and 

invigorates you, allowing you to be heal yourself gradually as you feed. To facilitate this, the Cyth also possess several feeding tendrils, usually 

kept withdrawn within their bodies, which allow them to directly consume the prana from the aura of a mortal being (though feeding 

directly from “livestock” before processing and preparing the prana beforehand is viewed as lowbrow amongst most Cyth in the same way 

humans view eating uncooked meat). Cyth also all possess a sharp spiked tongue, which can easily pierce the skulls of men. After this jump, 

you gain your Cyth form as an alt-form 

Slavekeeper (100): to the Cyth, all other life aside from themselves is no better than livestock, and thus is how they’ve structured 

their society. You know the basics of slave keeping, how to intimidate and cow lesser beings to follow you, how to use harm to coerce 

them without killing or damaging them too much, and how to best get the most work and value from each individual slave of yours, and 

how to appraise and trade your slaves for a good profit. 

Feed, seed, and bleed (200): of course, any old fool can push a slave around and use their own livestock. But a truly great mind, like 

that of a Cythron, can plan for long-term livestock prospects. You have a good mind for measuring and predicting population dynamics. You 

know how to easily and effectively calculate how much of a population of “livestock” you can cull or “harvest” sustainably to get as much 

prana you need while still allowing them to repopulate quick enough to maintain a consistent harvest. 

Iahu’s gift (200): when the Cyth started to tunnel across time, they interfered with the development of mankind. They replaced the 

true communication once taught to them by the earth mother with their own slave languages and prisoner prose, which became the basis 

for all spoken and written language of humanity (with the exception of ogham runes). These slave tongues were based off of the true 

name of one of the high Cyth, Iahu the blood god, who’s true name and nature means “liar”. Through the gifts of Iahu, you have 

mastered the slave tongues of men, giving you perfect knowledge of every human language (both speaking and written) in this world and 

the languages derived from them (for they are all rooted in the expression of Iahu’s lies). In future jumps, this will also give you similar 

insight into the languages of other humans across the multiverse.  

dark scientist (400): the Cyth have more than just malice and wickedness to their name, they are masters of dark sciences and wicked 

experimentations, to the extent that primitive races such as humans once viewed them as gods and devils. You now have an education in 

the dark sciences of the Cyth, such as how to design and create and modify servitor races and biological robots like Orgots and Dilluvials as 

well as the construction of dilluvial sonic weaponry and the leyser tools and weapons commonly seen used by Cyth guards.  

 



Possession (400): most of the Cyth find the act of inhabiting the age and lands of earth to be distasteful, yet sometimes necessity 

requires their personal touch as opposed to leaving important matters to imbecilic lackeys. Like some Cyth, you are capable of possessing the 

body of humans and other living beings, turning into a spiritual mass to dwell within the poor fool’s mind and body. While you can easily 

passively inhabit most mortals, you can also choose to either influence their actions or take direct control of their bodies, though doing so 

requires that your will be stronger than theirs and sometimes a strong enough emotional shock to the host can unseat your control of 

them. Keep in mind that it is possible for you to be exorcised from the body of your victim with the right rites and incantations, though 

doing so won’t protect them from your irate wrath once you materialize in the physical realm in front of the hapless fool. 

Praise be to me! (600): one of a dearly dead breed, just like Dagon and the Guledig you are now one of the high Cyth, the physical 

gods of your race. As a high Cyth you exist on a higher plane of reality than most beings. While you can be injured by the primitive beings 

of the world, you cannot be easily killed, any physical wounds levied against you will heal on their own over time, with even the loss of a 

limb or eye needing no more than a day’s time. Further, unlike many other Cythron, you have control of your own form and biology, 

allowing you to take on whichever profaned shape you desire, whether it be the unbodied head of the Guledig, the great molluscoid form of 

Dagon, or the wretched warforms of the unnamed high Cyth sealed behind the great gong. Further, as an immortal being you no longer 

need to feed on prana or other sustenance to survive, though you may still enjoy and relish in the consumption of the prana of the lesser 

races if you wish. 

Time tunneler (600): the great scientific achievement of the Cyth, which allowed them to continue to feed and grow in power despite 

their imprisonment by the archons, was the creation of the great time worm Crom Cruarch, who’s great power allows it to burrow 

through time itself to feed and gather prana and souls for its Cyth masters. In a feat of great Cyth biotechnology you too have been 

imbued with the power to tunnel holes into the fabric of time, allowing you to freely create short lived passages that lead you from one 

era to another. This traveling is not limited to time either, as you may also use it to traverse great distances to anywhere on the planet 

with just a short jaunt. For the duration of this jump, this distance will be hard limited to just anywhere upon the planet earth, however 

after this jump while the distance itself won’t change by default, you won’t be restricted to staying within the immediate orbit of the 

planet.  

 

  



Items 

items are divided below based on their associated background. If you possess a certain background, then the items associated with it are 

discounted at 50% off, with the 100cp items being free instead. 

Undiscounted 

Leyser-disc set (50 each, x3): did you know that there’s a somewhat popular heavy metal band who named themselves after this 

comic? The Lord Weird Slough Feg (or just Slough Feg) is a group who’s first several albums were either tributes to or inspired by the 

Slaine comic series, and now you can enjoy the sounds yourself. This purchase will give you a collection of thin and round weirdstones (small 

enough and shaped to fit in a cd player) each one containing a full album of music performed by the band themselves. These stones can be 

activated (with either a small drop of blood, using a small amount of earth power or similar magical energy, or by placing them in a cd 

player) and they will play the music recorded on them loud enough to be heard in a dining hall full of rambunctious celts. What kind of 

music is on these? When you first purchase this item you can choose to either gain the complete collection of the works of the band 

Slough Feg, or you may instead gain an album based on your adventures in each jump you visited (which will update itself into future 

jumps). You can purchase this item again to gain the other option, or you can instead gain the ability to hear whichever music you’ve 

chosen as internal background you can cycle through or turn on and off as you see fit. 

Dannan 

Nounverber (100): the tribes of the goddess place great value in martial prowess, and what is a warrior without a weapon to wield. 

Here you have a simple weapon such as a spear, bow, sword, axe, tathlum, or club; made from a primitive material like wood, stone, 

copper, bronze, bone, or flint. It is a simple and mundane weapon, of not special nature and quality, and should you end up breaking it in 

battle you can expect to easily fine a close-enough replacement for it by the end of the week. Comes with a suitably barbaric name similar 

to Slaine’s Brainbiter or Bloodprow. May come with a matching door-shield or targe as part of a matching set. 

Brainball bag (200): the celts are, as a rule, a bloody and grim people, prone to collecting the body parts of enemies for use in 

trophies, ceremonies, provings, craftworks, or for sports like murderball. However, hauling around viscera and dismembered parts can be a bit 

bothersome, especially if you have to transport them across long distances, which is where this plain leather sack comes in. Any severed limb 

placed in this bag (which is large enough to comfortably hold an adult human’s head) will not spoil or putrefy for a year and a day. Perfect 

for either keeping a head ready for murderball, or bringing the severed tongues of your enemies back home to prove your right to the 

champion’s portion 

Hero harness (400): the warped ones are the mightiest warriors of the Tuatha de Dannan, those men whose body warps and shifts 

into monstrous shapes, though not all warped warriors are able to fully control their warp outs, and some just prefer to not constantly rip 

through and destroy their clothes whilst spasming out. That is where a hero harness comes in, a harness made from various straps and 

buckles and blessed by druidic magic. Whilst wearing this harness your warp spasms will be more controlled, your form will state reasonably 

close to your human shape, and you won’t go bursting violently out of your clothes. Further, the harness also grants you some clarity of 

mind, allowing you to retain most of your mental faculties unclouded or impeded by the normally rage-filled spasm. 

Sacred treasure (600 each): the sword of the moon, the spear of the sun, the cauldron of blood, and the stone of destiny. These 

are four sacred treasures of the earth goddess, powerful and irreplaceable artifacts brought to the lands of the ever young by the 

Atlanteans fleeing the destruction of their homeland. By purchasing this option, you will soon find yourself in ownership of one of these 

great treasures, taking it with you even when you leave this jump for greener pastures. You may purchase this item choice multiple times, 

one for each of the treasures, but if you took the Dannan background you must first choose the treasure associated with your tribe. For 

more information on these treasures, see the notes section.  



Drune 

Skullsword (100): the symbol of the Drunes and their shaggy-clad enforcers, you now own an iron sword with the skull emblem of the 

Drunes on it. Those who see you brandish it will know that you speak with the authority of the sloughs, and those of weaker grit will 

easily be cowed by your presence. If you are not a Drune, be careful about showing this off too much, as they won’t take too kindly to 

someone pretending to their majesty. 

Stench mask (200): the higher priesthood of the Drunes are well known for their potent “mystic aura” who’s stench can easily make 

normal men sick from proximity. For those Drunes who have not made it to that level yet, this mask is an essential tool. Whilst wearing 

this primitive gasmask, you can block out almost all great stenches, even those of a Lord Weird’s mystic aura, and can even withstand 

most natural toxic fumes and vapors. 

Skyship (400): at the height of their power, the Drunes would use their mastery of the weirdstones to levitate great vessels in the air 

for transporting warriors and resources across the entire breadth of tir nan og. You now have yourself one such skyship, but with a twist. 

This ship’s weirdstone, through some hidden and arcane rite, has been bonded to you, and will only raise the ship into the sky if fed a 

sample of your own blood first. This should hopefully prevent it from being stolen away by some barbarians or northmen.  

Fetid cave (600): Slough Feg rules the Drunes from deep in the cave of beasts, where he paints and destroys strange cave paintings 

and bathes in the bizarre slime that keeps him immortal. Unbeknownst to him, there is a second cave like his, one which is known to you. 

It is a deep cave, going down 60ft into the earth, and at the bottom and hidden in al alcove is a stinking and glowing pool of strange 

substance. By bathing in this pool, you can stave off the hand of death and keep your soul cleaved to your bones, though it will do nothing 

for your aging. Should your body be damaged, or should you be slain, if your remains are dumped into the pool, then it will regenerate you 

and bring you back to life to how you were before your untimely end. It does not matter in what state your body is returned, even 

should you have reduced to a puddle of slime the pool will restore you, though you must have every scrap of you given to the pool, should 

you be missing any flesh or remains then the pool’s magic cannot fully restore you. 

 

Eternal one 

Scraps of bark (100): in these lands, druids and other literate folk are often trained and write not on paper or parchment, but on 

scraps of papery bark. This leather scroll case contains a large sheaf of them, around 100 pages to be precise, and refills itself at the 

beginning of each month. Occasionally you may find a page with some old English poetry written in oghams on it, a little leftover of the 

druidic magic used to make this item. 

Leyser weapon (200/400): technology once used by the Atlanteans, and passed on to their successors in Dinas Emrys, you are now 

the owner of a leyser weapon of your own: either a small blaster, a staff, or a leyser variant of a melee weapon like a sword or axe like 

the sword Bloodprow. Leysar weapons are empowered by one’s capacity for channeling the serpent power, thus in the hands of a trained 

druid or warped one you can easily carve through metal with the power of your leyser weapon. When purchasing this option you may pay 

twice its value instead, allowing you to you instead own a leysar cannon instead, a massive shoulder-mounted weapon that can release great 

blasts as wide as a man’s torso. 

Talisman of Venus (400): a copper ring engraved with symbols evoking planetary power, this talisman allows the wearer to influence 

another being, making them susceptible to suggestion and giving them a kindly and favorable to the wearer. With this ring the druidess nest 

was able to charm the Cythron scientist Oeahoo to spare her life and not turn on Slaine and his team, and should likewise allow you to 

turn a singular foe into an ally of yours given enough time and energy. 

 



Anguinum (600): those who dwell in Dinas Emrys are known as the “eternal ones” for it is their harvesting and consumption of the 

anguinum, the eggs of the time-worm, that allows them to stave off the march of time. By purchasing this option, you are given a small 

wooden chest, containing a single anguinum egg inside it. The box keeps the egg in stasis, preventing it from hatching, and by consuming the 

egg yourself you are able to revert the effects of age on yourself until you return back to your prime. After consuming the egg, the box 

will refill itself with a new one after a year has passed. It is recommended to not dally in using the egg after removing it from the box, as 

outside of its stasis it may eventually hatch into a new starving and malicious timeworm, and you really don’t want that to occur. 

 

Outlander 

Metheglin (100): having some troubles keeping your cool? Too many guilts and issues clouding your judgement? Then this chalice of 

metheglin (a type of mead of Welsh origin) might help you. Unlike your typical libation, this metheglin has been treated with bee’s venom 

(and even has a few floating in it) , which enhanced its natural tranquilizing properties, imbuing you with a serene calm and soothing your 

nerves. This chalice refills each night, and makes for a good sleep medicine to stave off bad dreams and night terrors. 

Dungeons yearly (200): a minor quirk of the Slaine comic book series was that, for a time at least, they would license out the name 

and setting to Diceman Games and would publish small ttrpg games and scenarios at the end of editions or have some chapters of Slaine’s 

story be released as “roll your own adventure” modules (such as the “the ring of dannu”, “the tower of glass”, “the tomb of terror”, 

and “dragoncorpse”). By purchasing this option, you’ll be signing up for a subscription of tabletop adventures based on your own jumps and 

adventures. Every year you will be delivered a small little rulebook or module based on an adventure you yourself went on, and while this 

may be fun for a lazy afternoon with friends, it can also give you insight as to how things could’ve happened differently based on choices 

you could’ve made during your past trials.  

Book of possessions (400): Despite his charlatan nature, Ukko is surprisingly adept at exorcising evil spirits from people, provided he 

knows the right words to say. This book contains the names of evil beings and chants needed to draw them outside of the bodies of their 

victims, so that they can be slain via more conventional means. This book updates itself whenever you jump to a new setting, filling its 

pages with the names of local possessors, how to identify them, and how to draw them out. 

War flame (600): a dread weapon that would normally never be completed, designed by the dwarf Domnall using methods and 

teachings he stole from the titans, this greatsword has been made from the iron extracted from Celtic warriors and quenched in the blood 

of a warped warrior, causing the earth power flows through it as strongly as one. While wielding Warflame, you can tap into the power of 

the earth, allowing you to gain enhanced strength and power equal to a warrior in the midst of a warp spasm, but without any of the 

side effects to the mind or body that warping usually brings. 

Fomorian 

Tear bottle (100): this clay bottle is useful for a Fomorian on the road, as its able to keep any tears (or other liquids) placed in it 

fresh and potable. Occasionally, you may even find a delicious eyeball within the bottle of tears, a nice rewarding treat after a hard day’s 

work. 

Box of eggs (200): congratulations on being a parent. This box contains many small Fomorian eggs. When hatched, they will turn into a 

swarm of small parasitic Fomors that will burrow into and infect the closest living things, turning them into loyal amphibious half-Fomorians. 

These victims will view themselves as your children and will show you the loyalty of a child to a parent, though be mindful that this 

transformation will make them reliant on submerging themselves in water every so often to survive. There are enough eggs in this box to 

infest a small village, and the box refills itself once a month. 

 



Eye of Balor (400): an example of Cyth technology, this prosthetic was gifted to the Fomorian king Balor by the lord weird slough feg. 

This futuristic eyepatch comes with an interface relay that rests behind the ear. When activated, it reveals the cybernetic eye beneath, 

which will then usher force a burning laser beam upon whatever it is you gaze upon. The beam is strong enough to burn a hole through a 

human body in an instant, and hot enough to cause them to immediately combust, and can be used continuously without any need to 

rest or cooldown. 

Black pyramid (600): a profane weirdstone, crafted from a black stone that fell form the heavens. The black pyramid is capable of 

opening portals to different densities and dimensions, such as when it was used to banish the skyfleets of Eire to the density of reality 

where the goddess dwells, and can even be used to traverse great distances like from Eire to the isle of Hy-Brasil, in a near instant. In 

future jumps, this will allow you to travel to other similar adjacent realms and dimensions, such as local afterlives or elemental planes. 

 

Cyth 

Dilluvial horn (100): the Cyth use many strange and esoteric weapons, some of which the Archons banned the ownership of. Among 

those is the dilluvial horn, which would later be used as the basis in the creation of the dilluvial race. This horn emits a short-ranged sonic 

blast that causes the molecular bonds of inanimate matter, particularly stone, to loosen and “melt” apart. This horn can also cause living 

flesh to melt, but it takes significantly longer to do so, during which the warrior you’re trying to melt may just run up and lodge his axe 

into your skull to save himself.  

Lounge orgot (200): the orgots, as their name suggests, are organic robots usually made to perform menial labor for the Cyth, though 

some are designed for more specialized tasks. This particular model, which looks like a giant hand, is designed to function as a personal lounge 

chair and transport for a Cythron overseer. While it can be ordered to attack someone, the programming is rudimentary and its range of 

motion limited to what a single disembodied hand is capable of, so it’s best to leave combat to more general units and have your lounge 

orgot stick to its typical duties. 

Combat suit (400): when a Cythron deigns to enter the field themselves, they dress themselves in a highly advanced combat suit like 

this. Fueled by a mixture of ley power and aura, this suit has many functions such as flight, laser eyes, and teleportation (which can be 

used to telefrag someone, though this function does have a cooldown based on distance traveled), all of which is powered and directed by 

the thoughts of the wearer. It is also strong enough to turn back the mundane metal weapons of most of the lesser races (provided said 

barbarian isn’t a ludicrously strong specimen like a certain Sessair) 

Great tomb (600): the architecture of the Cyth capital of gulag is dominated by the great tombs of the high Cyth, massive prison 

mausoleums originally meant to hold the not-wholly-dead bodies of the greatest cosmic criminals of the Cyth. You now have your own 

temple complex, fashioned after Grimnismal’s and furnished with gold, rare gems, and wicked traps. The greatest part about the tomb 

though is the great sepulcher in the depths of it, made just for you. While interred within it, you may gradually regenerate and restore 

yourself over time, even from esoteric/multidimensional wounds and death itself, provided you’re given enough time and are fed enough 

nutrients. Keep in mind that the greater the damage the longer it will take to fulling bring you back together. Hopefully you have enough 

loyal slaves and sycophants willing to watch over you in case of such times. 

 

 



Companions 

Listed are some options for either bringing along or acquiring your own companions. Some companions will list a background next to their 

price, allowing you to gain the companion at a discount if you possess the corresponding background. 

Import/create (50each/200): for every purchase of this option you may either create a new companion or import and existing 

companion using this jump document. This companion has a budget of 800cp and cannot take any drawbacks or companion options 

themselves. For 200cp you can buy a bulk order of up to eight companions, saving you some cp if you want to import the whole squad. 

Loyal parasite (50): for many chiefs and rulers in the lands of Tir Nan Og, it is tradition to keep a “royal parasite”, a comedic buffoon 

who can entertain your subjects and act as a handy punching bag, and now you have your own. This odious little dwarf has decided to take 

his chances and follow you around. He (or she, you weirdo) is useful, shrewd, and cunning, but his personality leaves much to be desired and 

will often grate your nerves. Luckily if you can curb your desire to beat him too much and can tolerate his many character faults, you may 

find a lifelong friend in this runty reprobate.  

Mighty mount (200, dannan): the lands of the forever young are not lacking in great and mighty beasts, from the prehistoric 

megafauna brought into the world through rifts in time to crystal-eyed dragons like Slaine’s faithful steed Knucker. You yourself now also 

have such a beast to serve you as your loyal mount. It can be a dragon like Knucker or any type of dinosaur or ancient megafauna, so long 

as it is large enough for you to ride on.  

Sturdy half-dead (200, Drune): the Drunes are well known for all sorts of dark magics, such as the conjuring of half-dead to use as 

battle fodder. This particularly thick and burly corpse seems to have some kind of attachment to you, and has taken to following you 

around and obeying your orders. As a half-dead (essentially a zombie) its intelligence is severely lacking, though its body remembers enough 

to know how to carry a club and hit things with it, and its loyalty to you is totally unquestioning. Further, if its ever dismembered, then 

after a night it will slowly shamble and reassemble itself back together so as to continue serving you. 

The last titan (200, eternal one): in their heyday, the titans of old built many great wonders including the great temple of the 

stars, but now most of them are dead, slain by a combination of ennui and brave warriors. Save for this one. This titan is one of the last 

living members of his kind. Easily as tall as three men, and with exceptional strength to match, he is a gentle soul who is more interested 

in buildings and architecture than combat, and wishes to study and learn more of the great works his ancestors wrought.  

Dragon’s host (200, outlander): on rare occasions, the great time dragon will bless someone to be their living avatar and host, to 

dispense their words and visions when the time calls for it. This comely warrior of your preferred sex, adorned with a large dragon tattoo 

along her back, is one such vessel. While they are an otherwise mundane warrior and soldier, on occasion the great time dragon will possess 

them to deliver words and messages to you, provided you manage to stay in the good graces of this aspect of the earth mother. This 

possession is somewhat one-sided though, as the host will remember not what the dragon says while possessing them, nor will they have 

any special insight into their words and intentions. 

Cumal collection (200, Fomorian): Fomorians are quite fond of levying taxes on humanity, and what they cannot collect in gold they 

collect in flesh. Cumal is a term used to refer to female slaves, and you now have yourself a batch of four of them with this purchase. 

They are not especially strong or skilled slaves, but they are young, healthy, and the taste of their tears is of exceptional quality and flow 

in great abundance. Together they make up one companion slot, unless imported separately as different companions in the future. 

 

 



Advanced battle orgot (200, Cyth): Perhaps Myraakothka owed you a favor, or maybe the Guledig gifted it to you as a reward for 

some deed. Regardless, you know own for yourself a powerful prototype type three battle-orgot. This three-armed creature is much more 

intelligent, cunning, and fierce than other orgots. It has the reflexes and skill to artfully wield a triple-slacan, its swivel eyes can easily track 

multiple objects at once easily, its twice as strong and as fast as a mortal man, and damaged limbs can be easily replaced with grafted on 

replacements and additions. A perfect minion and enforcer for any aspiring villain. 

jumper’s carnival (300): this world and land holds many weird and bizarre people in it. From blue-skinned rootmen to snake people and 

shoggies of all stripes, to even just aberrant individuals and outcasts. By purchasing this option, you become the owner of your own carnival 

and circus troop. Soon, you will have a great number of such weirdo and societal rejects come join as carnies, each one seeking to find some 

sort of life to flee and leave behind. Treat them well, and they’ll choose to stay signed on for your carnival as followers into future jumps, 

hoping to leverage and enjoy their carnie lifestyle entertaining people in newer and stranger worlds, or maybe just hoping for a ride to 

somewhere to start with a clean slate. Still, should any such followers choose to retire from carnie life, you’re sure to find some more 

weirdos and freaks to join you in the future, drawn by the allure of the carnival. 

 

  



Drawbacks 

listed are some drawbacks and toggles to grant you come extra choice points in exchange for some increased trials and tribulations. You may 

take as many as you are comfortable with, but keep in mind that drawbacks cannot be easily circumvented and override perks. 

OGL compatible (0): did you know that Slaine had an officially licensed d20 OGL roleplaying game? It’s true, and the game introduced 

new lore, maps, story ideas, and concepts for the setting that weren’t present in the comics. With this option, you may choose to make 

these changes and additions canon to your stay here in this setting. If you want to know more about it, know that the company who 

published the rulebooks was mongoose publishing, from there i think you can find it either from reputable RPG sources or the usual pirate 

bays. 

2000ad (0): the Slaine comic books are published by the British comic book company “2000ad comics”, the creators of classic series 

like Judge Dredd, Strontium Dogs, and Nemesis The Warlock. While never appearing in an official crossover, Slaine has made a rare occasional 

appearance in tertiary materials such as Judge Dredd boardgames and the like. With this option, you may make the universe of Slaine part 

of the larger multiverse of 2000ad comics. While this might not change anything at first, you can expect the occasional crossover event to 

happen in the future and cause unprecedented amounts of drama and strangeness, from Slaine getting sent to megacity one, to 

Torquemada and Slough Feg teaming up, and other crazy hijinks. If you have already been to any of these other worlds, then you may also 

maintain your “continuity” from your previous visits to there. 

A jumper’s reign (0): according to the tradition of the celts, a king is only allowed a reign of seven years before he must be sacrificed 

to the earth. Unless you’re Slaine, in which case your time allowed to live on the earth is a bit…flexible. So too is your time permitted on 

this jump flexible. You may choose to either end your jump here early at seven years instead of ten, or extend it further. The maximum 

amount of time you can extend it is 70 years, and if less than that it must be extended by a multiple of 7. Seems weird? Don’t blame 

me, blame these celts and their goddess’s obsession with this number and sacrificing their rulers. 

Ugly (100): you didn’t just get beat with the ugly stick, but the whole tree, whether you’re simply as hideous as Mor Ronne the 

dungherd, scarred like Tlatchga the Atlantean, or deformed like prince Alban, your appearance will disgust and deter others who look upon 

you, especially those of the same race/tribe as you.  

Soth dwarves! (100): dwarves are not well liked in Tir Nan Og, and for good reason. Unfortunately, you yourself are now one of these 

odious creatures: a child-sized, weak, potbellied little prick about as intimidating or likeable as a biting gnat. Don’t expect to gain much 

respect any time soon, almost everyone in these lands despises your kind and would sooner have your nightsoil than suffer your presence. 

On the plus side, once your time in this jump is over you will gain this Dwarvish form of yours as a new alt-form! 

Greedy git (100): you seem to have contracted a severe case of greed with a side of kleptomania. There is very little you wouldn’t do 

for coin and riches, from fraud to embezzlement, and that’s if you’re not caught picking pockets and robbing graves first. Expect your 

greed to get you in heaps of trouble often. 

Didn’t think it too many (200): according to the Drunes, bravery and heroism are considered to be diseases that drive one to death, 

and they might not be too far off in your case. This drawback will make you more headstrong and hotblooded, when you see hordes of 

enemies you will not think their numbers too many, and will charge and fight them whether they be 5 or 50 in number. When looters 

and marauders desecrate your holy sites, even if you recognize it as a trap, you cannot help yourself from throwing yourself into the fray 

to right their wrongs. Better pray that you have someone to bail you out when you get too deep in the troubles. 

Follies of men (200): if you thought you could enter this world and hide away from its troubles in some forest or cave, think again. 

With this drawback the web of weird will conspire to ensnare you in major events and troubles, you will be drawn, goaded, and coerced to 

get involved in great conflicts and the troubles of the world, as well as the follies of men who create such troubles. May you live in 

interesting times, jumper. 



Geas’d (200): when a king is inaugurated, he will often take upon himself certain mystical taboos or “geas” upon himself that he must 

uphold or receive punishment for. Often these taboos are very specific and like “though shalt not consume the flesh of dog” or “you are 

forbidden from wearing a cloak of many colours on a dappled horse on the heath of Lonrad”. Upon taking this drawback, you must take 

five taboos of similar specificity as Slaine’s. If you ever break any one of these taboos, you will be struck with birthing pains for an hour and 

feel weakened for the rest of the day. For each taboos you break within a short period of time the severity of your pain and weakness will 

increase, and if you manage to break all five within rapid succession its possible to result in your death. Luckily your taboos are going to be 

very specific, but please keep vigilant regardless. 

Moontouched (400): it seems your mind has not survived the jump unscratched. Your sanity has started to slip from you, filling your 

perceptions and thoughts with paranoid delusions, hallucinations, and disassociations. Enjoy your time here as a complete madman, though on 

the plus side, madmen are universally exempt from sacrificial rites.  

The wild hunt (400): the invisible walls between the different densities of the world have started to thin with your arrival to this 

world. Els and other spirits now have an easier time entering into the world, slipping between the cracks of reality to cause havoc, possess 

people, and overall make themselves a nuisance, especially for you. Should you take this drawback with macroscopic infection, then the el 

enemy from that drawback will now have his own wild hunt, with riders and cronies to serve them as they hunt you down recruited from 

these rents in reality. 

Macroscopic infection (400): one of the el’s has taken a lethal interest in you. Whether it be Elfric or someone else of his kin, an el 

has sworn to see you killed and destroyed. Even should you kill this el, he will return to the Elswhere and reform himself and return again 

at a later time to even the score. Further, should you win three conflicts with him, the macrocosmic balance will shift, ensuring the next 

encounter against him will see him a victor unless you manage to find a way to develop a macrobial immunity to him. Should you also take 

the wild hunt drawback, this El will also lead the wild hunt often against you 

Archon’s ire (600): the archons, a powerful alien force who defeated the Cyth in a great interstellar war and banished them to earth. 

Do not mistake them as allies to mankind, for they are beings of rigid stone and order, incapable of feeling love, kindness, or hope, who 

would rather see the squirming meaty dirtworshipper of earth made cold and perfect stone even like unto them. You have somehow 

attracted their attention, and they see the day of your death as preferable to the day of your birth. During the duration of your jump 

the archons will try and destroy you, first through agents and intermediaries, then through warriors (and later armies) of stone, and 

eventually one of the archons may attempt to descend upon earth themselves to wipe your presence clean from the universe. Good luck 

jumper, you’re going to need it. 

A simple animal (600): that’s it, no more using your fancy powers and perks and items. For the duration of your jump you will not 

have access to any perks, items, properties, or companions that you have not already acquired or imported here in this jump. This 

restriction likewise applies to any companions you choose to import, can’t have you getting around the challenge for free cp after all. 

These are pleasing words to me (600): eyes without life…sundered heads…piles of carcasses. Upon the start of this jump Ragnarök 

will start early, flooding the lands of Tir Nan Og and catching all the powers that be by surprised and causing a great amount of 

destruction and devastation, the effects of which will ripple out from Tir Nan Og to across the human world. The effects of this event will 

have long reaching consequences, not just to the races of man. In the chaos and confusion, king Balor will die and the Fomorians will descend 

into anarchy and civil strife, Grimnismal will experience a violent warp-out in his tomb, causing massive damage across all of Cythrawl and 

gravely injuring the time worm of Crom Cruarch. And as the web of weird is thrown into disarray and confusion, nothing is certain in this 

new chaotic age. Enjoy trying to survive for the next ten years.  



Scenarios 

the following are some optional scenarios you may take, each providing an additional challenge in exchange for a unique benefit. Which 

scenario you may take depends on which background you possess. You do not need to take a scenario if you do not wish.  

The Horned God (Dannan and Drune) 

The Lord Weird Slough Feg has held the mantle of the horned god for a long time, longer than the goddess ever desired for a 

man to hold it. Here, there is an opportunity for you to take the mantle for yourself. During your time here you must undertake many 

trials to prove yourself worthy of the mantle of Carnnun. First, you must enter the tower of glass and pass its many puzzles and 

challenges. Don’t think this will be easy, the layout and occupants will be different than what was shown in the original adventure, and will 

instead be designed to challenge you and whoever you take with you to enter the tower. You must surmount these tribulations and make 

your way to the peak of the tower, defeat its master Slough Grunsgul, and obtain the cauldron of blood. With the cauldron in your 

possession, you must then enter the cauldron and descend into the Otherworld. Once in the Otherworld, the earth goddess will put you 

through a series of tests (not too dissimilar to Slaine’s mystic quest for the ring of Dannu) to prove yourself possessing the qualities of 

the horned god and worthy of an audience with her. Once you have gained an audience with the goddess and make your intentions to 

become the next horned god clear, she will give you a mission to accomplish, whether it be uniting the tribes of the goddess together, 

reclaiming the southlands from the Slough Cult, or slaying Slough Feg in ritual combat, and you must do so via a means fitting of the 

horned god. Once you have accomplished these things, you will be crowned the horned god and favored consort of the earth goddess. 

This title is more than just honorary, as it will come with many benefits. Firstly, you will be granted the horned helm as an 

item that will travel and grow with you across your chain, a badge of office this will make your nature and divinity clear to any mystical or 

magical beings who gaze upon you whether they be fey, devils, or angels. Secondly, the earth goddess will bless you with service as she did 

Slaine: should you die or be sacrificed or interred in a way that is ritually pleasing to the goddess (such as via a three-part death or green 

man sacrifice) she will preserve your soul and transport you through the otherworld and revive you in another time and place where she 

feels you are needed most. Yes, this does mean that you can die this way and not fail your chain. Just remember, this is all dependent on 

her love and approval of you and your ability and desire to fulfill your duties as the horned god.  

     So remember to be hardy, but not hard. Be strong, but not brutal. Love and be loyal to your mother earth, but do not abuse her. 

Rule not for power, but for pleasure, for singing and dancing and making merry. Always remember that though you hold the curse of 

consciousness you are still a beast, never separate from nature. Be the laughter in the woods, be unafraid of weakness and cooperation. Find 

joy in the joke that is life and death, but do not take the joke too far as Slough Feg did.  

 

  



The Tomb of Terror (Cyth and fomorian) 

The stars have aligned, and enough prana has been harvested from the animal races of man. Grimnismal shall awaken soon, he 

just needs a bit more time to finish feeding and regenerating from death, and then will he awaken and free the Cyth from this miserable 

planet prison! Just one small problem, those damnable Atlanteans and druids are aware of this and are planning to stop the mad god from 

awakening. This is where you come in, as you have been appointed as the new castellan of gulag and are in charge of improving and 

developing the defenses around Grimnismal’s tomb. I hope you like dungeon defense games and simulator’s because, your job for the next 

decade will be to rebuff constant invasions from various heroes and champions that Myrddin and his wizards can throw at you. It will start 

off small, with a few incursions from various scouts and druids summoned to poke holes at your defenses, then it will ramp up as Dinas 

Emrys starts summoning great heroes and villains from across time and space to assault and invade Gulag to kill the sleeping god in his 

tomb, with a massive wave of warriors lead by a mighty champion such as Slaine or Arthur or Setanta at least every year. 

And what boon shall you gain at the end of this decade of fighting off barbarians at the gate? Once Grimnismal is awoken, he 

shall uplift you, turning you into a 9-dimensional star being just like him. As such an entity you are immune to most mundane forms of 

attack, even a leyser sword wielded by a warped warrior like Slaine is no more than a light tickle, and who’s very presence and appearance 

can drive mortal minds to utter madness and ruination. You will also find yourself possessing other strange and eldritch powers that shall 

allow you to commit great cosmic crimes with your high Cyth brethren, but what they are or shall be only time will tell. 

 

  



The Bogatyr (eternal one and outlander) 

In many places, certain buildings and cities are organized a certain way to evoke sympathetic magic, whether it be the Temple of 

the Stars’s terrestrial star map or the brain-shape of New Troy. Another example are the great stone labyrinths of Karelia, which are 

shaped and designed to create connections to the Otherworld and help trap malevolent Els, spirits, and Zmei away. Unfortunately, one of 

these important labyrinths have lost their keystone, and so it falls to you, either at the insistence of the eternal ones or other foreigners, 

to find the keystone, brave the labyrinth, and plug up the tear in reality before it can no longer be contained to the labyrinth and spreads 

from Karelia (roughly where modern Finland is) all the way to Tir Nan Og. 

To accomplish this, first you must find the keystone, a large golden idol that was once housed within the labyrinth before it was 

stolen by a particularly greedy dwarf (who may or may not be Ukko) currently located here in tir nan og. Sadly, he is no longer in 

possession of this idol, so you must get the last known location of the idol from him, and follow where the trail leads across the length and 

breadth of the land of the ever young to find the idol, encountering all manner of strange and dangerous people and beings. Once finally 

found, you must then travel all the way to Karelia (i suggest taking a skysled) and plumb the depths of the stone labyrinth. The labyrinth 

is dangerous, infused with all manner of weirdings, spirits, goblins, els, puzzles, traps, misdirections, and other tribulations. Once you reach 

the center of the labyrinth though, there you must contend against the undead el-dragon guarding the altar, who hopes to widen the rift 

between worlds and escape the labyrinth to reign terror across the mortal worlds.  

Once you slay the dragon and restore the idol to its altar, the tear in reality will mend and start to close, though not before 

Baba Yaga, the black crone and dread aspect of the earth goddess, grants you a blessing for restoring her altar. You will find yourself turned 

into a powerful zmei, a draconic spirit in the body of a man. Deathless as Koschie shall you be, capable of regenerating wounds and 

reattaching limbs, equal in strength a warped one. Further, by channeling the web of weird through your own body you can transform 

yourself into a powerful dragon (complete with hypnotic jeweled eyes, just like Nidhug). In addition to all these supernatural gifts, you can 

help yourself to the el-dragon’s horde (a massive collection of coin, jewels, and arms) which is roughly the size of 10 wool-laden sheep.   



conclusion 
it seems your time in this realm is at an end, and so ends this chapter in the story of your life. Your drawbacks are henceforth revoked 

from you, and any abilities once lost by them are restored. Furthermore, you must now make a choice as to what to do next with the 

story of your life. 

book of invasions  

so you’ve taken a shine to this new world? With this you have chosen to end your chain and remain here in this world. Remember, tir 

nan og is a brutal and beautiful place, and while it might be hard living you can atl east find some joy and purpose in this simpler 

time…unless you blew the planet up of course, you monster. 

Song of the return  

perks? Drawbacks? Jumps!? You’ve had quite enough of all this insanity and wish to see an end to it. With this you have chosen to end 

your chain and return back to your home dimension. You can keep all your perks, items, and properties you have acquired on your chain, 

though this is still the end of your journey across the chain. 

Táin bó jumpchain  

though one chapter of your adventure ends, another one opens. You have chosen to keep going on your journey across the multiverse with 

your chain. Proceed to the next jump on your chain, and may the blessing of your gods be with you.  

 

 

  



notes and faq 

where can i read Slaine? 

     If you’ve had any interests in the series, you probably noticed that not all the chapters and issues can be easily found in one place, as 

even scan sites like readcomicsonline.com or sharesites like libgens tend to not hold the complete collection (as of me writing this note, it 

may change at some point in the future). Luckily for now you can find every issue over at Https://getcomics.org/other-comics/slaine-

collection/ . Further, you can find links to just the diceman choose-your-own-adventure tabletop games over at 

https://archive.4plebs.org/tg/thread/49741000/#q49744124  

When in history does slaine take place?  

     While Tir Nan Og’s sinking does echo to the sinking of Doggerland in our real world history, do not be fooled into believe it happened 

during that page of prehistory. This series instead has two things which allow us a clearer view of when this story takes place: the character 

of Princess Meritaten, who is the daughter of Pharoah Akhenaten, and the presence of Trojans invading Albion following the destruction of 

their city. With these two factors in mind, we can assume that this series takes place at some point during the mid-to-late 1300’s BC. 

What are the four sacred treasures of the earth goddess? 

     First there is the Sword of the Moon, or as it would be later known as “Excalibur”, held by the tribe of Gorias. It is a massive 

greatsword that can cut through any solid material, whether it be metal, wood, or flesh…actually that is a misnomer. The sword itself 

doesn’t “cut” through those things per say. Rather, the magic of the sword compels that which it cuts towards to split and rip itself 

open to accept its blade. Further, such wounds caused by the lunar magic of the sword cannot be cured or mended by traditional means. 

     Second is the Spear of the Sun, held by the tribe of Finias. The spear is a living thing, bearing a screaming woman’s face on its head, 

and is constantly hungry for blood and slaughter, and when not in battle will often try to lunge at living beings on its own. When wielded 

in battle, you can command it with the phrase “Ibar” and it will fly off on its own to impale through and ravage your enemies, and with 

the phrase “Athibar” it will return to your hand, making sure to take the route that involved impaling as many more foes on its way 

back. When not in battle though it is recommended to keep it restrained and keep pouring blood and sleeping droughts on it, lest it try 

and start murdering things on its own. 

     Third is the Stone of Destiny, also known as the navel of the goddess, currently held by the people of Falias, who themselves acquired 

it when they slew the peaceful beaver folk and conquered their lands. This stone can be considered to be the most sacred of the four relics, 

for it is a piece of the goddess herself. It curses those unworthy of keeping it with nightmares and visions of madness and it shines and acts 

as a beacon to signal who is the rightful kind of the earth goddess’s tribes. More practically, it is also a large chunk of “holy ground” that 

provides those that are deemed worthy with an unfetter connection to the earth power, allowing one to draw for the power of the 

serpent for druidry and warp spasms even in the midst of sourlands and cursed grounds. Just keep in mind the stone is a massive boulder 

nearly as large as a man, so carrying it around may be inconvenient. 

     And finally the last treasure is the Cauldron of Blood, also known as the cauldron of plenty. No man who thrusts his fork or spoon in 

the cauldron will find it empty, for it will create a near infinite amount of food for even the grandest of feasts. Of course, the real power 

of the cauldron comes from the fact that it is a direct portal to the underworld and the realm of the goddess. Those dead and dying 

offered up into it shall return as an army of half-dead soldiers, and those who live may climb into the cauldron’s depths to enter into the 

bowels of the earth goddess’s realm. Just keep in mind that, on rare occasions, something may try to climb its way up from the cauldron, 

though this can be prevented with some generous offerings deposited in from time to time. 

 

https://getcomics.org/other-comics/slaine-collection/
https://getcomics.org/other-comics/slaine-collection/
https://archive.4plebs.org/tg/thread/49741000/#q49744124


What about the ancestors? 

     So, the existence of the ancestors, the former race of bestial men who once lived in the world, was a very weird retcon and one that 

was never mentioned again or mattered in the long run. Canonically though, those who are born with the natural capacity for the warp 

spasm are descended from the ancestors who mingled with humanity. Therefore, if for whatever reason you want to be descended from 

these beast-men, then you’ll need to be a human who has taken the warped one perk. Otherwise you’re just a normal man. 

Why no beaverfolk racial option? 

     Honestly, because its kinda hard to find a good place to put it, and very little is known about the beaverfolk. We know they also 

worshiped the earth goddess, and are poor at verbal communications. We also know they’re capable of mental communication, and are 

capable of hearing and communing with the spirits of the dead. Otherwise, not much else is known since the only living example we 

currently have in the series is Avanc. If you want more beaverfolk, i suggest eitehr saving Avanc or finding a way to clone him. 

 

 

 

 


