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Oe fantasy games. The Brotherhood is a secretive political cult composed of battle-

hardened soldiers who serve as assassins, spies, personal guards, and

Each ‘issue’ of military advisors for some of the world’s most powerful leaders. In this
Cults of the Known |  capacity The Brotherhood has offered their martial expertise for over five
World examines a centuries while using their vast influence to ensure that a relatively stable

new cult cast in balance is maintained between the forces of Law and Chaos.

the mold of The Brotherhood’s internal hierarchy of power begins at the top
Swords & Sorcery with a mysterious group of seven shadowy individuals known as the Inner
genre fiction. Circle. Each member of the Inner Circle is responsible for governing

- _/ Brotherhood operations in a geographic area that can be considered the

equivalent of a medieval kingdom or small country. The identities of
these individuals are very closely guarded, though conspiracy theories abound.

The Outer Circle is the next fier in The Brotherhood’s hierarchy of power, answerable only
to the Inner Circle. There are 13 members of the Outer Circle, each of whom is responsible for
overseeing Brotherhood operations in a geographic area roughly the equivalent of a medieval
shire. As Outer Circle members must work with local lords and other officials in order to perform
their duties as assigned by the Inner Circle, their identities are not secret.

At the local level, The Brotherhood attempts to maintain a lodge (i.e., a large, dedicated,
meeting space) in each geographic area the size of a medieval hundred, over which presides a
Lodge Master. As a rule such lodges are located in urban areas such as cities or towns though,
when such a venue is unavailable, great halls at the manors of local lords affiliated with The
Brotherhood have been reserved for such use (with the local lord who owns the manor serving as
both host and Lodge Master).

Individual members gain power within the ranks of The Brotherhood by exhibiting skill in
combat, prowess in politics, and personal sacrifice on behalf of The Brotherhood. Perhaps this
last thing is valued most, as The Brotherhood relies upon an unbreakable bond of trust between
its members and the ability to keep secrets from non-members in order to survive.



How to Join

In addition to meeting all of the aforementioned mechanical (i.e., game rule) requirements
for membership, a candidate for indoctrination into The Brotherhood must be nominated by a
current member of the cult and best an opponent of the local Lodge Master’s choosing in armed
(or unarmed) man to man combat in an arena (or, lacking an arena, in a chalk circle).

If the candidate for membership manages to beat their assigned opponent in combat, they
will be asked to swear an oath of loyalty to The Brotherhood and Brotherhood members before
all others. To ensure that members take this oath seriously, there is one last thing that a candidate
must do to prove their commitment — they must sever the ring finger of their left hand (this causes
1d4 permanent Hit Point loss). This ritual mutilation symbolizes that nobody, not even a wife or
lover, will supplant sworn loyalty to The Brotherhood in the life of their newest member.

Benefits of Membership

The most obvious benefit of membership in The Brotherhood is that the organization has
a great deal of political clout, no small measure of which may be wielded by the individual
member. For example, if a member of the Brotherhood is arrested for a relatively minor infraction
and the sheriff of the shire in which he is arrested is a fellow lodge member, the sheriff may
overlook this infraction as a favor to his brother. Similarly, a member of the Brotherhood who
serves as an advisor to a local lord may convince that lord to employ local lodge members as
part of his personal guard retinue or as roaming peacekeepers in the shire.

A member of The Brotherhood can also make good use of the organization’s extensive
information network to convey important messages, uncover secrets, or divine the current political
climate of a given duchy, province, shire, etc. Indeed, the information network cultivated by The
Brotherhood is matched by few others. The Brotherhood uses a combination of written codes,
lantern signals, and arcane hand gestures to communicate with one another, while utilizing a
sprawling network of horseback riders, trained falcons, and hidden drops to quickly convey
messages over great distances and through hostile ferritory.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards
of the Coast, Inc. and is Copyright 2000 Wiz-
ards of the Coast, Inc (“Wizards”). All Rig hts
Reserved.

1. Definitions: (a)”Contributors” means the
copyright and/or trademark owners who
have contributed Open Game Content;
(b)"Derivative Material” means copyrighted
material including derivative works and trans-
lations (including into other computer lan-
guages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast, trans-
formed or adapted; (c) “Distribute” means
to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content” means
the game mechanic and includes the meth-
ods, procedures, processes and routines to
the extentsuch content does not embody

the Product Identity and is an enhancement
over the prior art and any additional content
clearly identified as Open Game Content by
the Contributor, and means any work cov-
ered by this License, including translations
and derivative works under copyright law,
but specifically excludes Product Identity.
(e) “Product Identity” means product and
product line names, logos and identifying
marks including trade dress; artifacts; crea-
tures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual
or audio representations; names and descrip-
tions of characters, spells, enchantments,
personalities, teams, personas, likenesses
and special abilities; places, locations, envi-
ronments, creatures, equipment, mogicol or
supernatural abilities or effects, logos, sym-
bols, or graphic designs; and any other
trademark or registered trademark clearly
identified as Product identity by the owner

of the Product Identity, and which specifi-
cally excludes the Open Game Content; (f)
“Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Con-
tributor to identify itself or its products or

the associated products contributed to the
Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Dis-
tribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your”
means the licensee in terms of this agree-
ment.

2. The License: This License applies to any
Open Game Content that contains a notice
indicating thatthe Open Game Content may
only be Used under and in terms of this License.
You must affix such a notice to any Open
Game Content that you Use. No terms may

be added to or subtracted from this License

except as described by the License itself. No
other ferms or condifions may be applied to
any Open Game Content distributed using

this License.

3.Offer and Acceptance: By Using the Open
Game Confent You indicate Your acceptance
of the terms of this License.

4. Grant and Consideration: In consideration
for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute:
If You are contributing original material as
Open Game Content, You represent that
Your Confributions are Your original cre-
ation and/or You have sufficient rights to
grant the rights conveyed by this License.

6.Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact fext of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or dis-
tributing, and You must add the fitle, the
copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree notto Use
any Product Identity, including as an indica-
tion as to compatibility, except as expressly
licensed in another, independent Agreement
with the owner of each element of that
Product Identity. You agree not to indicate
compatibility or co-adaptability with any
Trademark or Registered Trademark in con-
junction with a work containing Open Game
Content except as expressly licensed in
another, independent Agreement with the
owner of such Trademark or Registered
Trademark. The use of any Product Identity

in Open Game Content does not constitute

a challenge to the ownership of thatProd-
uct Identity. The owner of any Product Iden-
tity used in Open Game Content shall retain
all rights, titte and interest in and to that
Product Identity.

8. Identificafion: If you distribute Open Game
Content You must clearly indicate which por-
tions of the work thatyou are distributing

are Open Game Content.

9. Updating the License: Wizards or its desig-
nated Agents may publish updated versions

of this License. You may use any authorized
version of this License to copy, modify and
distribute any Open Game Content origi-
nally distributed under any version of this
License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not
market or advertise the Open Game Con-
tent using the name of any Contributor
unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for
You to comply with any of the terms of this
License with respect to some or all of the
Open Game Content due to statute, judicial
order, or governmental regulation then You
may not Use any Open Game Material so
affected.

13. Termination: This License will terminate
automatically if You fail to comply with all
terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

14. Reformation: If any provision of this License
is held to be unenforceable, such provision
shall be reformed only to the extent neces-

sary to make it enforceable.

15. COPYRIGHT NOTICE
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END OF LICENSE

Designation of Open Game Content:

All text, with the exception of Product Identity,
on pages one and two of this document is
hereby declared Open Game Content.

Designation of Product Identity

The term “Cults of the Known World” is hereby
declared Product Identity.



