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INTRODUCTION4

Joan Campion peered through the cracked brick of the ancient wall. No immediate danger materi-
alized, and she beckoned the others forward. Her husband, James, drifted forward without a sound, 
keeping as much of his considerable bulk in the shadows as possible.  Behind him, the four-armed 
bastelin Geraldine Foster hefted a long, cylindrical device to her shoulder and trained it at the square 
ahead.  On her helmet, an ancient diadem glowed with a faint purple light, showing that her night 
vision spell was active.  At the rear, the lean form of the adharcan Lightbringer Karen Ashe raised a 
sword in one hand and the book-and-scales symbol of the goddess Iset in the other.  They were ready.

The quartet burst into the square at a dead run, making for the ancient walled citadel on the other 
side.  A weathered stone sigil over the half-collapsed gate showed a firebird supported by a broken 
scroll reading “Harvard Univ”. The gate itself had long rusted to brown streaks on the flagstone, and 
posed them no barrier as they flew in, splitting into pairs on each side and surveying the ruined build-
ings within.  “Ogrin!” yelled Geraldine, unleashing a tornadic burst of air from her Dyson cylinder at 
the six creatures emerging from a burrow under one of the ruins.  Jane dropped behind a stone bench 
and drew her pistol, cocking the flint and taking careful aim, as Karen muttered an invocation to Iset 
and lashed out with a bolt of frozen air. Beyond these creatures lay a trove of ancient technology - if 
they could reach it alive.

The Ruins of Boston, Year 491 After the War of 
the Gods
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INTRODUCTION 5

INTRODUCTION
Children of the Apocalypse is set in a post-apocalyptic alternate Earth, where magic is not just real but 
everyday, and where the relics of the ancient technological society fuel powerful magical artifacts. It is 
a world where gods are real... and omnipresent.

HISTORY SINCE THE APOCALYPSE
Fran Stern bent to her notebook as Professor 
Campion continued her lecture. “We have identi-
fied multiple hostile species in Boston, but no or-
ganized force has been able to take and hold the 
area. Definitive sightings include ogrin, tannain, 
giant spiders and insects of various sorts, and at 
least two dragons.”

“Dragons,” thought Fran. “Now that would be a 
glorious fight.”

Roughly 500 years ago, the gods went to war.  Var-
ious sects and historians have multiple theories 
or doctrines about why the war started, but the 
results were catastrophic.  Almost all intelligent 
beings perished in the war, and the pre-war civi-
lization collapsed in a matter of a few years.  The 
survivors fled to remote areas where they could 
establish farmsteads and try to rebuild.  While 
technology was far advanced before the war, post-
war society reverted to a combination of primi-
tive muscle-powered technology and scavenging.  
Gradually, and with the help of the surviving gods, 
old skills were rediscovered and the population of 
survivors increased. New city-states have arisen, 
expanding into dominions that cover much of the 
land.

In the area around the great ancient ruin of Bos-
ton, four powers have risen to contest for the ruin 
itself and the surrounding lands.  The Protector-
ates of Iset, beloved of the Goddess of Justice and 
Learning, form a loose confederation of city states, 
each centered on a Greatschool devoted to educat-
ing scholars, artisans, adepts, and soldiers to serve 
their cities.  The Rahelian Empire, devoted to the 
Goddess of Law and War, has been expanding 
from its base in the southwest and has begun to 
collide with the Protectorates, sometimes peace-
fully, sometimes less so.  In the lands between the 
Empire and the Protectorates are undead-haunt-
ed ruins and enclaves of adharcans, followers of 
the Demon God Turlough.  Boston itself is a no-
man’s land filled with creatures of all sorts. It is so 
dangerous a ruin that no faction has been able to 
achieve any kind of lasting control of the territo-
ry. Boston’s rich troves of ancient artifacts are the 
greatest attraction in the area to aspiring treasure 
hunters and Tinker Mages.

Children of the Apocalypse requires the Savage 
Worlds core book; the Savage Worlds Fantasy 
Companion is also strongly recommended for ad-
ditional spells and magic items.
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