
stripped most of the topsoil from the island, revealing 
glow-bleached bedrock. Food must either be shipped in 
from Plenty, or grown on one of the dozens of underisles 
caught in its capture fi eld.

The population of Gateway is mostly transient, and dif-
fi cult to estimate. One census performed nearly a decade 
ago found the population to be in excess of thirty thousand 
souls. Since then, several natural, and worked caverns, have 
been found beneath the city, which now house a thriving 
community of their own—known as the Undercity. New 
caverns are being found all the time, so it is almost impos-
sible to say how many live upon Gateway, only that it now 
is signifi cantly more than ten years before. 

Every race of the skies is represented on the cosmo-
politan isle of Gateway. Even barely civilized glowmad 
groups can be found in the darkest recesses of the 
Undercity. The majority of islanders are human, with a 
growing number of glowborn being the second most 
numerous. Swaggering orcs are often seen, laden with 
salvage from the Shattered City. Elves of the Willow Court 
have a large presence on the isle, but are viewed with 
suspicion by most. Clashes with those who support the 
Boughbreaker cause are one of the not-so Silent Wars, 
which rage behind the scenes. Wildlings are common, 
though they tend to keep themselves to the shadows as 
bitter experience has taught them to be wary of those 
in authority. Drakin are rare, and most are Chosen who 
have succumbed to their wanderlust. Dwarves are the 
rarest of all, but are certainly not an unknown sight.

CRIME: ORGANIZED, AND CRIME: ORGANIZED, AND 
OTHERWISEOTHERWISE

Gateway is one of the most lawless places in the Sun-
dered Skies. Whether this is due to the lack of civic pride 
in the city, the fact that nobody feels they actually belong 
there, but are “just passing through”, or if it is in the 
nature of those who are attracted to a place like the Shat-
tered City is unknown, and ultimately doesn’t matter. 
Some of the most common criminal practices are dealt 
with below, but in no way should this list be considered 
complete or exhaustive.

COMBAT PITSCOMBAT PITS
People will always want to see others compete, the 

bloodier and dirtier the contest the better. To serve 
this need is one of the purposes of the three arenas 
of the Battlelord, but they are weeks away. It is almost 
inevitable—especially in a place as rough and lawless as 
Gateway—that some will turn to underground fi ghting 
to get their thrills, and bet their money.

Though they are called combat pits, they aren’t 
always actual pits. Any space large enough for both the 
fi ghters and paying spectators will do. Often these fi ghts 
take place in the Undercity, but some have been staged 
in abandoned warehouses, private homes and even in 
the open, although care is taken to shield the spectators 
from the glow. Although they are technically illegal, the 
widely-held belief is that the spectacle serves a similar 
purpose to those held in the arenas, and while the mili-
tia will shut down a fi ght if it gets too rowdy or out of 
control, they generally turn a blind eye to them. With 
success also comes fame, and many skilled pit Fighters 
have a fearsome reputation.

A fi ghter can do very well in the pits, they are paid 
a purse for every bout they win which can range from 
a couple of hundred, to several thousand cogs. On top 
of this, the best fi ghters often attract sponsors who pay 
for their day-to-day expenses including medical bills, and 
provide them with the best weapons and armor. Those 
who have yet to attract a sponsor often have to use their 
skills as bodyguards, or less savory jobs. Many make ends 
meet as leg breakers or enforcers for patrons and outfi t-
ters (see page 11).

Many prosper from the combat pits, but the true mas-
termind behind the fi ghts is Gar Sharpetongue. He has 
fl air for organizing and publicizing the events, and can 
also spot a fi ghter’s true potential, and often introduces 
would-be sponsors to up and coming fi ghters. Many 
rumors persist about Sharpetongue; some say he was a 
champion of the Arena who turned his back on the fame 
when a jealous rival killed his lover. Others believe he 
spent his youth as a pirate in the Shattered City before 
age brought with it an understanding that his life would 
end either in the hangman’s noose, or on the end of a 
sword, and a desire to pursue something slightly less 

NEW BACKGROUND EDGENEW BACKGROUND EDGE
GATEWAY BORNGATEWAY BORN

Requirements: Novice, Born in Gateway

You were one of the few who were born and raised 
in Gateway, and as a permanent resident you have 
seen many people come, go, and come back again. 
In this cosmopolitan, ever-changing environment 
you have learnt how to continue friendships with-
out any awkwardness, regardless of how long has 
passed since you last saw them. Furthermore, 
something in your manner makes it easy for these 
long lost comrades to pick up the threads of your 
relationship.
This edge operates much like the Connection Edge 
(see Savage Worlds), however it can only be used 
once per Rank per session, and is not tied into a 
single organization. One session it may be used to 
smooth things over with an irate merchant, and the 
next session it might be used to procure some in-
formation and material from a sometime pirate who 
occasionally visits Gateway. If your character wants 
more focused links with a single organization, then 
take the Connections Edge instead.
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illegal. All that is really known about the man is that he 
is rich, eccentric, passionate, extremely private and well 
connected. His private home is a veritable fortress on the 
edge of Gateway. The truth about Gar Sharpetongue can 
be learned on page 10.

GANGSGANGS
Gangs are rife on the streets of Gateway; whether 

they are groups of disaffected youths rebelling against 
the status quo, or groups of would-be scavengers who 
lack the resources, skill, or courage to venture out into 
the Shattered City and instead have elected to prey upon 
their fellow islanders. These gangs are usually fairly small 
never numbering more than 20, and have adopted exotic 
intimidating names to identify themselves. These gangs 
are extremely territorial, and are occasionally, but not 
always, divided along racial lines. Gang warfare is one 
of the most common silent wars raging in Gateway, as 
the gangs struggle against one another to either defend, 
or expand their territory and hold on to their various 
business interests.

Although most of these gangs are extremely preda-
tory, there are several who are altruistic to those who 
reside, or do business, within their territory. This comes 
at a price however, be it in the form of protection money, 
the use of premises or resources, or just turning a blind 
eye to the gang’s activities. Finally, the most successful 
gangs in Gateway have a fl air for the dramatic. Whether 
this manifests itself as a particularly distinctive appear-
ance the gang favors, or as a distinctive fi ghting style or 
weapon, it varies from gang-to-gang. Listed below are a 
few of the gangs currently in Gateway.

The Chosen: Not a gang of drakin, but a gang that 
claims to be led by a dragon, although whether this is 
true or not is unknown. The Chosen are currently locked 
in a vicious turf war with the Savages. Their weapon of 
choice is a bone cestus, with which they are adept at 
disarming foes (Str+d4, degradable, +2 to attempts to 
disarm).

The Ferals: A gang of thugs, who operate in the Port 
area. Gang members sport facial tattoos, which give 
them a bestial appearance. Their leader claims to be a 
non-wildling Untamed, though whether his claim is true 
is yet to be discovered.

The Glowmad: A truly vicious gang who are battling 
the Godless for territory around God’s Parade. Their 
dress apes the appearance of the glowmad, and they 
fi ght with a wild abandon.

The Godless: This gang has claimed the area around 
God’s Parade. They prey particularly upon the temples, 
usually resorting to petty vandalism, but sometimes 
going as far as assaulting priests or worshippers. A signifi -
cant portion of their number has the Arcane Resistance 
Edge.

The Savage: An orcish gang who have carved out terri-
tory, as well as a nasty reputation in the Undercity. Their 

favored weapon is the stamp hammer, though few have 
the strength to wield it effectively.

THE LENDERSTHE LENDERS
The Shattered City tends to chew up and spit out 

those who enter it unprepared, so it is only natural 
that there are those who turn a healthy profi t providing 
weapons, armor, and equipment to would-be scavengers, 
often with a staggering rate of interest. Not everyone can 
make use of this service; they must show some potential 
and provide proof of someone who will cover their debt 
should they perish. This can be another scavenger, or a 
family member, the lender doesn’t care as long as the 
debt is covered. Lenders generally fall into two separate 
categories: outfi tters and patrons.

Outfi tters provide the best gear they can and are not 
interested in what the recipient does with it, so long as 
the debt is cleared. Patrons, on the other hand, are very 
interested in the salvage their generosity has allowed 
the recipient to recover, and are extremely keen to pick 
over any loot, so they can claim their share. Patrons may 
initially appear friendlier than hard-nosed outfi tters, 
but they are both equally dangerous should their debt 
remain unpaid at the end of the agreed time.

GATEWAY: PIRATE HAVENGATEWAY: PIRATE HAVEN
It is an open secret that Gateway is the port of prefer-

ence for many of the pirates operating in the Sundered 
Skies. The amount of activity within the port as Scaven-
gers are coming and going alongside the normal traffi c 
of ships ferrying produce and supplies from elsewhere in 
the Skies allow, pirate captains to come ashore unnoticed 
and un-remarked upon.

HEROES AND COMBAT PITSHEROES AND COMBAT PITS
Mercenary heroes can enter themselves into the 
combat pits in an attempt to earn some cogs or get 
themselves closer to Sharpetongue as part of an in-
vestigation into his activities. Fights are run exactly 
as those detailed in Sundered Skies on page 130, but 
the participants will fi ght until one can no longer 
stand, or even death. Furthermore the victor wins a 
purse equal to 200 cogs multiplied by the number 
of successful bouts he has fought. This means the 
fi rst bought is more of an audition, than an actual 
fi ght proper, with the winner going unpaid unless 
his actions elicit coin from spectators.
Obviously, the fi ghting pits are a dangerous place, 
and an up-and-coming fi ghter must be wary of jeal-
ous rivals, or their sponsors both inside and out of 
the actual bout. Cheating is common place, and a 
fi ghter hasn’t really made it until he has survived at 
least one assassination attempt.
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Of course, the authorities know this, but as long as 
visitors do not openly fl aunt their status the militia will 
turn a blind eye to their presence. Pirates bring good—if 
illicit—salvage into the coffers of Gateway’s merchants, 
and have also on occasion, provided serious martial 
expertise when the island is threatened by something 
from the void.

The pirate captains, for their part, benefi t from a 
place where they, and their crew, can come ashore to 
rest, recuperate, and carouse after a long voyage, reason-
ably sure they will not come to the attention of those 
who wish them harm. They also have a place where they 
can meet and deal with their fellow captains, for there is 
an unspoken code that no pirate will draw steel against 
another on the streets of Gateway. If the differences must 

be settled with violence, then the fi ght is taken out into 
the Shattered City.

Obviously, pirates are by defi nition a lawless breed, 
and not all of them respect Gateway’s status of a place 
where “you do no harm”. Enough do however, that 
should a pirate captain fi nd himself pursued by bounty 
hunters (or player heroes) through the streets of Gate-
way, he could turn to the militia for aid, although they 
will be more intent of separating the combatants than 
slaying the pirates attackers.

THE REIGN OF MERKAS GLADWING THE REIGN OF MERKAS GLADWING 
AND BEYONDAND BEYOND

At the outset of the Plot Point in Sundered Skies, the 
corrupt politician is both the Trade Council representa-
tive, merchant, and the de-facto crime lord of Gateway—a 
position from which the heroes may topple him. Glad-
wing has his fi ngers in a lot of pies and is able to skim 
a bit of profi t off everyone else’s criminal endeavors as 
well as his own. He has the political power and physical 
muscle to infl uence—if not downright decide—many of 
the occurrences in Gateway.

His demise leaves a power vacuum, which after a short 
period of instability and violence is fi lled by one of his 
surviving lieutenants, Kym “Crowbar” Kragg. Crowbar is a 
thug with just enough intelligence to grasp the full extent 
of Gladwing’s operations, but has none of the political 
savvy to hold on to them the same way his old boss did. 
Crowbar relies on intimidation and violence to maintain 
his “empire”, and in doing so becomes much less of a 
threat than Gladwing was—Crowbar is just another pirate, 
and can be dealt with as any of them are.

THE MILITIATHE MILITIA
The militia of Gateway face threats, which dwarf those 

faced by militia of the other isles. Not only must they 
guard against outbreaks of glowmadness, and occasional 
attacks by Voiders or necromancers, they must also deal 
with a generally lawless population., Add also that that 
Gateway is on the edge of the most dangerous place 
in the Skies fi lled with monsters, pirates and threats 
unknown. This constant source of danger has forged 
the Gateway militia into a fi ghting force, extremely loyal 
to one another. Their history is peppered with tales of 
personal sacrifi ce and heroism, through which militia 
have overcome fearsome foes who could have expected 
to sweep them aside like chaff. 

However, this comradeship has its downside—if some-
one wrongs a member of a militia, they have wronged 
all the militia. In many ways they are very similar to 
one of the gangs of Gateway—albeit, a well trained and 
equipped one. With the wrong leadership, the Gateway 
militia could become an extremely predatory organiza-
tion able to extort protection money from the citizens 
they serve, but luckily the current leader, Commander 

NEW HINDRANCENEW HINDRANCE

BEHOLDEN (MINOR)BEHOLDEN (MINOR)
Your character has been outfi tted by one of the 
many patrons or outfi tters who haunt the streets of 
Gateway. You have a further 500 cogs to spend on 
gear at Character Generation, but this leaves you 
in debt to whoever provided you with the gear. An 
outfi tter expects to be paid back within the year, 
but charges an exorbitant amount of interest—you 
will be debt free once you have repaid over 5000 
cogs. A patron works differently, demanding the li-
on’s share of any salvage you bring back from your 
adventures. Similar to the outfi tter, the patron will 
consider the debt cleared once he has claimed sal-
vage with a base worth of 5000 cogs.
If the debt is not cleared within the allotted year—
or you leave his base island without gaining his per-
mission fi rst—then things become a lot less pleas-
ant. Even the most urbane and pleasant seeming 
patron can call upon the most brutal of thugs. A 
hero who has fallen out of favor with those he is 
beholden too must learn to keep a very low pro-
fi le. This hindrance can be taken more than once 
increasing both the starting initial sum lent and the 
debt to be repaid.

NEW PROFESSIONAL EDGENEW PROFESSIONAL EDGE

GATEWAY MILITIA TRAINEDGATEWAY MILITIA TRAINED
Requirements: Novice, Smarts d6+, Strength d6+
You have served in the elite Gateway Militia, and 
have been trained in their particular fi ghting tech-
niques. Any ally adjacent to you enjoys the benefi ts 
of any medium or large shield you carry and also 
suffers 1 less gang up bonus than normal.
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Marcius Valerus, the current leader cracks down hard on 
any militia member who oversteps their bounds. It must 
be said though, that he encourages the gang-like loyalty 
of his men.

THE BROKENTHE BROKEN
Gateway attracts people intent on making their for-

tune in the Shattered City. Unfortunately not all of them 
are cut out for the life of a scavenger. Some make it back 
to Gateway sporting the hideous wounds their foray into 
the ruins have left them with. Very few of these unlucky 
souls have the means to leave Gateway again, so there 
they stay, eking an existence as a beggar, and serving as 
a very real reminder of the fate awaiting most who enter 
the Shattered City—The Broken.

These unfortunates have formed their own society, 
with its own rules, hierarchy and even a king of sorts. 
The life of a broken is a hard one, and to survive it they 
must become harder still, but amongst their own they 
can be surprisingly gentle. One example of this is the 
habit of rescuing newly broken scavengers before they 
starve to death, become glowmad or die of exposure on 
the streets of Gateway. These “lucky” ones are taught 
by other broken how to make their way on the mean 
streets of Gateway, who will part with some cogs, who 
won’t and which businesses can be tapped for food at 
the end of a busy day cycle. They are also taught how 
to compensate for their disabilities. Wildlings are par-
ticularly welcome amongst the broken, which fi nd their 
grotesque appearance pleasing. More than one wildling 
has found himself treated like a living mascot by a small 
band of broken. This has even happened to wildlings 
who have not joined their ranks.

 Despite their often scarred, damaged or downright 
pathetic appearance, and their abject poverty, The 
Broken wield a lot of power in Gateway. Little occurs on 
the island, which is not observed, or eventually comes 
to the notice of one of the Broken. This information is 
passed between the beggars until it eventually reaches 
the ears of Beggar King Zigzag (see page 10), he uses 
this information to extort, blackmail, and manipulate 
the situation as he sees fi t. It is only a matter of time 
before the simmering hostilities between The Broken 
and Merkas Gladwing erupts into open warfare.

CLOAKFIGHTINGCLOAKFIGHTING
Cloakfi ghting is a new martial art originally devised 

and mastered by a particularly martial sect of Song-
priests. The practitioner combines his attacks with 
chaotic, unpredictable movements, similar to a swoop-
ing, acrobatic dance. In addition to this the practitioner 
wears a special weapon known as a cloakblade—a cloak 
with weighted razor-sharp blades fi tted to its hem. As the 
wearer swoops and spins the hem fl ares out and attacks 
foes from unpredictable angles.

Cloakfi ghting has fallen into disuse in other parts of the 
Skies, as it became unfashionable and practitioners died, 
but in Gateway it is still taught and used by scavengers who 
enjoy the uniqueness of the fi ghting style and claim that 
the cloak also shields them from glowmadness—although 
there is no actual proof of the truth of this.

THE SILENT WARS OF GATEWAYTHE SILENT WARS OF GATEWAY
Whereas the so-called Silent Wars rage throughout 

the Sundered Skies, the lawless nature and transient 
population of Gateway make them particularly rife on 
the island. Listed below are a few of these confl icts. Bear 
in mind that this list is not meant to be exhaustive and is 
meant to stir the Game Masters creative juices.

THE ALES WARSTHE ALES WARS
With the opening of two new drinking holes on Gate-

way—Patchwork Hall, and The Scavenger’s Rest—the 
Ale Wars are about explode onto the streets of Gateway. 
Initially this will be little more than shouted arguments 
in the streets, and a very welcome (for drinkers) price 
war, but soon escalates into violence.

Others in Gateway , such as Merkas Gladwing, elven 
agents, or the Broken, could use this to strike against 
their enemies and blame the chaos and death on col-
lateral damage from the new ale war. Depending on 
the desires, goals and personalities of the heroes they 
may view this outbreak of violence as an opportunity for 
employment, or something they must quickly bring to an 
end before anyone else gets hurt.

The elven brother’s Jeche and Jerle of the Windblown 
Flotsam will show no interest in entering into the ale 
wars, and after a couple of disastrous experiences, the 
Drakespear and Grak families will soon learn to leave 
them alone. The elven brothers have both the coin and 
the contacts to make life very diffi cult for anyone who 
crosses them.

NEW PROFESSIONAL EDGENEW PROFESSIONAL EDGE

BROKENBROKEN
Requirements: Novice, a physical disability, such as 

Blind, One Arm, One Eye, or One Leg, Spirit d8+

. Your hero, after suffering tragedy, was taken in by 
the Broken and taught how to survive on the streets 
of Gateway. Not only does he enjoy a +2 bonus on 
his Streetwise rolls in Gateway, but he can also ignore 
1 point of penalty infl icted by his physical disability. 
Unfortunately this does not include the Ugly Hindrance, 
because a broken cannot control how others view and 
treat him.
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