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BASIC INFORMATION
CHANCEL NAME Locus Celare GOVERNOR  Exar
IMPERATOR NAME  The Unbeheld POPULATION
CHANCEL PROPERTIES

13. Border guards: The Nightmare guard. Protects the outer entrances.
They can use Realm4 miracles (Lesser Creation) with penetration 1

1. Weird Science: Psi-tek, This can be taken back to earth.

2. Magic Citizens: The citizens of the chancel are naturally Psionic.

2. Extrapolative Tech: Futuristic tech. This can be taken back to earth.

-1. Banes: Drew Lewis and an out of control Psionic beast.

-9. Landlord: Realm 7 and has taken our place as rulers there.

-2. Open - The chancelis open to access through dreams, the et
meditation, secret paths from other chancels/earth,
astral projection or places of urban legend.

DESCRIPTION

At the centre of Locus Celare lies an impossibly tall tower. An urban legend among the population has it that Exar and the Familia Caelestis can't stand
upright during their meetings which are held on the roof. Access to the roof is strictly limited due to it being the entrance to the cave underneath the tower
where The Unbeheld’s body lies. To get there one must safely climb the tower then drop equally safely down the shaft that runs straight down through the
middle of the tower, a difficult feat indeed. (Safety comes first after the almost successful Excrusian attack on The Unbefield)

The tower itself is a work, of technological wonder. Electronics' influence is undeniable. His circuit boards run throughout every wall and every floor. The
technology has a certain direction however, guided by Psionics. In the laboratories the scientists are developing new and extraordinary gadgets that give
the fuser Psionic powers. Mind reading/disquising crowns, psi-amp orbs, levitation cranes are just a few of these gadgets which are a natural occurrence
within the tower.

Outside the tower, these gadgets are superfluous as the population there have these powers naturally. Most likely, it is because of these powers that they
have been able to survive outside the protective walls of the tower as after the fall, the outskirts have become a storm-swept wasteland. Ruins of former
cities and villages are scattered around the chancel. Walls are built around villages for protection against the twisted and dangerous creatures that stalk,
the wastelands. Within these walls, a weary travel will find warm and hospital people who will not let their harsh living conditions darken their minds.

Mental sports are a common and popular past times throughout the wastelands. One such popular sport is a sort of ‘arm wrestling’ where two opponents
on opposite sides of a table try to levitate an iron ball towards their side of the table. There are many group sports as well and any visitor will be expected
to at least watch some of the games as their pride for their headstrong young men and women are immense.

West of the tower lies the Myth Sea which any wasteland dweller Rnows better than to get close. Strange creatures from urban legends stalk the depths
of the sea. Surrounding the Wastelands and the Myth Sea a brave traveller would find the dreaded Nightmare Guard. Here mist and fog will obscure
your vision the further you walR into the border until you will find yourself horribly lost and disoriented. And out of the fog nightmarish creatures will
emerge, usually custom tailored to be just what your subconscious is the most terrified of. These creatures protect the chancel and have incredible powers
at their disposal. The Nightmare Guard serves a noble purpose though. As the borders of the chancel are wide open, any mortal could accidentally walk,
into Locus Celare by mistake and be trapped there, unable to return to their sleeping body. To stop this from happening the Nightmare Guard will appear
to the sleeper and frighten them off. It is possible to do the reverse, to walk from Locus Celare and into the head of a sleeping mortal, but this is only safe
for the Power of Dreams. Anybody else would find themselves trapped in the subconscious of the sleeper.

Two banes stalR Locus Celare. The first is a powerful psionic creature. It usually takes on_forms of large animals and monsters which indicate that this
could be a sort of terrible cross-breed between a Nightmare Guard and a splinter of Psionics' broken soul. It is suspected that the twisted creatures that
stalk the Wastelands are children spawned from this bane. The second bane is the Drew Lewis, the tragic lover of Merriwether Nash who died during the
fall. Her soul lingers on and seem to loose no opportunity to betray her former love the way he betrayed her. Poetic justice besides, her presence is a menace
albeit a subtle one.
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