


Whispers of the Murk; A New Dawn...

In the depths of an ancient, mist-laden realm
lies a world unlike any other—the Murk, a

place where darkness and light intertwine,

where the very fabric of existence pulses with
unseen energies. This world was born _from
the union of elements, shaped by forgotten

Jorces and hidden in the veils of time. Here,

creatures of mystic origin dwell, each




The First Discovery: Mossers

In the primeval swamplands of the Murgk,
where time forgets and fog clings like
memory, the first beings stirred. Mossers,
swamp-born and shrouded in living moss,
emerged from still waters and ancient roots,
shaped by the breath of the land itself.
Neither beast nor spirit, they are the Murk s
first guardians, Reepers of its oldest magic,
drawn from soil, spore, and shadow.

Y But the MurR is not still. It dreams deeper.

Wﬁzspers call from beyond the reec[s
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T /i;;vl.ivtrkﬂwa.{ens: Unveiling new
realms
The Murk, ever shifting, ever evolving,
whispered of new stories—stories that
would reach beyond the bounds of the swamp
and unveil worlds yet unexplored. Hidden
magic beckoned new beings to rise from the
- shadows of forgotten caverns and the depths
of cursed forests. The realm had no limit to

its power—its magic was infinite, and with

l.'o .
A 1L, the stories of countless creatures yet to be




Mysi;caf realins bring forth untold stories, |

new creatures, and ancient powers long
locked away in the heart of the Murk, Some
so rare and forged in secrecy, only the chosen
few will harness their power. Others rise in
greater numbers, and may bring danger,
creating a symphomny of beings whose
influence spreads across the realm.
The discovery of Krystal Kaverns has
awakened powers sacred and vast, crystal-born

\ energy long buried. But nearby, Grifters stir,




K@sta[ Kai;ems: Shards of Eternity -
In caves where the very ground hums with
energies of the earth, lies the Krystal
Kaverns. It is here that the most mystical of
creatures were born—sRull beings, delicate
yet indestructible, each adorned with crystals
and magic that harness otherworldly eneryy.
Born of bone and crystal, all 33 are the rarest
of the murk — Reepers of ancient secrets that
even the wisest of the realms can barely

comprehend. They carry within them a power

unlike any other—a magic so pure, so potent,
| that to touch it is to feel eternity itself pulse

P

through your veins.




Kﬁkta[ Kaverns: Shards of Eternity
33 Krystal Kavern skulls are for those who

seek not just the treasure, but the essence of

et

this new eneryy, that they might wield it
wisely and with purpose. The 11 most
powerful are to be presented at auction—

where only the most worthy will claim their

birthright—where these beings will be united

with their new masters. Their powers will
change the course of the MurRk, for the
Krystal Kaverns bring with them the
strength to shift the very balance of the
world.
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e Grifters: Chaos Weavers of the Murk, ..
And then, there are the Grifters—beings born
not to balance, but to confuse, to disrupt, to
stir the very soul of the MurR itself. The
Grifters are tricksters, shapeshifters, creatures
of contradiction. They are the ones who enter
the realm without warning, their intentions

unclear and their presence unsettling.

The Grifters carry no order, no truth—They
stir up emotions, shift energies, and leave a

\ % 3 z : ; :
A trail of confusion in their wake. Their motives

are often unclear—are they agents of change,
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Like No Other
Murklore is more than just a collection of
'\ NFTs—it is a world that becRons you to step
into it, to wield the powers of its inhabitants,
and to shape its future with your own hands.

The time has come for Murklore to expand into

new realms of interaction.
Introducing the Murklore RPG (Role-Playing
Game)—an adventure where you will walk,
the path of a Mosser, a Krystal Kavern, a
§r ifter, or any other creature born of the
Murk,
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e Realm /‘Zlﬂ;a.{ens: An RPG and T Cg
Like No Other
The powers of your NFT creatures will play a
vital role in your journey, each one tied to the

magic and abilities unique to your charactet.

But the story doesn 't end there. The Murklore
TCG (Trading Card Game) will allow you to

collect and battle with your creatures, using

their unique powers and lore to outsmart your

opponents. The cards will represent the very
 essence of MurR[ore itself—the characters, the
. powers, the stories—all of which will come

e alive on the battlefield.
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A Living Wor.

4: The Path Forward -

The Murklore world is ever-changing, ever-
evolving. From the Mossers who started it all,
the Krystal Kaverns who bring new eneryy,
and the Grifters who threaten to unravel it all,
the realm will continue to expand, grow, and
Surprise.
~ We are on the cusp of a new era. The Murk[ore
universe is not just about owning NFIs—it is
about immersing yourself in a world that feels
alive. A world where your actions, your
 choices, and your power shape the course of

e the realm itself.




"'Mur.{[ore Roac{map
® May 2025 — The Crystals Awaken
& 33 Krystal Kaverns emerge, pulsing with ancient powe
* Q2 2025 — Shadows Stir
101 Grifters slink into the realm, veiled in trickery.
® Q2—Q3 2025 — The Trial of Paths
Community joins the RPG testing, shaping the way
through the MurR,
® Q3—Q4 2025 — The Murk Deepens

\

New creatures rise from _forgotten tombs and buried lore.
® Q4 2025 — The Realm Opens
. Expected Tull RPG release—enter if you dare.
® 2026 — The Murk Expands
TCG evolution begins.
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