Mercenaries of

Sigil, the City of Doors, is a sprawling
metropolis that defies the laws of reality,
floating atop an endless spire at the center of
the multiverse. Every alley, market stall, and”
shadowed archway might hide a portal to
another plane—if you know the key. It's a
place where gods are forbidden, fiends and
celestials rub shoulders in smoky taverns, and
factions of dreamers, philosophers, and
schemers vie for control of belief itself. Ruled
by the enigmatic and terrifying Lady of Pain,
Sigil is a city of infinite possibilities, where
adventurers can change the fate of worlds... if
they suryive.
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