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Introduction

GM Rule #1:

There Are No Rules.

GM Rule #2:
Cheat Anyway.

Welcome to the 7th Sea Game Masters’ Guide to Théah.
Within these pages, you'll discover everything you need

to run a game of 7th Sea. It’s set up just like the Players’
Guide. Chapter One is all about Théah, filling in the

blanks from the Players’ Guide. Chapter Two gives you
some advice on how to help your players make Heroes
and how to use the Heroes’ Advantages, Arcana and
Backgrounds in your campaign. Chapter Three talks
about the game system itself and includes a whole slew of
optional rules. Finally, Chapter Four details the fine art of
Game Mastering, including how to write stories and
campaigns and gives you some tricks (dirty and
otherwise) to use on your players.

The Obligatory Player Waming

If you are not going to be playing the role of the Game
Master, here is our friendly warning. Don’t be surprised
it somehow, in some way, when you least expect it, while
youre playing the game, the information you read in
here completely ruins any chance of suspense or surprise
your GM has prepared for you. This book is meant solely
for GMs and not for players. Players, read further at your
own risk.

One More Warning Sign

We assume you know what a GM is because you’ve read
the 7th Sea Players’ Guide to Théah. If you’ve skipped that
book, stop reading right now, go back and read that book
first. The Players’ Guide contains information that is
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essential to understanding the stuff you’re going to learn
in this book.

A Peek Behind the Curtain

This book is your peek behind the curtain of world and
game design. We're all in the same boat now — you GMs
and us game designers — and we’ve got to stick together.
Not only are we going to show you how we designed the
world and the system, but we’re also going to show you
why we did the things we did. Understanding why we did
the things we did will make it easier for you to pick and
choose from our designs and modify them to fit your own.
You'll know why we designed something the way we did,
so you'll know exactly why you want to change it.

Knowing how and why we designed things the way we
did will also make it easier for you to find things you like
and emphasize those aspects of the game over others. If
you like fantastic feerie tale swashbuckling, run your game
in Avalon. On the other hand, if you prefer the tales of
Alexandre Dumas, set your stories in Montaigne. Finally,
if you just want a good old fashioned sword-swinging
rumble, throw your players into the middle of Eisen and
let 'em go.

The GM Rules

Like everything else we will publish for the world of 7tk
Sea, everything in this book is a guideline. It’s optional. If
you don't like something, throw it out. If a rule just
doesn’t go down right, don’t put it in your game. If you
want to make someone else the monarch of Avalon, kick
out Elaine and put someone else on the throne. It’s just

that easy.

We'll be keeping track of official Théah at the AEG

office, but as far as your game goes, you are always right.
You're the boss. Get used to it.




Points of View:
Archao ogist

From the Memoirs of Dr. Edward Hollingsworth, Avalon
Archaeologist:

4, 16, 1608

[ rose with the dawn this morning, eager to continue my
previous night’s studies of the Syrneth artifacts brought
back from the expedition to the Thalusian Isles.

First Item: catalog #352110W/260915N/0043. The artifact

is made of a substance similar to brass, roughly spheroid,
approximately 3 inches in diameter. There is a silvery rod
somehow driven through the middle of the sphere which
is impossible to remove. There seems to be a slice taken
out of one end, running roughly parallel to the rod. The
flat surface created by the slice is highly reflective. The
sphere can be spun on the rod with almost no applied
pressure and continues spinning for a long time after
being spun, but to what end, I am uncertain.

Second Item: catalog #352110W/260915N/0044. This

artifact appears to be one-quarter of a large cogwheel
made from a strange bluish metal, and is approximately
| foot in width, measuring along the curvature. At
intervals of approximately 2 inches, tiny holes are drilled
through its side, and fine golden wires strung through the
holes. These wires lead down to and wrap around a small
greyish orb approximately 1 inch in diameter. The wires
are somehow held at an incredible tension. Perhaps the
orb exerts a repulsive force on the cog similar to that of
two similarly aligned lodestones’ Again, the purpose of
the device is unknown. I have an audience with Lord

Weberly this afternoon; perhaps I will show him item
#0044,

This afternoon’s meeting was a fiasco. Lord Weberly very
nearly had me thrown to his dogs. It started out well
enough, with Lord Weberly showing a keen interest in
item #0044. He offered me sixteen Guilders for it, but I
explained that it was promised to the Hadley Museum of
Natural History, and he relented. We theorized on what
its function could have been, until Lord Weberly’s six-
year-old niece made the observation that it looked very
much like a harp, and indeed, when strummed, the
strings emitted a gentle, but high-pitched tinkling sound,
very pleasant to our ears. Lord Weberly dropped the
object in surprise as every one of his hunting hounds
began a most mournful howling, as if the fiends of Hell
themselves were riding them with fiery spurs. Upon
striking his desk, the accursed thing snapped every one
of its strings, releasing the orb, which shot forward like a
tiny cannonball, blasting a three foot wide hole in his
Lordship’s wall and narrowly missing his niece. As for the
strings, they completely lashed through his desk, and one
of them detached itself, flew across the room, and bored
a narrow hole through my right arm, near the wrist,
fortunately missing the bone. It was only this injury which
convinced his Lordship not to throw me to his mastiffs for
endangering his niece’s life with “my” carelessness.
Hopefully, by making restitution for the damage to his
desk and wall, I will be able to return myself to his good

graces.




How do you pronounce it?
Théah is pronounced THAY-uh. The “th” is aspirated

like “thought” or “thesis”, not hard like “themselves” or
“therefore.”

The players only got a glimpse of her in their book, but
we're going to look at Théah from the top to the bottom.
Not just her mountains, rivers, lakes and forests, but also
the major themes rumbling under her surface, at her past
and we’ll take a wee peek at her future.

We’'ll start with the nations, move on to the Church, then
finish off with the Secret Societies. We'll present them
much the same way we designed them, starting with the
theme we wanted to express with that nation, then spend
a moment or two looking at her past. We’ll move forward
into her present, see who’s in charge of her these days,
then finally show you which direction we’ll be heading
with future products.

But before we get into all of that, let’s take a look at
Théah herself.

Europés Distant Cousin

To design Théah, we looked at Europe between the years
1650 and 1750. There are a few exceptions, but that was
the rough timeframe.

Théah’s current year is 1668. Almost all of Théah’s

scientific discovery and knowledge is based on that year.
Of course, Théah has made a few discoveries that Europe
hasn't, but these advances proved convenient for an
adventuring world, so we stuck them in.

T'he most notable differences between Théah and Europe
are the developments in medical theory and practice.

Théan doctors no longer use leeches to bleed out the
“bad blood” of their patients. They know to clean

medical instruments between patients (but they still aren’t
certain why) and they've figured out that removing a
bullet helps the patient heal. Believe it or not, European
doctors wouldn’t figure those two simple but important
facts out until the nineteenth century. We thought we’d
give Théans a little head start.

What is Restoration?

“Restoration” describes the period in English history after
the fall of Oliver Cromwell’s commonwealth. The rightful
king — Charles II — reclaimed England’s throne, and a
period of incredible decadence began. This lush lifestyle
was in reaction to the puritanical time that Charles
dispelled with his excesses and eccentricities.

People began to turn away from the doom and gloom
perpetuated by puritanical thought toward a more
humanistic mindset. The concepts of romantic love and
freewill were all the rage in the courts and passion was
once again a virtue rather than an unforgivable sin.

What does all of this historical/sociology stuff mean?
In Théah, it means that heroes are back in style.

Time M&l‘ChCS OIl

Time does not stand still in Théah. While the current

year is 1668, it will change in the very near future.
Soon enough, you'll be seeing products with the date
1669. Stay tuned for further developments.

The Nations

What follows is a more detailed look at each of Théah’s

nations (including the piratical Brotherhood of the Coast).
Fach section begins with a short essay on the themes and
events that we’re going to be focusing on while Théah
develops and changes. Then we’ll talk about the nation’s
people, including culture, economy and government.




Finally, we’ll spend a spell talking about the land,
including sections on geography, population and
important cities.

Avalon

"I am sorry to decline your offer, my lord. Unfortunately, I
am already married to Avalon.”
— Queen Elaine

Introduction

When you look at the Queen of Avalon, there are two
things that should pop into your mind. The first is that
she looks a whole lot like Elizabeth I, the Queen of
England during the late sixteenth and early seventeenth
centuries. Of course, such a remarkable image carries a
lot of baggage with it. We’ve done our best to parallel her
rise to power, taking familiar and famous elements from
her rule, and giving them a firm Théan twist. Even her
mercenary privateers — the Sea Dogs — are drawn right
out of history.

The Ide of Zoalon

1. Cerrwidden Dun
2. Perlownes

3. Irnan Dun

4. Gringolet

5. Wandesborow
6. Roestock

7. Norgales

8. Brenneth

9. Escavalon

10. Teneborc

11. Catterick

12. Bran Bridge

13. Cambenent
14. Arroy

15. Luthon

16. Carleon
17. Fenshire

18. Strangore
19. Bedegrane
20. Cardican
21. Pomitain
22. Canguine
23. Balroux Downs
24, Surluse

However, there’s another figure of English myth that
we've used to help define Avalon, and that is her sleeping
king. If you recognized Elaine as an Arthur figure and
Derwyddon as Merlin, then there’s no doubt in your
mind what’s down the road for Avalon. Elaine is going to
be betrayed by a beloved friend and everyone but Elaine
is going to see it coming. It’s this inevitable march toward
disaster that will help you build stories within Avalon’s
rules. Your players will think they know what’s coming...
but do they?

Right now, only a few of the players are in place. We
recognize Arthur and Merlin, but where are Gwenevere
and Lancelot” Where are Morgana and Mordred? Trust
us, they will show up (you may know them by name
already), but even recognizing who’s who won’t give away
the whole story to the players. There are so many
different tellings of Arthur’s story that it could be told
from any direction, from any angle. Will the
Lancelot/Gwenevere betrayal be a traditional romantic
betrayal, or will it be something completely different?
When Mordred shows up, will he be Elaine’s nephew, her

son, or someone unrelated?

We've given the players just
enough information to make
them believe they can protect the
Queen from anything. They’re
wrong, of course. Even if they
are right, Elaine will never
believe them. Not until it is too
late.

With Elaine on the throne, it
seems as if all of Avalon has
awakened from a horrible
dream. The Sidhe have also
awakened, and their presence is
noticeable. Anyone who visits
Avalon returns telling how the
grass is greener, the sky is bluer
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and the calm wind is always just enough to cool the heat
of the midday sun. However, when a storm falls over
Avalon’s shores, it is like no storm they have ever seen
before. Great, terrible and merciless, it claws at rooftops,
rips trees from the ground and whips a wind that sounds
like a thousand women weeping for their lost husbands.

Avalon’s magic has indeed returned.

The People

[n no other country is the nobility so close to its common
folk than in Avalon. Elaine takes regular rides through
the countryside, stopping at villages and hamlets, where
it is said a single touch of her pure, white hand can heal
any ailment. The people know, recognize and love their
queen. Likewise, if a noble is good and pure, he can
expect great devotion and loyalty from his subjects. On
the other hand, if he is villainous and cruel, he can feel
their hatred from leagues away.

Social Strata

While Avalon’s social structure — peasant, clergy and
noble — is almost identical to the rest of Théah, two new
classes — the merchant and the sailor — have recently
found their way into the mix.

In the last two centuries, the merchant guilds have gained
a great deal of wealth in Avalon, but as any Théan
scholar will tell you, money means nothing without land.
Knowing this, the merchants turned to the land-rich but
cash-poor nobility, and a deal was struck. The nobility
sold title and land in exchange for cash, thus thrusting the
merchant class into the middle regions of social structure.

Avalon’s second new step on the social ladder found his
place only recently. When Elaine took the throne, her
need for a navy superseded protocol. She announced that
any man who sailed under the Avalon banner would be
called “noble sailor”, a title equivalent to an Avalon
knight. In addition to this honor, all noble sailors own a
percentage of any plunder taken while under the Avalon

flag — no matter how that plunder was acquired.
Needless to say, Avalon’s navy soon outgrew even her

lofty goals.

Clothing

One can expect to see a peasant dressed in simple
trousers, a shirt and a belt and a hat. Tied to the belt is
a purse and any tools the peasant or craftsman may want
to carry with him (always including a cutting knife). Shoes
are softsoled and made of leather. Pants and shirts are
cotton, sometimes with a heavier smock or leather apron
thrown over, or if the peasant can afford it a fine tunic.
The hat is usually wide-brimmed and pinned on one side.
Avalons tend to grow thin mustaches and beards and
grow their hair long. There aren’t many who wear make-
up and wigs, and those who do are regarded as effete.
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Avalon sailors have brought a new innovation to style: an
innovation called “pockets.” The pouches are sewn into
the inside of the trousers, freeing the sailor’s belt from
hanging tools that can get caught in the rigging. Sailors
usually go barefoot and toss the tunic in favor of a smock.
Both trousers and smock are almost always made of
canvas.

Women generally wear two skirts (one hitched up under
the belt), a cotton blouse, tight bodice and a hat. A
woman’s hair is either kept up under the hat or braided,
depending if she’s married or a maiden, respectively.

Diet

Avalons love to drink and when they do, it’s usually stout
dark beer. They are also fond of mead or whiskey (from
their neighbor to the west), although they seldom drink
wine. The chief vegetable on an Avalon’s plate is almost
always cabbage. They also eat a great deal of other
vegetables, including carrots and beets. Avalons eat meat
when they can get it, although most of the best meat
(notably venison) is illegal to hunt. However, rabbit
makes a fine substitute. Fishing is Avalon’s chief source of
food, and her people have invented many ways to
prepare all the fishes caught off her coast.

This diet — combined with a healthy workout of farming
every day — makes Avalons a sturdy and healthy folk. At
least it makes the lower classes sturdy and healthy. The
nobility, however, is a different story. The nobility is
known to partake of many delicacies, and it is well-known
that Elaine adores the fine oysters she has shipped from
Vodacce. No matter how expensive their meal may be, it
is always followed up with a stout beer or ale.

Customs

Avalons are known for their hospitality, but they are even
better known for their superstitions. Far from the
Castillian universities, it’s easy for the Avalons to scoff at
“scientific evidence” when they can hear the wail of the
Banesidhe over the hills. Avalons cling tightly to their

superstitions, knowing that a single slip could cost them
dearly. Whenever salt is spilled, it’s thrown over the
shoulder. Whenever a baby is in the home, a pair of iron
scissors is hung above the crib. Windows are always shut
tightly before sunset, everyone covers their mouth when

they yawn and every left shoe has a copper penny in the
heel.

All of these beliefs come from Avalon’s very tangible
relationship with the Goodly Folke, the Sidhe. An ancient
and powerful race, the Sidhe are like a thunderstorm:
beautiful, terrible, wrathful and blameless. With that kind
of power wandering about Avalon demanding respect,
it's easy to see why the Avalons are so polite to strangers;
you just never know when you’ll run into a Sidhe lord in
disguise, ready to turn anyone who treats him with
disrespect into a tree.

Art and Music

The Avalons love to sing and tell stories. For the last four
hundred years, the peasant class of Avalon has had its
native religion and culture repressed by the Church.
However, instead of fading away, the beliefs and
traditions transformed into ballads and folk tales. Ancient
gods turned into kings, heroes into knights, villains into
monsters and old planting and harvesting rites became
dances. The old ways may have lost a little of their
meaning, but they are there for those who are willing to
look for them.

There are patterns in the stories the songs tell, and those
who are familiar with the patterns can usually sing along
with the chorus, even if they've never heard the song
before. The melodies always seem familiar and set feet
tapping. The songs are bawdy and boisterous, telling tales
of maidens happily giving up their virtue as if it were a
weight, and of young men who trust such ladies, much to
their chagrin. The songs appear to be morality plays, but
just under the surface the singer seems to be laughing at
the morality he’s preaching. It is a strange dichotomy, but
one that makes Avalon folk music unique.




Names

During the Montaigne occupation, no one in Avalon was
speaking her native tongue, Cymru (kimree). Avalon
words and names were replaced with their Montaigne
equivalents. Names such as “Dyffd” were changed to
“David”, “leuan” to “Ian” and “Gwillim” to “William.”
Even the food changed nomenclature; a cow was called
“boif”, a sow was called “pork” and a deer was called
“venison.”

There is a great nostalgia in Avalon since Elaine’s
ascendance to the throne and the one place it shows most
is in the changing language. Men and women are
changing their modern names back to their more
traditional versions and children are being named after
the great heroes of Avalon’s history.

Religion

Religion is a difficult subject in Avalon. For centuries,
Avalons have fought for the restoration of their native
faith since its usurpation by the Vaticine Church.
“Traditionalists” (those who follow the Old Ways of
Avalon) have found themselves persecuted for hundreds
of years, forcing their faith underground. But even the
Avalon Vaticines cannot agree on articles of faith, for
when the Objectionist movement hit Avalon’s shores, it
hit hard. Much blood has been spilled over religion, and
Elaine has wisely chosen to deal with it forthrightly.

She has chosen to side with the Objectionists, allying
herself with Montaigne and Eisen, but her choice has also
further infuriated Castille (as if the Sea Dogs weren't
doing enough). However, Elaine has also turned religious
tolerance into policy, caring little if an Avalon is
Reformed Vaticine, Objectionist or Traditionalist. “We
are all Avalons,” she once said to her court, “no matter
how we pronounce Theus’ name.” When the Reformed
Vaticines hissed softly, she turned to them, took one look
at their tall hats and said, “No matter what hat we choose
to wear.”

Elaine’s policies have led to a resurgence of the Old Ways
to Avalon’s homes, a trend that the Queen seems happy
to see. “We have ignored the Goodly Folke for far too
long,” she said. “Let us invite them back to our shores
with open arms and open hearts.” Despite Elaine’s
religious reform, there is still brooding among Avalon’s

faithful. The Traditionalists seek to complete Avalon’s

transformation, removing the influence of the Church
entirely, while the Church seeks to do the same to their
Traditionalist cousins.

While almost all loyal Vaticines have left Avalon, the

Church universities have remained. Elaine offered the
scholars the opportunity to stay, assuring them that she
would not be looking over their shoulders as the
Inquisition had been doing for years. The scholars
agreed, and almost all of them are now devout followers

of the Church of Avalon.

Covernment

Avalon’s government is a constitutional monarchy. It’s
had a Parliament for nearly six hundred years, but its
power is still wrapped around the monarch’s little finger.
Elaine had a great deal of trouble gaining the confidence
of the distinguished gentlemen, but in the end her
moderate stance on nearly every subject won her support
from the silent majority, while the vocal minorities ended
up shouting at one another.

Avalon is divided into seven regions: Balig, Breg,
Camlann, Gaavane, Lothian, Lovaine and Percis.

Each of these regions was once a kingdom, but the
unification of Avalon created a single High King, making
all other Kingdoms “regions.” The Queen’s region,
Lovaine, holds the two most important cities in Avalon:
Luthon and Carleon (see “Towns and Villages™ below).
Luthon was the capital of Avalon during the Montaigne
rule, but Elaine has moved her capital to Carleon in the
southwest, the traditional stronghold of Avalon nobility.




Economy

Avalon’s economy is based on the pound sterling (“£”).
Fach pound is divided into twenty shillings (“s”). All
Avalon currency is in coin form, although banks are
using paper notes for large exchanges.

Towns and Villages

Avalon is rich with folklore and tradition, and each city,
town and village has its own collection of tales. Listed
below are four of Avalon’s most important regions,
including a mysterious island off the western shore that
Elaine dares not claim to be her own.

Luthon (Loo-tun)

Elaine may have moved her throne from Luthon ten
years ago, but it remains the single most important
trading port in Avalon. Situated on the Grand River,
almost all imports and exports wander through her walls.
Nigel Bester, the Lord Mayor of Luthon, is one of the
island’s richest men and highly influential in the House of
Lords. He has been Lord Mayor for almost two decades
and shows no sign of relinquishing his title in the near
future.

Carleon

The capital of Avalon, Carleon was recently restored by
Elaine’s chief advisor, Derwyddon. It is whispered that he
performed the restoration in a single night, using spirits
from the ocean and creatures of smoke and fire. The
castle’s appearance certainly lends credence to the
rumors of sorcerous methods. The walls glisten like
moonlight and towers reach to the sky with impossible
strength. At the center of the castle is the Queen’s
audience hall, with the throne set at the back of the room
in front of a giant tapestry of the graal. Situated in a
semicircle around the Queen’s throne are the twelve seats
of the Queen’s Guard, the men who have sworn to
protect Elaine no matter the cost.

Wandesborow

Wandesborow (“Wan-ber”) is the “Sailor’s City.” More
sailors hail from Wandesborow than any other town in
Avalon. Nearly every sea shanty makes some sort of
reference to Wandesborow or the areas that surround
her, and she boasts the richest fishing waters in the land.
Sailors who hail from Wandesborow call themselves
“Wanber Men” and are the proudest sailors on the six
seas.

Cardican

The city of Cardican is the home of the Garloise family,
which rules Camlann county. For centuries, the Garloise
fought against Montaigne rule, supported by the Inish to
the west and fueled by their claim to Avalon’s throne.
The Garloise have always been the most ambitious
Avalon noble family, but when Elaine took the throne,
they knelt before the new Queen with enthusiasm and
honor. The current ruler of Cardican, Mark, is married to
Rhiannon, a beautiful young woman who possesses gitts
of sorcery and cunning rivaling even the Fate Witches of
Vodacce.

The Isle of the Grey Queen

Off the eastern shores of mainland Avalon is a small
island known as the Isle of the Grey Queen. In a tall
tower that overlooks the bay, a woman who has never
aged looks down on Avalon as she sits at a loom and
spins. Sailors have reported the island all around Avalon,
though it never disappears from its location off the coast
of Lovaine and Percis. No man who has sailed to the
island has ever returned, and in the last one hundred
years none have tried. It is said that the Grey Queen may
be a banesidhe or something even more terrible,
although none can say for certain.

Military
One of Elaine’s first concerns when she came to the
throne was rebuilding Avalon’s military. Years of civil war




exhausted her armies, leaving the island defenseless to
invasion. Instead of conscripting Avalon’s young men to
shed blood for their nation, she turned to her court and
demanded they build ships. “If we have the most
powerful navy in the world,” she said, “we shall have no
fear of any army.” Also, she promised that any noble who
added a vessel to her navy would share in any profit that
vessel brought back home. Needless to say, Avalon’s
beleaguered nobility jumped at the chance to bring new
revenue to their coffers. Avalon’s new navy was built in
record time.

Once Avalon’s shores were secure, Elaine turned her
attentions to her interior. She sent messengers to Eisen,
urging the landless warlords to come to Avalon and teach
her people to fight. Many Eisen were too proud (or
superstitious) to go to the “Glamour Isle” to serve under
a foreign crown, but some Objectionist Eisen had no
problem leaving behind their wartorn land for a new
start.

Once the Eisen were on her shores, she ordered the
dismantling of every standing army in Avalon, thus taking
the opportunity for a military coup away from the
nobility. The only standing army in Avalon would be her
own, while the nobility were each afforded small
garrisons (about ten to twenty men) to protect their own
homesteads. When the nobles complained, she reassured
them that if their navy was strong, there was no need for
an army. She also informed them that the crown coffers
could afford an army or a navy, not both. Faced with the
option of losing the profits the navy brought to Avalon’s
shores, the nobility soon lost its argumentative tongue.

Fighting Style
While the rest of Théah is turning to smaller, faster

weapons, Avalon still teaches its Swordsmen the old
smallsword/buckler technique that Théah left behind fifty
years ago. However, Théans who believe the Avalon

fighting style antiquated have never seen the sheer speed

with which they use it. The Donovan style is highly
respected by continental Swordsmen for its unorthodox
strategy and the damage it can deal to the unwary.

Current Relations with the Rest of
Théah

Castille

“Thank Theus the heart of the Vaticine Church is at war
with Montaigne, otherwise they would be seeking our
heart on a silver platter. We know they plot against us, but
are unable to enact their machinations. Let them continue
their plotting. The more they split their attentions, the less
they focus on us.”

Eisen

“The wasteland that was once the proud kingdom of
Eisen has provided us with a militia to defend our
borders. We agree with half of their philosophies, but
disagree with none of them. Someone must help them
regain their power, but, unfortunately, it cannot be us.”

Montaigne

“For a period longer than we wish to discuss, the
Montaignes ruled our land. Never again. We know them
well, and their blood-magic tricks are of no use here any
longer. But as long as they keep their attention turned
south, we will maintain our cordial relationship with our
flamboyant cousin.”

Pirate Nation

“The Brotherhood of the Coast is just an excuse for
criminals to run rampant on our seas. The sooner they
are captured and put down, the better.”

Ussura

“Distant and silent, Ussura is a mystery to us. We have
heard and seen little of them, but understand there is
deep magic in their blood, magic tied to their land. One




of our explorers has told us that their magic is very much
like Glamour, and the woman they worship has many
characteristics similar to the Sidhe. Perhaps we are
cousins after all?”

Vendel

“It is difficult to say anything of the land to the east, for
a single mispronounced syllable will gain you a cold look
at best. Calling them “Vendel” will get you dropped in a
frigid lake with a rock tied to your leg, while using the
proper language will not earn you any points with the
merchant guilds. A tricky situation, and we choose to stay
on the far fringes of it to avoid any conflict.”

Vodacce

“Treachery is the word of the day as far as the Vodacce
are concerned. Speaking with any Vodacce prince is like
walking through a display of glass vases, all filled to the
brim, sitting on thin pillars with a floor covered with eggs.
They have been trained since birth to pierce any veil, and
they wait with their sorcerous eyes to see any secrets, no

matter how cleverly hidden. They are talented villains,
but villains all the same.”

1. Lochcuan
1 2. Dunkeen
3. Tara
4. Newport
] 5. Darwah
| 6. Liumnech
- | 7. Carman

Inismore

Inismore

“They are a rowdy, lusty, drunken bunch, and the chief reason
their culture has remained intact despite centuries of invasion
and occupation is stubborn Inish pride.”

— Warren Davie-Brody

lntroduction

Inismore (in-NIS-more, or ih-NISH-more) is further from
her Earth counterpart than any of the other nations. She
is independent, allied with Avalon and the Marches, and
has her own immortal and strong-willed High King.
Ireland in the 1600s could only wish to have it so good.

Her High King, the O’Bannon, may be just what he
claims to be, or he could be a sorcerer out to deceive the
people. Personally, we think he’s the real thing, which
makes him all that more dangerous to his nation. Sooner
or later, the O’Bannon is going to do what he always
does: pack up his little bag, hang his crown on his throne
and wander away, leaving his people in chaos. At least,
that’s what the folktales say about him. The truth may be
much darker.

O’Bannon may be Elaine’s most dangerous
ally, however. As long as she has the Graal,

, | :.": he’ll fall in line with Avalon. If she ever

loses it — or betrays Inismore, which is even
worse — he’ll turn his wrath on her, leaving

blood and bones in his wake.

Also, keep an eye out for the O'Tooles
Sk L3 (O’Bannon’s chief rivals; you’ll meet them
- || soon enough). They’re a crafty lot, and
- they’re looking for any opportunity to steal
back the throne. The O’Tooles don’t

believe that the O’Bannon is what he claims

|} to be, and sooner or later they're going to

put the High King’s claims to the test. The
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outcome of that little firecracker will shake up the Avalon
Alliance more than people think.

The People

The Inish are slightly smaller than the average Théan.
While they are famous for their “fiery redheads”, most

Inish have black hair and dark eyes.

It is said that when the world
greatest
sorcerers in the world cast a

gesa (GAY-sah, compelling
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spell) upon Inismore. This spell created a code of
conduct that has remained within Inish blood for almost

two thousand years, a code that seems strange to those
not native to the land. Once one sets foot on the Emerald
[sle, it is easy to understand. It all boils down to
reputation.

An Inish would rather cut his own throat than commit an
act that would disgrace him in the public eye. Of course,
what  behavior  constitutes  “honorable” and
“dishonorable” is very strictly defined by the gesa set
upon Inismore and her people. No one is above the gesa,

not even the King. In fact, the Inish see the King as
“the best among equals,” a very un-I'héan
attitude.

The sorcerer’s gesa created the Three Great
Laws in Inismore: the Law of Hospitality, the
Law of Bravery and the Law of Loyalty.
There is a fourth Law, but it is only invoked
when the first three are broken. We’ll discuss
that one at the end.

Hospitality
Much like her Avalon cousin, Inish hospitality
to both friends and strangers is very important.
So important, in fact, that all along the King’s
roads travelers can sleep and eat at the King’s
hostels for no charge. Because the hostels are
owned by the King, the “King’s Peace” is
invoked. No weapons of any kind are permitted
within the hostel, and any act of violence is a
crime whose only punishment is death. A host
who turns away guests or treats them poorly
greatly endangers his reputation. Word spreads
quickly among the Inish, especially if a bard is present.
Likewise, those who abuse the hospitality of their guests
also put themselves in great danger.

Another aspect of hospitality is generosity. In many ways,
a man is judged by the kindness of his heart and the




generosity of his purse. Those with little need have a duty
to aid those with great need, and woe to the man with full
pockets who doesn’t spare a coin for the man who has
nothing. There are countless Inish folk tales that concern
these issues and the fates that befall those who ignore the
needy.

Bravery

It is better in Inish eyes to die a painful, horrible and
courageous death than to live a long, blissful and
cowardly life. How an Inish is remembered after his
death is more important than anything else, for he is only
immortal as long as he is remembered. Tales abound of
heroes who give up their lives with a laugh and a smile

because they know they will be remembered.

Inish are proud people, too proud to show pain, doubt or
fear. This aspect of their culture can be reflected in their
casual attitude toward violence. A fist fight is always a
respectful affair, sometimes even a friendly one. One man
accidentally says the wrong thing (or perhaps the right
thing), steps on someone else’s foot or just exchanges a
look, and a fight breaks out. No weapons are ever
involved, only two men and their fists. The pummeling
continues until one man just can’t get up; then his
opponent lowers his hand, helps him to his feet and buys
him a pint. The winner always buys his opponent a drink;
it’s a sign of respect. After all, he fought until he couldn’t
get up — but he never gave up. That’s an important part
of the fight, one that shows he is a man who is willing to
tight until he just can’t fight anymore. His body may have
given up, but his will to fight never did.

Loyalty

Loyalty is important to the Inish; when a man makes a
promise, he keeps it, no matter the cost. However, no
man is ever expected to keep a promise that would

compromise his honor (make him break the Three Laws).

While a man owes loyalty to his lord, his primary loyalty
is always to his own honor. This is seen as strange by

many Théans — after all, the concept of vassalage has
been in existence since the days of the Old Republic —
but it is very important to the Inish. An Inish’s first and
most important concern is always keeping his honor
intact. While this trait may be seen as troublesome by
other cultures, it is only the Inish trying to preserve his
honor and his family’s status. In a world of serfs and
servants, this stalwart cry of individualism is seen by
many Théans as arrogant, but it is, in fact, the one trait

that best defines Inish pride.

Justice

The fourth Law, the one that is only invoked when the
other three are broken, is that of Justice. Inish law (as we
will see below) is not designed to prohibit crime, but to
punish it. The gesa that was cast upon Inismore put into
motion a force that brings the unjust to justice, no matter
how fast or far they run. “What comes around, goes
around,” is not a phrase native to Inismore, but it may as
well be. While justice may not be swift, it is inevitable.
When foreigners to the isle see this power act, they call it
“coincidence”, but the Inish know better.

The Inish see justice as a responsibility. When they
witness a transgression, it is their duty to set it right. After
all, they say, there are already enough people who turn
away and say, “It’s not my problem.”

The only way to rectify a wrong is atonement, a quest that
clears the offender’s name. Often, a quest includes three
impossible tasks, all of which any good-hearted Inish is
more than willing to try to accomplish, even if it means
death. In fact, dying while trying to clear one’s name is
the best way to do so.

Clothing

Inish fashion has not changed much over the centuries.
They still wear long leggings (a strange sight for the
ancient invading Empire soldiers, all dressed in robes and
tunics), long-sleeved shirts and heavy cloaks, all made of
wool. Leather boots and belts are common, but buttons




are not. However, jewelry is very popular among the
Inish. Pins and broaches are seen everywhere, as are
armbands, ankle-bands, rings and necklaces all adorned
with the traditional intricate knotwork patterns that have
become a staple of Inish fashion.

Diet

Thanks to steady rainfall coupled with a long, warm
summer, Inismore has one of the longest growing seasons
in northern Théah. In fact, in southern Inismore, some
farmlands can be maintained all year long. Farms cover
two-thirds of Inismore. Her most important crops are
barley, dairy products, hay, potatoes, poultry, sugar beets,
wheat and some of Théah’s finest livestock (cattle, horses
and sheep). Fishing is also very important to Inismore’s
economy. Inish fishermen pull cod, herring, lobsters,
mackerel, salmon and whiting fish out of Inismore’s
shallow waters.

Art and Music

“All Inish songs are about one of two things: whiskey and
Nancy. The best are about both.”

The Inish love to sing. A scholar could learn everything
he ever needed to learn about Inish history, custom and
tradition from their songs. The subjects vary from “rebel”
songs (rebellion against tyranny, be it Avalon or
Montaigne) to war songs to love songs to “whiskey” songs
(singing of the complicated love-hate relationship the

Inish have always had with drink).

The most important part of Inismore’s musical tradition,
however, is the bard. A bard is part of the Inish learned
class, called filid (more detail on the filid can be found
in the Holy Men section, below). Bards are so unique to
Inismore that there really is no cultural comparison. They
are found in the courts of nobility, telling stories of days
gone by and writing songs that will be sung by a hundred
generations to come. They are the living history of Inish
culture, and how a man or woman treats him greatly
influences how they will be remembered.
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Religion

The native religion of the Inish has remained relatively
untouched by the Church of the Prophets. They
recognize the wisdom in the Prophets’ words, but they

never gave up their gods, chiefly because their gods
never gave up them. Even in the darkest days of

Montaigne occupation, the Inish knew that one day the

(O’Bannon would return. Return he did, and he covered
the Emerald Isle with crimson Montaigne blood.

The Inish gods live in worlds far beyond Théah. These
Shadoworlds can be reached by magical means, although
the gates have been closed for many centuries. The Inish
aren’t very concerned about their gods. They know to
worship them during the right times (on certain nights
when the seasons converge), but otherwise the Inish gods

have very little to do with everyday life.

The most important thing to understand about Inish gods
is that anyone can become one — if his glamour is strong
enough. The Inish believe that reputation (glamour) has
a direct link to the afterlife. The greater one’s legend
becomes, the more the land blesses him with glamour.
Some of the Inish’s most powerful deities were once
heroes who passed into the Shadoworlds because their
names are still spoken long after they left the world of
flesh. It is this belief that makes the Inish so devoted to
the concept of reputation, and why it is always a mistake
to call an Inish a coward; you've just told him he has to
prove he isn't.

Holy Men

The keepers of the Inish ways are her holy men, or
druids. The druids were silent over the last century,
practicing their rites under the cover of darkness. Bu
with the O’Bannon’s return, their rituals and teachings
have returned to the open, sun-covered fields.

Druids are not necessarily sorcerers, but teachers and
wise men who understand the world’s most secret truths.
Because of this understanding, they recognize world




patterns that occur over and over again, and are able to
avoid pitfalls and capitalize on opportunities.

The best way to illustrate a druid’s secret wisdom is by
comparing him to a farmer. A man who grows up on a
farm knows when a storm is on its way because of the
smell of the rain and the stillness of the air. He knows that
loxes raid the henhouse after the first frost because all the
food is gone. He knows when to collect roots and herbs
at their peak of potency because his father’s father’s
father learned to do it a few hundred years ago and
passed the knowledge down to his son. To an outside
observer, such knowledge — without an accompanying
reasonable explanation — may seem magical. In fact, it is
only practiced intuition. As it is true of the farmer, so it is
true of the druid.

[nitiate druids are called bards. A bard’s life is spent

learning the secret knowledge their masters have already
gained, and they learn it by wandering the countryside
telling stories and picking up new ones. As they wander,
they see the same patterns popping up in different
counties, slowly contributing to the druid’s understanding
of the world. They also act as messengers between the
distant Inish townships, walking with their “seven-league
striders” (magical boots that can walk across the island in
one day) over Inismore’s fens and forests.

The Land

Inismore lies just north of Greater Avalon. Over two
hundred islands make up the country of Inismore, but the
main island (from which the country takes its name)
contains nearly all of the country’s population. It is

divided into twenty-six counties, each with a

representative in the country’s parliament. The High King
of Inismore — called the drd ri (ORD-ree¢) — rules from the

country’s capital of Tara. On a tall hill, just outside the
town, can be seen the Fal Stone, a holy artifact that weeps
and sings whenever the drd rf kisses it.

Lowlands cover most of Inismore, dotted with dense
woods and rolling farmland. Spotted across her lowlands
are peat bogs (swamps covered in dying vegetation).
Inismore’s mountainous regions are located mostly at the
coast. Because the ocean cuts deeply into Inismore’s
coast, no place on the island is more than seventy miles
from water. Most of the coast is high cliff wall, so two
ports (Tara and Carman) located on her eastern shore are
her most populated areas. Hundreds of small islands are
to the west.

Inismore’s largest river — Shanagary — begins in the
northwest and flows two hundred and thirty miles to the
southwest until she spills out into the ocean. The
Shanagary River begins in the northwest mountains and
runs east seventy-five miles, spilling into the channel

through Tara, the largest bay on the island.

Inismore has a mild, wet climate and winters are warmer
than one would suspect. However, that warmth also
brings a great deal of rain. Average rainfall is between 60
and 100 inches per year, making flooding a serious
problem throughout the island. Because of all the rivers
and flooding, Inismore has a great deal of bridges and
fords. No Inish army has ever dammed or blocked a
river; to do so invites horrible consequences from the
Sidhe who reside in the waters. In addition to many rivers
and streams, Inismore also has a great many lakes, all of
which are considered sacred. The most sacred lakes of all
are those with an island in the middle, for every Inish
knows those are gateways to the land of the Sidhe.

Strangely enough, the most prominent buildings in
Inismore were built by invaders. The island’s shoreline is
peppered with foreign castles and fortresses, all of which
now belong to the people they were designed to keep
out.
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Covernmcnt

The O’Bannon may be the High King of Inismore, but he
still has to deal with the Inish Parliament, a governing
body put into place by the occupying Avalons hundreds
of years ago. The O’Bannon has made it very clear that
he doesn’t have the time or patience to quibble with
nobility. He is the O’Bannon, and his authority will not
be questioned.

Economy

Inismore’s economy has been linked to Avalon’s
economy for centuries. Pounds and shillings are everyday
sights in Inish marketplaces and guild shops. The Vendel
guilds do not have the same presence in Inismore as they
do in Avalon, but you can find more guild houses in her
cities every day.

Towns and Villages

When compared with the rest of Théah, Inismore’s

largest cities are nothing more than towns and villages.
Her capital city, Tara, is little more than a township and
one tenth the size of Avalon’s Carleon or Montaigne’s
Chareux.

Tara
Tara is the largest of Inismore’s cities, chiefly due to the

fishing and trade with Avalon. It is where the Fal Stone
rests. The city fell under a curse in 600 AV, but when the
O’Bannon returned years later, he broke the curse by
spilling his own blood on the Fal Stone. The city has
ramparts reaching over sixty feet high, surrounded by
moats and other fortifications.

Carman

Long the site of Avalon rule, Carman is now a city of
commerce. The city is the home of many ancient trade
routes, including a few that begin and end in Montaigne
and Vodacce. Tara may be the capital of Inismore, but

no one can argue that Carman is the face she shows the
rest of the world.

Lachcuan

Lachcuan is Inismore’s second largest city, trading almost
exclusively with the Highland Marches. She falls under
the purview of the O’Toole family, the dynasty the

O’Bannon removed from the throne upon his return.

It is no secret that the O’Tooles bear “mixed feelings”
regarding the O’Bannon’s return, but they have done
nothing to sabotage his reign. So far.

Military
“Fear not an army of wolves led by a sheep, but the army of

sheep led by a wolf.”
— Inish proverb

It’s often been said that what the Inish lack in skill, they
make up for in passion. Inismore’s military is 90%
untrained soldiers and 10% professionals. It’s that last ten
percent that concerns Inismore’s enemies. The typical
Inish army is a mass of wild-eyed madmen led by a few
dedicated fanatics, using tactics that even the most
unconventional generals would have difficulty
anticipating. Any general facing an Inish army knows that
he will undoubtedly outnumber his opponent, but he also
knows that he will lose at least half his force to the
unpredictable, bloodthirsty horde.

The Inish have no standing navy, but have sent hundreds
of marines to serve in Elaine’s Sea Dogs. Armed with
generations of sailing knowledge and their savage
reputation, Inish marines are the menace of the waves.

Current Relations with the Rest of
Théah

As far as the rest of Théah is concerned, Inismore is
Avalon’s foul-mouthed little brother. She is Avalon’s
appendix and nothing more. She has no navy, no army




and no freestanding economy, so she is of little military
or economic threat. There are no embassies for
diplomats, but even if there were, her king is such a boor,

who would want to visit anyway?

The Hithana Marches

[ntroduction

The seemingly insignificant Highland Marches have
played a pivotal role on the world stage for centuries.
While neither politically powerful nor overly rich in
resources, their allegiance with Queen Elaine and
potential to disrupt her rule make them key players in
Avalon’s bid to become a great power. Because of that,
Avalon’s enemies have turned to them when seeking a
weak link in the United Kingdoms. The Highlanders —
led by their king, James II — have their own ideas,
however, and have turned their status into a potent

political weapon.

The Land

The Highland Marches are a
wet, foggy land, dominated by
rocky hills and constant rain.
Travel in the Highlands is
difficult at best. The rural roads
are poorly maintained, and
bandits and wild animals are
fairly common. Most travelers
prefer to travel overland by
horseback, while the nobility will
make use of carriages and other
wheeled vehicles. There are few
major rivers in the Highland
Marches, so boat travel is limited

to fishermen and others who make their living on the
waterways.

The weather in the Highlands is far from pleasant. Rain
and fog dominate the country for most of the year, with
snow covering the land for most of the winter months.
There are few extremes, however, and the Marches are
rarely troubled by severe frosts or heat waves. As in
Avalon, the Highland weather is stolid, gloomy and pretty
much the same month in and month out.

Food

The food in the Highlands is like the weather — heavy,
dull and unchanging. Sheep meat is a staple of the
country, with national dishes consisting of mutton, haggis,
and lamb chops. Vegetable growth is root-based, so most
meals include potatoes, carrots and the like. Boiling is a
favorite method of meal preparation, for it keeps the food
longer and is easy to conduct in the wild countryside.
Most Highlanders prefer stews and other mixed dishes,
which are simple and add a little variety to the cuisine.
They disdain the fanciful preparations of other countries
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as wasteful. “It’s all the same when it’s in your stomach”
is a common saying among the Highlanders.

The People

Highlanders are generally taller than the average Théan.
Like their Inish cousins, their red-heads are more famous
than their typical appearance: black hair and blue eyes.
Highlanders spend almost all their time out of doors, but
because the sky is usually overcast, their skin tones are
not overly tanned or pale.

Clothing

The natives’ clothing reflects the practical necessities of
their land, designed for warmth and comfort rather than
display. Men traditionally wear kilts, woven from sheep’s
wool and decorated in the tartan colors of their ancestral
family or Clan. The kilts form a sash which worn over the
shoulder, and can be unpinned to cover the entire body
in a sort of blanket. The nobility eschews rapiers and
other weapons in favor of the great claymores of their
past, an intimidating sight within the halls of Parliament.
The remainder of their clothing is similar to the Avalon
nobles’, with buttoned waistcoats and buckled shoes.

Women favor dresses and pleated skirts, but Highland
fashion is much less decorative than the mainland
counterparts. Like the men, their clothes are woven of
strong fabrics, able to withstand the cold of the Marches.
They rarely wear hats, instead favoring ribbons or floral
decorations in their hair — a remnant of the nation’s
pagan past.

Customs

Clan identity is very important to the Highlanders. While
their sense of nationhood and allegiance with Avalon
keeps the Clans from having much political effect beyond
the Highland shores, they have come to dominate the
cultural and social scene. Highlanders prefer wearing
their ancestral Clan tartans in public, and dances and folk
songs spring from the regional allegiances of time

immemorial. While similar in nature (such that a
foreigner traveling in the Marches would be hard-pressed
to tell them apart), the natives can differentiate such songs
easily. Many commoners separate counties and fiefdoms
by the kind of shanties sung at bars, or the particular
steps in a May Day dance.

One might ask how the Highlanders can flaunt such
affiliations without falling back onto old rivalries and
reigniting civil war. To the Highlanders, there is a
difference between their cultural identity and their
national pride. The effect is similar to college football fans
in contemporary America. One can proudly wear a
Clan’s colors and sing a family anthem at the top of one’s
voice, but that affiliation doesn’t override the sense of
national unity or greater brotherhood among one’s fellow
islanders (beyond the occasional barroom brawl, that is).
Six hundred years of common subjugation under the
Montaignes has limited Clan rivalries to the verbal arena
alone.

Highlander Women

On the surface, women are second-class citizens in the
Highlands. They cannot own property, hold political
office, or otherwise carry themselves in public as equals.
No women sit in the national Parliament and the idea of

a female Clan head is unheard of.

From a practical standpoint, however, things are much
different. Most Highland houses depend upon the wife or
eldest woman to run them and much of the country’s
day-to-day business would not be completed without
them. Financial matters are also the domain of the fairer
sex, and banks and other institutions usually address bills
to “the lady of the household.” Noblemen often defer to
their wives’ counsel over the advice of others, and while
none hold elected office, many are respected as informal
leaders in their local communities. The national army
admits women as soldiers (although their numbers are
tiny in comparison to men) and some of the country’s
most famous heroes have come from their ranks. One of




Queen Elaine’s most notorious privateers, “Bloody”

Bonnie McGee, originally hails from the Highlands.

Noble Life

The Highland nobility has begun a slow process of
integration with its counterpart in Avalon, as the two
kingdoms come closer together. Most of the aristocrats
from the Marches hail from large agrarian estates,
dominated by civilized gardens and wild, untamed
moors. Noble children are educated by tutors or
governesses at home, although a few emigrate to Avalon
for schooling in a proper institution. While they embrace
the sophisticated trappings of culture and enjoy the
refined subtleties of hunting, philosophical debate and so
on, many Highland nobles eschew such passive practices
for immersion in national politics. The well-being of the
nation is paramount in many of their minds and they
usually work to better those under them or further their
own ends rather than fritter away the time in mindless
diversions. Their counterparts in other countries consider
them quaint and a little backward, as is typical for such
an isolated nation.

Peasant Life

Peasant life in the Highland Marches is hard, but the
emergence of a middle class has alleviated things
somewhat. The majority of the peasantry work on farms
owned by the nobility or nouveau riche landlords. As
education flourishes and the advances of science make
their way inland, their lot has begun to improve. More
and more of them have begun leaving the countryside to
seek their fortune in urban centers, and a class of
merchants and shopkeepers has slowly taken hold. For
the most part, Highland peasants keep to themselves,
respect their betters and try to make the most of their
opportunities life gives them. For all of that, they can be
very cheerful; they love their songs and their beer, and
conduct social gatherings with a boisterous joie de vivre.

Etiquette

Honesty is very important among the Highlanders.
Opposition to another is not a sin as long as it is openly
stated, and the concept of “a good clean fight” dominates
most political arguments. Promises are rarely given, but
when they are, they are sacred; a Highlander considers
his oath essential to his good name, and will never
consciously break his word. This honesty, however, rarely
spreads beyond the Avalon Kingdoms. Foreigners can be
deceived with impunity, and often are, much to the
chagrin of visiting dignitaries. More than a few foreign
politicians have been lulled into believing a Highlander’s
solemn word... only to have that word broken at the worst
possible moment.

Other points of etiquette are similar to Avalon’s. One
always tips one’s hat to a lady and pays proper deference
to those of a higher standing. While the national
penchant for honesty has made manners coarser here
than elsewhere, the Highlanders still expect a modicum
of politeness from their fellows, and won't tolerate crude
behavior without a good explanation. They are also
quicker to come to blows than other countries; duels
among the nobility are considered appropriate ways to
end disputes.

Politics

Historically, the Highland political scene has been
dominated by the Clans, who jockeyed for position and
dominance even after the coming of the Montaignes.
That is gradually changing as the country weds itself to
Avalon, and Clan loyalties give their way over to broader
political parties.

The Highland Parliament consists of all of the heads of

the major Clans, who inherit their seats. Political
boundaries are drawn by ancient rivalries, as the old
school of bloodletting takes new shape in arguments and
policy debates. They are overseen by the High King, the
direct descendant of Robert I, who oversees all
Parliamentary meetings and acts as an executor of their




edicts. He serves as the shaper of national policy, and
often controls the Parliament’s agenda. As the leader of
the nation, the High King can technically act without
Parliament’s approval, but to do so he risks open censure
and the inability to enforce his decrees. An unspoken
agreement exists between king and Parliament whereby
he respects their final decisions and in return receives
their approval on issues he puts forth. As with most
Théan nations, this balance shifts as both sides gain and
lose strength.

Currently, the parliament is divided between the Unifists,
who support the triple crown of Queen Elaine, and the
Separatists, who want a fully independent nation. The
Unifists have a substantial majority, but the Separatists are
slowly gaining ground and may prove dangerous in the
near future. The powerful and charismatic James
MacDuff, an ardent Unifist, has kept them in check since
becoming High King. James believes that the Highlands
can attain great strength — while still maintaining their
autonomy — under the flag of the United Kingdoms.
Independence would leave them weak and bereft of the
protection of Avalon’s privateers — opening the door for
an invasion by Montaigne or Castille. He is loath to throw
his country’s new-found freedom away for the sake of
some nebulous concept of independence.

Towns and Villages

Kirkwall

Kirkwall is one of the oldest standing fortifications in the
Marches. Built when the Vestenmannavnjar invaded
many centuries ago, it has withstood siege after siege

from both Highlanders and the foreign raiders. Now it
serves as the keep of the High King and the Marches’

official embassy. The MacDuff’s court can be found here
and the Clans meet within his grand hall once a month.
During that week, the population of Kirkwall triples, and

a huge fair springs up around her walls.

Connickmoor

The home of the MacBride Clan, Connickmoor is also

home of the Marches’ Separatist Movement. MacBride’s
dreams of an independent nation have been stymied by
the unyielding support for the Elaine/MacDuff alliance.
So far, MacDuff’s political maneuverings have brought
fortune to the Marches, but MacBride is patient.

Relations with Other Nations

Much like Inismore, the rest of Théah considers the
Highland Marches to be nothing more than an appendix
of Elaine’s country. However, the Highlanders have
maintained diplomatic connections with both the Vendel
and the Vestenmannavnjar, connections that allow wealth
and prosperity to trickle into the Highlander borders
from time to time.

The Sidhe ( shee )

In Inismore, they are called the Tuatha de Dannan
(TOO-ah-thah day dan-non). In the Highlands, they are
called the Doine Sidhe (dah-oeen shee). In the tongue of

Old Avalon, they are called the Tylwith Teg (til-ooeeth

teg). In Montaigne, they are called feeries — a term that
even the dimmest Avalon knows they despise. But in

lron

In her book, Lady Mary refers to “cold iron” as
something that causes the Sidhe “discomfort.” What

exactly cold iron is and why the Sidhe loathe it is never

quite explained. Those with knowledge of the Sidhe
ways always assume that wearing or presenting iron to
the Sidhe is an unpardonable blunder, and make
certain to hide or remove such items before dealing

with the Goodly Folke.




nearly every culture, they are referred to as “the Goodly
Folke” out of fear that one of them may be listening.

It is not easy to define the Sidhe. They are like walking
dreams: manlike in so many ways, but completely alien
in so many others. Their mannerisms are difficult to
discern, but once one understands them, they are as
predictable as the rising and setting of the sun.

Although they have an unspoken allegiance to Avalon,
the Sidhe are ubiquitous. They can be found in the
furthest reaches of Ussura, riding the canals in Vodacce
or even sailing a ship toward the setting sun.

What follows is a discussion of these most curious
creatures, but remember that just as anything that can be
said of mankind cannot be said of a single man, so it is

with the Sidhe.

Bryn Bresail
“The ghost island” is what sailors call it, the island that

appears in the crimson light of dawn and disappears just
as dusk claims the sky. The Sidhe call it Bryn Bresail, and
it is their home... or at least it is one of the doorways to
their home.

The Sidhe live in a world of frozen springtime. The
grasses and trees are green and the flowers bloom, all
covered in a thin layer of frost as delicate snowtlakes fall
from the crystal blue cloudless sky. It is a land where
beauty is frozen forever. Green and plush, and yet so very

cold.

First lmpressions

“It can be said that there are as many shapes and forms of
Sidhe as there are flowers or fishes. Once you think you have
catalogued them all, you find another that makes your

recordings antiquated.”
— Lady Mary Katharine, Booke of the Goodly Folke

While it is true that many Sidhe are “human-ike” in

appearance, there are many important differences. Lady
Mary Katharine, in her famous Booke of the Goodly Folke,

classifies the Sidhe into various classifications that she
calls “families.”

The Noble Sidhe

Much like humans, Sidhe seem to have an upper class or
“nobility.” These noble Sidhe are taller than humans,
ranging from six and one half feet to seven or even eight
feet tall. They are majestic and beautiful, as slender as
cobwebs and as sleek as silk. They dress in flowing robes
of a material that any mortal seamstress would ruin if she
tried to sew it. Their eyes are wide and bright and their
faces gaunt and angular. Their fingers are long and
delicate and they move with the alacrity of shadows.

Lady Mary goes on to say that only those the Sidhe trust
have ever seen them eat or drink. She also notes that they
avoid looking into mirrors. In one terrifying passage, she
writes of seeing a Sidhe lady accidentally catching sight
of a looking glass and screaming with such terror that she
was certain the lady saw her own death. She also
mentions that when she tried to ask why, the Sidhe gave
her such a look that Lady Mary was certain she was
seeing her death as well.

They refer to themselves as “lords” and “ladies”, and they
are ruled by a king and a queen. However, it appears that
the Queen of the Sidhe has much more political power
than her husband (who, as Lady Mary notes, has never
been seen by human eyes). As are all Sidhe, the Nobility
are shape-changers, and it appears as if the Queen has
mastered the craft. According to Lady Mary, the Queen
has never been seen in the same guise twice, and she has
even referred to her appearance as her “costume.”

Whatever guise she chooses to take, she is always tall,
magnificent and beautiful.




She is always seen with a mortal male counterpart whom
she calls her knight. He is usually young (sixteen at the
oldest) and striking. However, it is rumored that some
horrible fate is in store for the young man on the longest
night of the year.

Beautiful and Terrible

The Sidhe are not to be trifled with. They are ancient creatures
who are tolerant of mankind. At best, they are fascinated with
his naivete, but they do not indulge rudeness. Mankind is a
small, fragile creature. The Sidhe are not. To treat them with
disrespect is to invite one hundred thousand dooms, each one

more impossibly awful than the last.
— Lady Mary Katharine

While Lady Mary painstakingly details the beauty of the
Sidhe, she also makes certain to remind the reader that
these are creatures of terror. To watch the angelic face of
the impassionate Queen of Sidhe twist and contort into
that of inhuman rage is a sight that will haunt the dreams
of the viewer until their last days.

The Sidhe are like thunderstorms: terrible, powerful and
unaccountable. They are capable of incredible beauty,
and at the same time, horrible revenge. There is a vast
history of Sidhe curses lasting not only through one man’s
life, but through generations. Their magic is mighty, but
it pales when compared to their wrath.

The Two Courts

According to the Lady, the Noble Sidhe were divided
into two grand Courts: the Blessed, or “Seelie,” and the
“Unseelie,” whom the Lady kindly refers to as “the
Unforgiven.” These two courts seem to be interrelated,
although there are subtle differences — chiefly in
temperament — that should be noted.

The Seelie are the Sidhe that have been described above.
Cold and distant, they live in a world of perpetual snow-
covered spring. The Unseelie are much different.
Sometimes described as beings of living fire, other times

described as burning shadows, the Unseelie are as
passionate as the Seelie are distant, and although the
Seelie can be equated with the dispassionate storm, the
Unseelie know exactly what they are doing with the terror
they carry.

The Lower Class

While nobility are the most common Sidhe (or, at least,
the most visible), there are countless others who inhabit
the world. They are the “lower class”, or, as Lady Mary
calls them, the “common breeds.”

Creatures such as goblins, boggins, bogeys and brownies
are all members of the Sidhe race, each with his own
peculiarities and passions. However, only those who are
familiar with the Sidhe will be able to recognize them and

their ways.

Manners

“If there is anything true about the Sidhe, it is this. They care
nothing for anything in the world but manners, and a human
child who is well behaved is the most wealthy in the eyes of
the Goodly Ones.”

— Lady Mary Katharine

Manners are as good as gold.

If that statement is true for mortal men, it is ten times as
true with the Sidhe. Treat a Sidhe Lord with the respect
he feels he deserves and you’ve won a prize more
valuable than any treasure trove.

This next section deals with the proper manner in which
mortal men and women should treat the Sidhe (as
prescribed by the Good Lady Katharine, of course|
Those who do not pay attention now will be paying much
more later.




Title and Address

lo begin with, you must learn to speak properly in the
presence of the Goodly Ones. There is a distinct
difference between the address for a Sidhe Lord or Lady

and the Common Sidhe, however.

Sidhe Nobility

Just as there are proper ways to address those of mortal
noble stations, so there are ways to address Noble Sidhe.
The rules, however, are much easier to remember. Any
member of the Sidhe nobility is called “Lord” or “Lady”
under all circumstances, regardless of the mortal’s status
or position.

Many Sidhe have additional titles. Knowing such titles
and using them in proper address (such as “His Lord of
the Shadow of Winterbute Mountain”) is also entirely
proper and may even win you some favor.

Common Sidhe

“When he approached me from the woods, I spied the smile
on his lips and said, ‘Dear fellow, I hope that I will be able
o call you “Hobgoblin” by this evening.””

— Lady Mary Katharine

Any member of the common breed of Sidhe who is
generally beneficial to mankind (at the very least, not
malicious) is considered a hob. The term is also generally
used as a prefix to the creature’s name. For instance,
Bollin is a local goblin who scares away crows from one
farmer’s corn. When the farmer speaks of him, he calls
him “Hob Bollin.”

Any of the common Sidhe consider the title to be a
compliment, but look down upon those who do not use
it properly. A Sidhe cannot be called a hob unless he has
done something to gain the title. In other words, calling
Dunnel a hob when he has done nothing to deserve the
title offends the other Sidhe, who will now make certain
you know the difference between a kindly Sidhe and a

troublesome one. It also shows Dunnel that you are a fool
and deserving of some mischief...

The Glamour of the Sidhe

The people of Avalon learned the art of Glamour from
the Sidhe, and as powerful as the Avalons may be, the
Sidhe are even more so. They use Glamour without
effort, and, it seems, without limit. Practitioners of
Glamour know better than to challenge a Glamour of the
Sidhe, for to do so is of grave insult, one punishable by
something far worse than mere death.

No stats are provided for the Sidhe; they are too powerful
to be harmed by most mortals. They should be used as
conduits of information or as untouchable non-player
characters; no Hero should have to sign his own death
warrant by confronting one directly. More information on
the Sidhe appears in the Avalon sourcebook.

Sidhe Folklore
“There is so much of the Goodly Folke that could be said, but

there is much more that cannot be said, and even more that
should not be said.”
— Lady Mary Katharine

What follows is a list of superstitions and folklore
regarding the Sidhe. Some of it may be true. Go through
this list, pick the ones you like and disregard the rest.
Then hand the list to your players and let them find out
the truth the hard way.

* Turning your clothes inside out protects you from
Glamour.

* Learning a Sidhe Lord or Lady’s name gives you

power over them.

* Pieces of bread spread across the entrance to your
house will keep the Sidhe from entering your home.
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» Spread salt on your windowsill and below your door,
and the Sidhe may not enter.

e A fourleafed clover shatters Glamours.
* St. John’s Wort heals Sidhe wounds.

o Children wearing daisy-chains are protected from
Sidhe kidnapping.

o The Sidhe cannot swim and fear running water.

* A cross of rowan wood protects from Sidhe magic.

* Cold iron protects you from Sidhe magic.

 Hanging a pair of scissors (iron and a cross) over a

child’s bed will protect it from wicked Sidhe.

e If you can woo (or trick) a Sidhe Lady into marrying
you, she can never leave your side until you strike her
three times.

e The Sidhe can only be seen between the blinking of

eyes.

¢ The hounds of the Sidhe can never be outrun. They
run just behind you, no matter how far or fast you run,
then catch you just when you fall.

e On the longest night of every year, the Sidhe spill the
blood of one of their own to satisfy the hunger of a
dark enemy they vanquished long ago.

o If a Sidhe offers you a gift or a loan, you must return
it with equal value — no greater and no less. To do
otherwise will draw misfortune and misery.

e There is a mixture that you can drink that allows you
to see through Sidhe Glamour.

* The Sidhe only accept gifts made from oak, ash and

thorn.

o Bells frighten the Sidhe, and may even harm them.

o The Sidhe steal the “goodness” of food, leaving
behind only a cold shell of a meal.

Avalon NPCs

Queen Elaine
“We are Avalon.”

Elaine takes her role as the Queen of Avalon very
seriously. She is careful, always paying attention to detail
and watching her step. When she became Queen, she put
away her childish tendencies and has kept them locked
up since. She honestly loves her people, but detests
intolerance of all kinds. She watches James MacDuff and
the O’Bannon very closely, trying to maintain the Avalon
alliance.

Image: Elaine is always immaculate. She wears white,
black or red, but her features are always porcelain
perfect. She is very regal in her bearing, moving slowly
across a room in much the way a galleon crosses the sea.




Goals: Elaine must maintain the alliance. She can't
attord to lose either of her allies. As a secondary goal, she
wishes to continue to sanction the Sea Dogs privately, but
officially keep her connection to them hidden.

Roleplaying Elaine: Use the royal “We.” Speak
using large words, and try to give the impression that you
know more than whomever you’re speaking to. Don’t use
contractions. it up straight. Smile. You're the Queen of
Avalon and the twelve men standing around you are
willing to die at your command.

Derwyddon (dair-ooee-then)

“Your brother will betray and murder you, then marry your
wife and raise your son as his own. Is that the future you were
s0 eager to hear?”

Derwyddon is Elaine’s primary advisor. He claims to see
the future and the past, but he can’t see himself in either.
Because of this, among other things, he doesn’t know
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how old he is. He is known to be a master of Glamour,
although he also possesses powers beyond those of
mortals. It could also be said that nobody really wants to
know what he knows.

Image: Derwyddon has one red eye (which sees the
past) and one blue eye (which sees the future). He is an
old man who appears to be lost in thought most of the
time, and he has a certain ragged, disreputable look to
him that makes him unpopular with most of the nobility.

Goals: Keep Elaine in power. He’s not sure why, but he
knows it’s vitally important.

Roleplaying Derwyddon: Answer questions with
another question, or a riddle, or tell them exactly what
they want to hear. Make the players regret speaking to

you.

Sir Lawrence Lugh (Loog)
“Once, I might have let such an injustice take place. But that
was a long, long time ago.”

Lawrence is the leader of Elaine’s knights. He is known
to be the strongest, most loyal, and bravest of her knights.
However, he has a number of dark secrets. First, he’s
actually a full-blooded Sidhe, cursed by a witch. He was
her lover for a time, but when she found out that he
intended to leave her, used long-forgotten magics to place
him in an enchanted sleep, cut off his hand, and replaced
it with one of iron to destroy his magic. Since then, he has
been no more powerful than a normal mortal man, and
he has started to age, which holds a particular horror for
him. The Sidhe cast him out rather than keep a useless
cripple around. After wandering for a few years, he heard
of Elaine’s knights and joined their ranks, eventually
rising to the rank of Captain through determination and
valor. He has never quite conquered his terror of dying,
though he has learned to hide his fear from others. Lastly,
if all that weren’t enough for him to deal with, he’s fallen

in love with the Queen.




Image: Lawrence is stunningly handsome. He is tall and
powerfully built, and he keeps a glove on his iron hand
at all time. He can use the hand without difficulty (it
moves and otherwise acts like a normal hand); it just
keeps him from accessing his magic. He has hazel eyes,
sandy brown hair, and a winning smile.

Goals: Lawrence is in love with the Queen, and he
devotes himself completely to her safety and well-being.
He’s given up any hope of returning to the Sidhe and
turned all of his devotion to Avalon.

Roleplaying Lawrence: The sight of elderly people
disturbs you, because it reminds you of your own
enforced mortality. Derwyddon is doubly unnerving,
since he’s both old and immortal. You are quiet and very
perceptive. Watch carefully for anyone who might present
a danger to your beloved Elaine, and strike quickly if
such a threat arises.

The O’Bannon
“The only immortality, boy, is having your name spoken after

you're gone.”

The O’Bannon, the High King of Inismore, claims to
have been around for hundreds of years, though nobody
knows where he came from. One moment he can be
smiling and laughing, while the next he could be drawing
his sword to strike down an insolent courtier. He doesn't
take lip from anyone; talking back to him is perhaps the
quickest way to get killed. Wise courtiers choose their
words carefully when the King is in earshot.

Image: The O’Bannon is a tall man with long white hair
and a small white goatee. His arms are covered with old
scars, while his eyes have an unsettling quality to them.
He dresses however he wants, but usually goes barefoot.

Goals: The O’Bannon loves his island more than
anything else. Any alliances he makes are to protect the
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island. Ultimately, he wants things to return to the way
they were before the Avalons arrived on Inismore shores.

Roleplaying O’Bannon: Have other NPCs act
nervous and speak carefully around him, even when he’s
in a good mood. Smile and laugh a lot, but if someone
says something stupid, become abruptly serious and
either give him a reprimand, or, if the comment was
particularly idiotic, kill him where he stands.

James MacDuff II, High King of the
Highland Marches

“Surely you must realize that our two countries can only
benefit from such an arrangement?”

Shrewd and canny, James MacDuff has always been a
skilled politician. He descends from noble stock, and
knows how to play the game. Elaine provides the alliance
with leadership, and the O’Bannon contributes fire, but

James keeps the alliance stable. It was his support that

enabled it to come into being in the first place.

Image: James presents a distinguished figure with his
medium build, long brown hair, and handsome face. He
often dresses in a finely made kilt, and normally carries
a large broadsword for his own protection.

Goals: James wants to preserve the alliance as long as
it’s convenient. He feels that it can’t last forever, however,
and he wants the Highland Marches to come out on top
when things go sour.

Roleplaying James: Speak formally. Make sure that
you are neat and well groomed when you appear in
public. Appearance is very important to you. Look for
openings that you can turn to your advantage.

Clastille

“Castillians live their lives as they play their guitars: with

unbridled passion and relentless precision.”
— Lady Sophie du Lac

Introduction

At a glance, Castille is a land of contradictions. It is the
home of the Vaticine Church, the spearhead of science
and technology, and at the same time it harbors the
Inquisition, the spearhead of ignorance and fear. Its
people are passionate and devoted to family and
romance, but their faith is one of reason and logical
observation. They are a peaceful people who are
currently engaged in a bloody war with Montaigne.
Castille is certainly a land of dichotomy, and that’s the
stuff of high drama.

When your Heroes walk through Castille, the lack of
urgency is overwhelming. From noon to three in the
afternoon, nothing happens. Everything shuts down;
everyone brings out food and eats. Then everybody




sleeps. There’s nothing you can get done today that can’t
get done tomorrow in Castille. Of course, over that hill,
there’s a war blasting men to pieces, but that’s over there
and not over here.

However, if your Heroes enter a monastery or university,
the tone changes dramatically. Scholars who have been
awake for seventy-two hours prepare for the next stage of
their experiment. They don’t have time to sleep. They
don’t have time to eat. They know better than to drink on
an empty stomach, so they keep a bottle of boiled water
at hand to wet their whistles.

There are a few things you should look out for in Castille.
First off, pay close attention to Good King Sandoval; he’s
not as temporary as he seems. Sandoval’s going to be in
charge for a while, despite what his enemies believe.
Right now, he has the potential to be one of the best
Kings Castille has ever seen. However, he also has the
potential to turn into a tyrant. It all depends on which
advisors he trusts the most.

You should also know that Sandoval’s brother is still alive.
In fact, his brother is that pirate fellow calling himself

. ino 11. San Gustavo
. San | 12. San Eliseo
3. 13. Avila
4. San Augustin 14. Rioja
5. San Teodoro 15. Puerto de Cielo
6. La Pasiega 16. San Felipe
7. El Morro 17. Puerto de Sur
8. Tarago 18. Malaca
19. Altamira

9. San Cristobal
10. Vaticine City

“Allende.” The Pirate King has no intention of taking the
Castille crown, but he has every intention of protecting his
brother. Allende is also in close contact with El Vago. In
fact, it was Allende who assigned El Vago the duty of
watching his brother.

As you may have suspected, Verdugo is indeed behind
all those assassination attempts on the Good King. El
Vago can’t prove it, but he’s got enough evidence to try.

Castille opens up many campaign options to you. You
can run a military campaign against the Montaignes, an
action campaign with El Vago or even an espionage game
with the Church and the Invisible College. Some players
may even want to play loyal Vaticines trying to put the
Church back on the proper path.

The Land

Castille’s land is some of the richest and most productive
in all of Théah. Not a single acre of land goes to waste,
and under the careful guidance of the Church, the natural

resources of the country have been parlayed into a




flourishing trade economy. Every locale provides
something of value to the nation.

Castillian society is predominantly rural. Since the
formation of the monarchy centuries ago, the land has
been controlled by a large number of noble families, each
rancho governed by a family Don. The Don is held to a
strict annual production quota, as dictated by the
resources he has in his charge. These quotas are
proportional, so a Don who controls a larger or more
prosperous rancho than another is accountable for more
yearly output.

Upon the ranchos (which are essentially large farms),
livestock can be found in abundance, including sheep,
cattle, hogs, donkeys, mules, and some of the best-bred
horses in all of Théah. Many of these animals are also
exported to other countries; Castillian horses are in
particular demand for their fine health and incredible
strength, even over great distances.

The country can largely be divided into five basic
regions. The eastern flatlands break down into twelve
ranchos, centered around El Camino del Sol, a large and
very well-maintained road which leads from the southern
tip of the western peninsula to the northern trade river.
Mostly now under the control of Montaigne, this land is
some of the most verdant of all Castille, with heavy
rainfall throughout the year. The consequent high annual
crop yield includes most of their exported items, such as
olives, oranges, lemons, grapes and a host of other fruits
and vegetables. The fishing done off the coast contributes
more than sixty percent of the country’s yearly catch.

The southern central region is likewise fertile, though its
occupation by the Empire of the Crescent Moon (and the
long-term effects of their poor agricultural skill) hurt its
productivity. Only in recent decades has it started to
recover. Crops and animals raised in this region differ
little from those to the west. Fishing is conducted here as
well, though la Boca de Cielo provides a different range of
catch than the Frothing Sea. Due to its varied geography,

this area suffers from widely variable weather, and a
common phrase among the Dons who live and visit there
is that “if you are unhappy with the weather in one
rancho, all you need do is visit a neighbor.” Generally,
however, summers there tend to be dry and hot, while
winters are mild and comfortable.

This region has more rivers than anywhere else in the
nation; they wind through many marshes and
swamplands. These areas, primarily along the Rio de
Delia, have been relegated to rice paddies, which the
Dons of least rank tend to. It is also noteworthy that —
except for the Rio de Delia — these rivers are far too

small to allow ship traffic, so travel within Castille is
mostly limited to ground transport.

Northern Castille is almost entirely forested land and low,
rough hills. Not very pleasant to traverse, they are a
welcome natural border between Castille, Montaigne,
and FEisen. Conversely, they are one of the most
picturesque locales in all of continental Théah, and proud
Castillians regularly show them off to visitors. Summers
there are cool and very pleasing, though winters are
damp and sticky. Outside the obvious value of its lumber
trade, this region helps Castille’s economy with profitable
fishing villages in and around the river city of Altamira.

The central strip of forest here is called La Selva de
Fendes, which translates to “The Forest of Fiends.” The
Castillians have adopted the word “Fendes” from the
Eisen language, because the forest is only half of a large
belt that extends across the river and well into the
northern country. Regardless of the reason for the fitle, it
is an apt one. Every Eisen knows the forest is haunted by
the demons of Unterwelt (OON-ter-velt), the realm of
Legion. Since the Castillians have recovered the land,
many wayfarers moving through the forest have vanished,
and a few have seen things that cannot be human. Those
not unhinged by the experience have described beings of
Eisen legend, lending some credence to the myth.




Sierra de Hierro (the “Saw of Iron”), the only mountain
range in Castille, skirts the Vodacce border in the east. Its
peaks and canyons are constantly assaulted by harsh
weather, from bitter snowstorms in the winter to blasting
winds and sudden, radical changes in temperature during
the summer. Consequently, very little can be grown or
raised here, and animal life is limited to eagles, burros,
and a host of scavengers. But the mountains themselves
are riddled with very old caverns containing rich gold
and silver deposits, so even the Dons in charge of these
areas are wealthier than would otherwise be expected.

Very early in the exploration of modern Castille, these
caves were also found to contain a host of stylized
paintings, depicting the lifestyles and superstitions of both
the early hunter-gatherers of the area and a group of fire-
wielding sorcerers that walked among them. It is said that
more of these were found in sunlit surface places as well.

The People

Castillians are patriots, first and foremost. Though this
often translates as a quiet refusal to accept those of other
cultures, it also has secured several benefits for them.
Castille’s people are immensely prideful, determined and
efficient, which sets them apart from others in Théah.

On average, Castillians are tall and lithe, with
predominantly straight and dark hair, and dark eyes.
Their swarthy skin, high cheek bones and rounded noses
are remnants of the Crescent influence in their past. They
are well known for their nimble fingers and thin hands.

Social Strata

At the pinnacle of the Castillian social ladder are the
King and Church, which are considered equal (although
there is currently some debate about this among the
Dons, as many refuse to acknowledge the rule of a boy
over the Church). Next come Dons who retain land (and
therefore produce for the country’s economy), and then

those without land. Merchants and the common folk fall,
in that order, below roving Dons.

Castillians do not consider social status (save that of such
folk as the High King or Hierophant) to be of much
concern. They are hospitable and grateful to one another
for their company, regardless of their title, wealth, or
accomplishments.

The most important aspect of Castille’s social structure is
la familia, or “the family.” There is no such concept as
“extended family” in Castille. Cousins are family. Uncles
are family. Second cousins twice removed are family. The
family traces its heritage back to a single founder —
almost always a matriarch — and keeps a picture of her in
the house. Those with the means usually purchase
smaller portraits to wear around their necks.

The Castillians know, deep in their hearts, that as long as
a person has the blood in his veins, he is a member of the
family. No matter what his sins, he will always have a
place in the family. Only the most unforgivable sins — the
murder of a family member or the like — will force a
family to use its most dreaded punishment: ostracism.

Etiquette

Castillians are generally a happy group, kind and
considerate to one another. When introduced into a
foreign (read: unpredictable) environment they grow less
amiable, their demeanor waning by the day or week,
until eventually, they become dour and resentful. The
Castillians refer to this as la nostalgia — “the longing” —
and it is akin to a form of congenital homesickness.

This is only natural in a country which prides itself for
ignoring the rest of the world. “They have all had their
way with our fine land,” one Castillian poet wrote, “and
now it is time for her to rest a while.” Watching Castillians
during their long siestas may make one think passion has
fled the Castillian heart, but it is not so. Passion is an
important part of Castillian culture, and it shows when
their honor has been threatened. Insulting a Castillian is




one sure way of finding out that everyone in Castille is
related.

Clothing

Black and fiery colors form the basic theme for all
Castillian clothing. This results in a dark base color with
trim, sigils, and other adornments in passionate shades of
yellow, orange, and red. The Castillians consider dress a
badge of honor and deportment, so style and pattern
tend to change from one rancho to another. Even the
poor regularly acquire small amounts of dyed cloth to
stitch into their outfits somewhere. In their case, this is not
meant to imply royal status or flair, but simply that they
are proud to be Castillian.

Iraditional Castillian male garb includes the sombrero (a
hat, usually wide-brimmed), short, closefitting vests, snug
pants, and a cummerbund. Leggings are often worn on
ranches, where the legs must be better shielded. When
traveling or at social gatherings, scarves, gloves, cuffs, and
collars are also worn. Embroidery, metal studs, buttons,
and buckles are the main decorative accents. Kerchiefs
are common among women, whose clothes are mostly
white or cream (for young and unmarried women) or a
powerful mix of brilliant designs (when older).

Married women wear a great deal of color. Crimsons,
bright blues and dark greens are common, accented (by
the nobles) with black. The skirts are full with strands of
colored beads draping downward. They tie their hair in
elaborate coifs with many small and medium-sized braids,
hanging down over their necks in woven loops.

Diet

Castillians eat what they grow. Castille imports very little
lood, largely due to the abundance they produce
themselves. Common meals include both seafood and
meat, with more of the latter eaten inland and less at the
shores. Vegetables are a diverse staple, and coupled with
heavy spicing (garlic and peppers, mostly) are the source
of nearly all flavor in Castillian cuisine.

Grapes, oranges, and a host of other fruits form a regular
morning meal for most Castillians, supplemented later in
the day by rice, beans, radishes, onions and potatoes.
Wines are very popular in Castille, which exports much
of Théah’s wine supply. Children commonly take their
first taste of wine at a young age during festivals and
siestas, and most adults drink wine regularly.

Customs

Until the Montaigne invasion, the two classes of people in
Castille (peasants and nobility) carried themselves in very
different ways. The peasants are typically very happy and
outgoing, which can be seen in the zest of their daily
testivities. Unless directed differently by their employers,
they only work four or five hours at a time, taking a long
break in between shifts for siesta, a time for rest and
friendly sport. Though many in Théah point to this as a
sign of sloth, few doubt the Castillians’ fervor. Horse
parades, street dancing, sermons, bands, and contests of
skill and daring dot the streets of Castille’s cities and
villages during siesta.

While the nobility have always remained above such
activity, they have the same Castillian blood burning in
their veins. They are known to be very regimented and
proper, dedicated to appearances. They are well
educated, and have always spent their time appreciating
fine art and listening to fine music. Though they have
consorted with the peasantry before, they have never

joined in their celebrations.

Never before now.

The inordinate number of displaced Dons within Castille

(driven from their homes by the war) find it hard to adapt
to their new circumstances, and many find the lifestyle of
the lower classes appealing. Those in a position to entice
their land-holding brothers and sisters arrange private
gatherings of the nobility, but others have even been
found enjoying the company of their lessers within their
own homes.




The Church has so far remained quiet about this odd
situation. This is mostly due to the fact that they are
unsure how it affects the Castillian public as a whole.
History has bred the instinct that mixing the classes is
wrong, but the spirits of the people seem to be at an all-
time high since the invasion, as if it were a blessing in

disguise.

The Guitar

Castillian music can be summed up with a single
instrument: the guitar. The sheer brilliance of this
invention cannot be emphasized enough; it has single-

handedly defined the
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Castillian sound. To the Castillian mind it is the pertfect
instrument, both passionate in its playing and precise in
its discipline. The guitar can sing, weep and rejoice just
as easily as the human voice.

Religion

Since the seat of the Church of the Prophets was moved
to Castille in 1257, the country has been the example for
piety in modern Théah. It brings the Castillians a great
amount of political influence, and granted additional
diplomatic posts in all the major cities of the world. Along
with those benefits came a great responsibility — to

uphold the blessed image of the Prophets, and act in
accordance with the many edicts of their Church.

It has not been easy. Since the time of the Third
Prophet, the Church’s stance on forgiveness and
mercy has shifted. As the years passed, that stance
shifted even more. Finally, within the last ten years,
the gathering threat of the Inquisition has turned into
a storm. Castille is held firmly within its grasp, a fact that
High Inquisitor Verdugo does not want to change any
time soon.

Covernment

The present state of Castille’s government is — at best —
fractured. At worst, it is slipping into utter chaos. With the
death of King Salvador Aldana in 1664, the sole heir to
the throne — a sixteen-year-old boy — is hardly prepared
o handle the affairs of a world power.

For the first time since the whole of the royal family
was stricken down by the plague in 1386,
Castille’s ruler has been denied his due title of
Rex Castilium (“The King of Castilles”) by El
Concilio de Razon — the council of Cardinals who
act as the King’s advisors. Sandoval’s every
decree is scrutinized and reworded by the
Cardinals in an effort to maintain the illusion of




strength at the head of Castille. They have instituted a
conditional monarchy within the country, ignoring the
absolute rule of their King in favor of their own
judgment, and for all intents and purposes are currently
running Castille.

This has not helped the already overburdened sovereign
structure of the nation, mired in a bureaucratic process
left over from the time of the Old Republic, and made
worse by the early influence of the Vaticine Church. The
Montaigne invasion has caused even more confusion,
with the heads of the military clamoring for orders that,
in the past, have always come directly from the King.

There are simply too many voices in Castille right now,
and El Concilio’s choice of solutions is far from adequate.
As of the loss of territory in the present conflict, they
have sequestered the King within Vaticine City and are
conducting the war in his name. While these men are well
versed in the ways of the Creator, they are woefully ill-
prepared to manage the subjects of His creation, and
have made several disastrous decisions in the last
eighteen months. With the Council firmly in charge and
no one in a position to challenge them, the lamentable
state of Castille’s government does not look to improve in
the near future.

Economy

The Castillian economy is supported mainly by its prolific
farming, lumbering, and mining efforts. Together they
represent better than ninety percent of the export revenue
for the country, and supply nearly all of the resources
required by those within its borders. The excess is either
tithed to the Church, stored within the King’s coffers, or

devoted to projects of national interest.

This highly productive situation stems mostly from the
Church of the Prophets and their methodical

administration of Castille’s natural resources. All lands

are studied and all resources catalogued; they track flora,
fauna, and mineral deposits with painstaking precision.

Recaudadores, or “tax collectors”, interact directly with the
Dons. Should any fail to provide their required minimum,
the recaudadores must both report it to the King and find
a way for the Don to make amends. This can take the
form of a percentage of the Don’s lands, or a gift of equal
value to the Crown (such as the hand of a favored
daughter or a service to either the King or the Church).
It is rare that a Don refuses to accept the terms of a failed
contract with the recaudadores, but when it happens,
“armed reconciliation” may be used (soldiers arrive at the
Don’s rancho and demand compensation or the
immediate surrender of his lands).

Lastly, over one-third of the country and its rich farmland
has fallen to Montaigne in the last two years. The
forethought of the Church has staved off crisis, but they
did not plan for the sudden influx of disenfranchised
Dons streaming across the new Montaigne border. Once
past Rio de Delia, these impoverished nobles have found
themselves at the mercy of their landed brothers and
sisters. Coupled with new quotas imposed on the
remaining land-holding Dons to support the war effort, it
has proven a substantial strain.

The national coin is the doubloon, which is highly
regarded for exchange in all nearby countries. The
Guilder is also becoming a standard within the country —
much to the chagrin of neighboring Vodacce merchants.

Towns and Villages

Barcino

There are fifteen major sea-ports in Castille, two of which
(Barcino and San Juan) have been captured by
Montaigne. Of the losses, the most important was
Barcino, located along the southern bank of the mouth of
the great trading river that cuts through the continent.
Consolidating the two ports has given Montaigne control




over traffic through the mouth of the river, a significant
financial and military boon.

Castille has always relied on Barcino as a source of
commerce with the rest of Théah. While Montaigne and
Fisen built up sizable trade routes along the northern
shores of the River, Castille retained as much of the
natural border along their side as possible. Now only one
well established Castillian city — Altamira — can be found
along its banks, the rest of its shores protected by rolling

hills or dense forests.

Altimira

Altamira is nearly a nation on its own, complete with its
own governing council and a permanent military
garrison. Many of Castille’s most open-minded citizens
live here, including a large number of its artists and
philosophers. It is perhaps the most cultured, welcoming
place in all of modern Castille.

Vaticine City

Located along the Rio de Dios, (“River of the Creator”),
the Church capital is where the Third Prophet appeared
in Castille three hundred years ago. The seat of power
moved there after the last of the Crescents were driven
out. It has remained the religious, scientific, and political
power for the nation ever since.

San Cristobal

San Cristobal, formerly known as Hil’al (or “The New
Moon” in the tongue of the invaders), was only a small
fishing village when the first Crescents arrived. They
stressed construction, building within the first fifty years
much of what still stands today. It traditionally houses the
Castillian national government, but with the onset of the
war and Good King Sandoval’s continued presence in
Vaticine City, it serves mainly as a bureaucratic
headquarters. Of all the Castillian cities, San Cristobal
has the most radically different architectural style,
matching the towers and minarets of its former occupants.

San Tropal

San Tropal, located at the Rio de Delia in the Yanez
rancho, now falls under Montaigne jurisdiction, though
this has not prevented its peasantry from blatantly
ignoring the commands of their new rulers. Across the
embattled waters of their river, they can see their
countrymen, huddling together behind the ramparts of £/
Moro (see The Military, below). This provides them
with the necessary inspiration to resist. Some have even
attempted to swim through the deluge of falling cannon
balls, though with only moderate success. The constant
volleys between El Moro and the impromptu Montaigne
garrisons never cease, and the bombardment can be
heard for many, many miles.

Finally, there is La Bucca, the former prison colony
established on the island between Castille’s peninsulas.
For more on this location see The Brotherhood of the
Coast, page 117.

The Castillian Military and Their
Fighting Style

The State of the War

The Montaigne invasion has stalled. The majority of the
western peninsula has been taken, save for the lands of
the two southernmost Dons (see below). Within the hills
to the north, the Montaignes have begun to construct
outposts and erect additional bridges to aid their
continued efforts. Along the Rio de Delia, Montaigne
forces, unable to obtain a beachhead across the swift
waters, have dug in for a long winter of fighting. For now
the war has stabilized, but how long that condition will

remain is anyone’s guess.

The Castillian Army

Once upon a time, Castille’s standing army was immense.
However, their recent failures in the war have whittled it
down. When hostilities with Montaigne flared, an




unprecedented number flocked to join their ranks, but
even their numbers have been sorely tested.

Before the war, the standing army spread evenly across
the country, but with most of the active fighting going on
along the Rio de Delia and northern hills, forces have
been diverted there until conscription can be instituted. It
is well known that Castillians fight with their hearts and
souls as much as their bodies and minds, and the forces
they will gain from a draft will likely be sent to rear posts
and auxiliary positions where their discontent will not be

affected.

Outposts and Fortresses

Castille has been the most militarized nation in Théah for
centuries. Dozens of garrisons dot its borders, especially
along southern coastlines, where they can monitor the
trade routes. These fortresses lie in defensive patterns
along former battle lines and current needs, as close
together as every 400 yards where heavy assaults are
expected. Typically, the intervening territory is cleared of
any cover, creating “kill zones” in which invading forces

can be eliminated.

Various innovations from Castillian military thinkers are
utilized to maximum effect. Recently, for example, river
and coastal garrisons have begun to design cannon
emplacements that allow the weapons to swivel along
grooves in the floor or pivot up and down, allowing far
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greater arcs of fire. Many are even able to fire on their
neighboring emplacements should they be captured.

One example of profitable forethought that has proven
invaluable against the Montaignes is EI Moro, located at
the confluence of Rio del Delia and Rio de Dios.
Supplemented by troops led through both the Grijalva
and Guzman rancheros (after the forces of those Dons
ran dry), this river fortress wages a bitter defense of
Castille’s current western border and holds Montaigne
river traffic in check. El Moro’s walls are lined with
cannons. As long as it remains, the Montaignes will be
denied the use of the delta at the Gulf, or access to Rio
del Dios.

The structure at the southern end of El Camino del Sol,
which bisects the eastern flatlands from north to south,
has been cut off from the rest of the army, and more
importantly from Castille itself. This is the location of
heaviest and most desperate fighting in Castille. It has
come to be called la Muralla al Ultimo (“The Last Wall”),
though only by those not posted there; none of the
soldiers who fight along its length will even speak this
name aloud, for fear that the blessing that has guided

their efforts will be broken.

Somehow, against all odds, the makeshift barriers built
about the aging outpost formerly known as Falcon’s Point
continue to hold, even against the constant reinforcement
of the Montaigne troops along El Camino del Sol.
Though many point to the fervent prayers of General
Montoya (who holds the fort), the soldiers themselves
know that Castille’s knowledge of defensive fortifications
and superior tactics have so far been the reason they are
still alive. Of course, without Theus’ help, they may not

last much longer...

The Scientific Revolution

The High King and the Vaticine Church have spent a
great amount of effort supporting Church scholars. Much
time and money was spent establishing academies to




foster humanity’s need for discovery, and to gain
enlightenment by discovering Theus’ many truths hidden
within the mysteries of nature. By observing dissected
cadavers, a map of the human body was published in
1610. Using this map, Church surgeons began to
experiment with removing the bullets from gunshot
wounds and stitching the wounds back together with
cotton thread. Furthermore, in 1613, when the threat of
the Plague was again felt in Castille, La Ciencia — the
Academy of the Sciences — created a method of
quarantine to isolate carriers of the disease from the
populace. This in turn is now used during outbreaks of
all perceived communicable diseases.

The Castillian fortresses gained wheeled cannons and
tracked cannon rings used to change the direction of the
gun (which was much faster than lifting and carrying it
into position). Advances in chemistry had developed a
higher grade of gun powder, allowing for a greater
explosive charge using less powder. By far the greatest
innovation of the military, however, was the recent use of
prepacked powder charges for muskets. These charges
allow Castillian musketeers to do away with their clumsy
powder horns. They can now load and fire significantly
faster than other Théan soldiers. Further experiments are
being conducted to create measured powder charges for
cannons.

Castilles Current Relations with the
Rest of Théah

Avalon

Due to the “heathen” activities of the present Queen of
Avalon, Elaine, there is a great deal of animosity between
Castille and the island kingdom. But even the spiteful
Concilio de Razén are not willing to act against her at this
time, content instead to support her enemies and wait for

her to fall from grace.

Eisen

The armored lunatics of Eisen have proven themselves a
threat in the past, but one look at their ruined lands and
teetering rulership is enough to dispel the possibility for
another invasion from the north. Next to Ussura and

Cathay, the Castillians are least mindful of this blasted

nation.

Montaigne

The Montaigne currently bear the brunt of Castille’s
scorn for foreigners of all sorts. Prior to their invasion, no
military troops except those directly controlled by the
Castillians themselves had set foot upon Castillian soil for
six hundred years — a very long time for hatreds to brew,
as many Montaigne soldiers upon the front would attest.

Pirate Nation

With the destruction of the Castillian Armada and little
hope in sight for the nation to put another fleet to sea, the
Pirate Nation is of little consequence to them. Castille has
not suffered at the hands of the Pirate Nation as its
neighbors have. In fact, it would appear that their only
contact with them has been through the Brotherhood of
the Coast, who have taken up residence upon the former
prison island at the mouth of their Gulf, and even that
seems to be limited.

Ussura

Castillians travel far less than most, and those who do are
rarely interested in the vast plains and deep forests of the
Ussurans. Outside of standard diplomatic relations,
religious pilgrimages, and matters of continental war, the
two countries have had very little to do with one another.

Vendel

“Of all the crooked con men of the world, we hate the
Vendel the least.” Beyond this statement — made by the
late King of Castille — nothing can be gleaned of the

relationship between these two distant nations.




Vodacce

Between the animosity of the Church divisions and the
constant quarreling between the pompous nobles of both
countries, Castillian relations with Vodacce are at an all-
time low. The most recent demands by Vodacce
merchants and inflammatory statements of their
Cardinals have only served to worsen the tension along
this border, and the Dons have begun to call for
additional patrols to ensure their safety.
TR T-“v 5
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Castille NPCs

Good King Sandoval

“I'm sorry, Andrés. I'm afraid that His Holiness makes a
very good point. In this instance, the army must come before
the peasants. The Montaignes are simply pressing us too hard
right now.”

King Sandoval has been thrust into a position of power at
a young age. Only 16, he has to rule a country at war with

the most powerful nation in the world. Naturally,
this has forced him to make some difficult
decisions and to grow up very quickly. He is
hoping his older brother will someday return and
take the throne. Sadly, he has received no word of
his brother, and he fears that he is dead. Sandoval
has managed to rule so far with the help of his two
main advisors, Andrés Bejarano del Aldana and
Esteban Verdugo. They have opposing viewpoints,
and by listening to them argue about affairs of
state Sandoval has learned something about how
to be a king.

Image: Sandoval is growing into a handsome
young man. He has long wavy brown hair, and
usually wears a thoughtful expression. When he
gets confused, he has a habit of chewing his lower

lip.
Goals: Sandoval wants to keep Castille in one
piece until his brother returns (if he’s still alive) and

reclaims the throne. In the meantime, he’s
concerned with being the best king he can be.

Roleplaying Sandoval: When confronted
with a difficult decision, withdraw to another room
and listen to your advisors’ counsel before coming
to a decision. Chew your lower lip if you get
confused. If violence threatens, stand still and look
unsure what to do.
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Roleplaying El Vago: Be flamboyant. Take every
opportunity to mock your opponents. Act supremely
confident in your ability to handle any situation. Always
be prepared with at least one back-up plan.

Esteban Verdugo

“Why don’t you let one of my surgeons tend to that eye while
we talk about the speech you made on the 13th of Tertius.
Frankly, given the things you said that day, I'm concerned for
your soul.”

The head of the Inquisition, Verdugo is always the perfect
host. He’s gracious, he’s quiet and polite, and he offers
you tea and cakes while his torturer leers from the corner.
He isn’t malicious; he is honestly concerned with saving
souls. He just happens to believe that the soul is more
important than the body, and if torture is the only way he
can get people to recant their heresies, then that’s what
he’ll do. Once they've recanted and are in a state of

El Vago grace, if they seem likely to slip back into their old ways,
“If you don’t mind, Serior, don’t bother drawing your sword.  he’ll have them killed to prevent their souls from going to
That will save me the trouble of putting it back for you.” Legion.

The mysterious vigilante El Vago seems to be the king's g™
personal savior. He has foiled assassination plots against ﬂx -
the king on three separate occasions. He has a (\ O+
commanding tenor voice and is amazingly fast,
particularly with a sword. Besides protecting the king, he
has also rescued people from the hands of the Inquisition,
easily evading his pursuers. He is so adept at vanishing
into thin air, in fact, that some people think he must be a
Montaigne sorcerer.
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Image: Dressed in an outlandish purple outfit and
wearing a grinning white mask, El Vago draws attention
whenever he appears. Behind the mask, his eyes focus
with unnerving intensity on whomever he’s talking to. He

fights left- or righthanded as the mood takes him.
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Goals: El Vago’s only apparent goals are to protect King
Sandoval and to oppose the Inquisition. If he has
anything else up his sleeve, he hasn’t told anyone.




Image: Verdugo doesn’t look unusual, certainly not like
the head of the brutal Inquisition. He seems like anyone
you might pass on the street: medium build, dark brown
hair, and a plain face. There is nothing particularly
sinister about him until he begins talking theology, at
which point his face distorts into a look of such manic
earnestness that even the most rabid Vaticine begins to
worry for his own safety.

Goals: Verdugo’s goal is to save as many souls from
being absorbed by Legion as he possibly can, using
whatever means necessary. The ends justify the means in
all cases, as far as he’s concerned. If his actions cost him
his own soul, he feels that the thousands of people whose
souls he has saved are more than worth the price.

Roleplaying Verdugo: If you see the opportunity to
gain another convert to the Vaticine faith, do anything it
takes to seize that chance, no matter how ruthless. Show
that you honestly regret the harm and pain you inflict in
order to achieve your goals. Never raise your voice.
Never lose your temper. Never give anyone an opening
to kill you. Never cause more suffering than you
absolutely have to.

Andrés Bejarano del Aldana

“Your Majesty, I know a peasant woman who is very sick.
Her sons are on the front line, and she is dearly loved in her
village. It would mean a lot to her and her village if you
would grant them a week’s leave to visit her.”

Andrés provides a good counterpoint for Verdugo’s
overly emotionless advice to King Sandoval. He is an
excellent statesman, concerned with the well-being of his
people (although he sometimes overlooks the
impracticalities of his own suggestions). He is known to
be a competent swordsman, and once fought side by side
with El Vago to defend the king against an assassin.
Where Verdugo gives advice that helps to keep the
couniry in one piece, Andrés gives advice that helps to
keep its soul intact.
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Image: Andrés is modestly handsome, with long dark
hair, a thin moustache and gray eyes. He has a medium
build, with broad, muscular shoulders. He always dresses
in the finest clothing, and his movements are slow and
deliberate.

Goals: Andrés is concerned with the welfare of the
people of Castille. He sees the draining effect of the war,
and petitions the King for things that will make it an
easier pill for them to swallow. Verdugo naturally argues
against these "unnecessary expenditures,” leading Andreés
to believe that Verdugo simply doesn’t understand
people very well. A bitter rivalry has sprung up between
the two, but so far it has remained professional.

Roleplaying Andrés: Smile easily. Let it reach all the
way up to your eyes. Use your hands to talk with broad

gestures. When asked for advice, think of the heart and




soul of the people first: that is most important to you. A
broken and dispirited people cannot hope to win a war.

Salvador Garcia
“Yes, I said that the Church is failing in its duties. I may only
be a senile old man, but I can still see what is placed in fron

of my nose.”

After the death of the Hierophant, Headmaster Garcia
was placed in charge of La Ciencia, the famous Castillian
University. He was a bishop in Castille at the time, but the
political scrambling he saw after the Hierophant’s death
sickened him, and when the Headmaster position opened
up, he used his considerable pull to step down from his
title and take it over.

Over the last few years he has become convinced that the
Church no longer does its job. He and his students often
secretly release inventions from members of the Invisible
College, and he has been much happier since leaving the

Church.

Image: Garcia is an elderly man, about 55 years old. He
has deeply creased worry lines on his face, and his hair is
rapidly turning white. Since becoming Headmaster,
however, he has smiled more often, and the years don't
weigh as heavily on his shoulders. Garcia usually dresses
neatly in respectable and durable clothing. His hair and
moustache are always well-groomed.

Goals: Garcia simply hopes to live out the remainder of
his years in peace and quiet, avoiding Church politics. He
happily helps out members of the Invisible College
because they hark back to the days of his youth, betore

the Inquisition arose and experimentation was banned.

Roleplaying Garcia: Speak calmly and keep your
wits about you. Nothing is worth getting upset over, and
youre an old man whom they can’t do anything to
anyway. When the chips are down, you possess a quiet
bravery and the conviction necessary to do the right thing,

Fisen

“The priests keep telling me that the Prophets will bring us
all together in the next life. I find this hard to believe, since

they’ve torn us apart in this one.”
— Nicklaus Trigue, Eisenfiirst of Freiburg

With all the talk of Eisen (EYE=zon) being a wasted
nation, folks have overlooked the fact that not all of her
people look wasted. Some of them just look angry.

Don’t count Eisen out. Not by a long shot. She’s got a
long history of coming back from disaster, and the worse
the disaster, the bigger her comebacks tend to be. Right
now she’s disjointed and disagreeable, but in their hearts,




the Fisen all want one thing: a unified nation. The land
isn’t as pretty as Avalon, nor is its nobility as dignified as
in Montaigne, but they are a proud people who won't let
a little mud stain their dignity.

The people who say there’s no magic in Eisen don’t know
where to look for it. Eisen holds stories of desperate
daring, where you don’t use words like “hero” and
“courage” unless you mean them.

More than any other nation, Eisen has learned the
importance of national unity — chiefly because they've
had it stripped from them in the name of religion. The
War of the Cross wasn’t about Eisen fighting Montaignes
or Castillians, it was about Eisen Vaticines fighting Eisen
Objectionists. However, after all the blood was spilled
and all the cities burned to ash, it became clear that it was

just Fisen killing Eisen.

Because of this internal dissent, the Eisen are now viewed
with faint scorn by the rest of Théah. However, their
battlefield skills remain superior to any others in Théah;
even the mighty Montaigne General Montegue has an

Eisen sergeant as advisor.

Like every other nation in Théah, Eisen stands at a

crossroads. The most important people are her princes,
who must be the unifying force that the nation needs.
Which prince wins the faith of the people will determine
what role the nation plays in the theater of world politics
for the next two hundred years.

Théah is about to embark on the path that Eisen has

been treading for three decades. She’s on the edge of

realizing that national pride can unify a people more than
religion ever could. The FEisen are already there. And

they’re rebuilding.

But for now, Eisen is not a fun place to be. It’s a mess.
The people know it and they don’t like being reminded.
It’s kind of like walking into someone’s house and saying,
“What a pit.” The Eisen may complain about their land,
but they still love her. A Montaigne who wanders into a

village and says something scornful about the land will
find himself tarred and feathered by the end of the day.

The Land

Eisen is a mountainous region nestled in the middle of
Théah that borders on almost every major continental
country. The winters are long and there is a chill in the
air even in the midst of summer. Eisen gets plenty of rain
and snow, contributing to muddy roads all year round.

In the southern half of Eisen are the foreboding black

forests, or die schwarzen Wilder. People know not to walk
the forest paths at night for fear of the Schattenmann, or
“Shade Man.” The stories describe him as a giant
creature with thin, sticklike limbs who carries an
enormous pair of shears to dismember his victims,
snipping them apart with precise strokes.

In the center of Southern Eisen stands das Siidlache, a
huge lake that was once teeming with schools of
freshwater fish. Due to heavy fishing, it is no longer as
bountiful as it once was. Just to its northeast is der
Unsterblicher Sumpf, or “The Undying Swamp,” which is
thought to be cursed.

Northern Eisen is heavily forested, with broad flood
plains on either side of das Rotstrom (a wide river with
pockets of clay that turn its waters red). Freiburg (FREYE-
berg), the famed capital of trade, straddles the midpoint
of das Rotstrom. There are two large forests in northern
Eisen: der Angonem Wald, and der Liebliche Wald. Unlike
the rest of Eisen’s landscape, these forests are known to
be safe, pleasant places to travel through. Of course, with
all the desperate refugees found in Eisen, that may not be
true for much longer. Eisenfiirst Posen is considering
regular patrols through the forests to flush out any would-
be bandits. Still, she is reluctant to take these troops oft
the patrols in der Salzsumpf, the salt marshes near her
castle, Insel; sirens have found their way into the swamp
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and waylay fishermen and other travelers. Pésen doesn’t
want them venturing into her territory.

In the mountains that border Eisen to the north and east
lurk the drachen, enormous creatures revered by the
Fisen, and sometimes hunted by the nobility as proof of
valor. In fact, the image of the drachen has become
synonymous with the concepts of strength and power. No
noble has actually encountered one of the beasts in living
memory. But tales survive of drachen rending entire cities
to pieces with their enormous claws.

The iron mines of Eisen are also found in the mountains.
Aside from mercenaries, iron is the country’s primary
export. Dracheneisen, the seemingly magical iron that the
drachenschuppe are forged from, is never sold.

The People

Thirty years-ago, there were 24 million people living in
Eisen. Today, there are 10 million. Nearly 6 million have
fled to other countries. The rest are dead. Most died not
in battle but through starvation and the plagues bred by
festering bodies.

This has transformed the Eisen into a grim, shattered
people. Families have been torn apart by death, disease,
and raiders over the years, leaving many alone in the
world. Some have retreated into catatonia rather than
deal with the horror. Others have taken to the bottle to
dull their pain. Even those Eisen who show no external
sign of the War of the Cross are apt to explode in anger

with no warning. It may take generations for these scars
to heal.

The Eisen are tall and muscular, with a peculiar genetic
quirk that sometimes combines brown or black hair with
a red beard. Their eyes can be of any color, with a
predisposition towards the lighter shades. The men keep
their hair and beards short, in a military fashion, while
the women grow their hair to shoulder length and
sometimes tie it in braids. They have sharp aquiline noses
and a light complexion.

Social Strata
There are four classes in Eisen. The first is the nobility, or

Adel (AH-del). They live in grand castles left to them by

their forefathers and continue to squabble among

7. Tannen

8. Stahlfort
0. Starke
10. Stutzung
11. Prachtig
12. Atemlos

2. Gregorskorn

3. Freiburg
1 4. Siegsburg
} 5. Gottkirchen
1 6. Seeufer




themselves, arguing over each acre of land as though it
were an entire kingdom.

The second class is the mercenaries, or Solden (ZOEL-
den). Next to the adel, the s6lden are the wealthiest men
in Eisen. They often form academies to train young
solden when they grow too old to battle any longer.

The third class is the peasants, or Baueren (BOW-ern).
They still cling to their lifestyle, eking out a living on
Fisen’s increasingly infertile land. They have weathered a
great deal of hardship and pain, and there is an
undercurrent of anger among them that steadily grows
stronger.

The last class in Eisen was created during the War of the
Cross. They are called der Waisen (VEYE=zon), or “the
orphans.” Their homes were destroyed and their families
killed by the soldiers fighting in the War of the Cross.
They wander the ruined fields of Eisen with walking
sticks, searching for edible roots and other meagre
supplies. Most of them die of disease or starvation before
long, and those who survive are often slain for trespassing
on the lands they once called home. The Adel say, “You
can identify them easily. They don’t shield themselves

when you beat them.”

Etiquette

Fisen are straightforward. They understand the need for
tact, and are careful what they say, but they tell those
whom they don’t like exactly how they feel. The Eisen
have great respect for the truth and consider a secret or
a lie to be a burden on their spirit. They’ll bear this
burden for a friend, or if it'’s necessary in order to keep
their head in its proper place, but see no reason to spare

the feelings of someone they don’t like to begin with.

[f an Fisen forms a strong friendship, he may refer to a

friend as his Riicken (ROO-ken), or “Back.” This means
that the Eisen would trust him or her to defend his back

in a battle. An Eisen never expects to be abandoned in
battle by his Riicken unless he has asked him or her not

to interfere, such as a duel of honor. During a fight in

which an Eisen is back to back with his Riicken, he will
not look behind him. He trusts his Riicken to cover him.

The Eisen show a certain roughness in their customs that
many foreigners are unused to. Friends hug each other
roughly when meeting again after a long separation, and
most Eisen have difficulty speaking with a soft voice in
social situations, since their own gatherings tend to be
loud and boisterous.

Clothing

Baueren and waisen dress in whatever they can get,
typically coarse linens. Often the waisen allow their
clothing to fall to rags on their backs. The richer baueren
wear feathered caps, while the women wear aprons.

Solden dress in fine leathers dyed in bright colors. Their
shirts have distinctive sleeves with slits cut lengthwise in
them. A wide-brimmed, feathered hat provides a bit of
shade in the sun or protection from the rain.

The Adel men follow the fashions of nobility elsewhere
with certain unique distinctions. They wear long leggings
with thigh-length skirts tied with a single band and flat,
wide-brimmed hats. The women also follow international
fashions, but prefer small lace collars to the ruffled collars
that are popular in so many places. They prefer bright
colors on their clothing.

Diet

The diet of the waisen consists of anything they can find:
old tubers, dead rats, gnawed cabbages, and whatever
they can steal (including the household pets of the sélden

and adel).

The bauer is somewhat better off, relatively speaking. He
gets to keep a portion of whatever crop he grows in
Eisen’s “mud fields”: typically grains and tubers. They
drink water (beer has long since become too expensive
for all but the richest baueren). If they’re lucky, the water
is clean and doesn’t carry any diseases. Although
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somewhat more expensive than it used to be, butter
remains the centerpoint of any meal. It is typically served
in a bowl into which bread can be dipped. Often the
bread serves double duty as an eating utensil, herding
peas onto forks and the like.

The solden and adel have a more varied diet. They
import vegetables and fruits for their tables, and maintain
cattle and sheep on their share of the baueren’s grain,
ensuring that they have a reasonably steady supply of
meat. Much of this meat is dried or turned into sausage
to prevent spoilage. A great deal of alcohol flows into the
country to feed the soldiers’ tireless thirst,

Customs

This is an unusual period in Eisen history, as long-
standing traditions and customs are abandoned as
impractical. Often, holidays go uncelebrated while the
men toil on endless public works projects to rebuild the
country. Gift-giving has become an exchange of
handmade crafts, since manufactured goods are entirely
out of the baueren’s price range.

Due to the recent shortage of food, children always eat
first in Eisen. Even honored guests wait politely until all
the children have been served before eating themselves.
A guest who does otherwise would be rebuked, and
probably not invited back.

In addition, it has become a custom for guests to bring
enough food to feed themselves and their hosts as a “gift.”
In reality, it’s merely a way to make sure that your hosts
aren’t going hungry while they serve you the best food
they have to offer.

The baueren believe that it is bad luck to hurt or even
touch a waisen, as if somehow their misfortune were
contagious. The only way to avoid this ill luck, or so it is
believed, is to bathe thoroughly in order to wash it away.

Art and Music

Eisen art and music has less to do with the military than
one might expect. Many of their most famous works
depict scenes of idyllic beauty, and some of the most
spectacular landscapes in all the world. Perhaps the Eisen
see enough war in their day-to-day life.

Names

Most Eisen have three names: a first name, a surname,
and an ehrenname, or “name of honor.” The surname
passes down from the child’s father, as most family names
do. Lastly, the ehrenname is given to the child to honor
a friend or relative of the parents. Typically, it is the
honored person’s first name. For an Eisen to name his
firstborn child after a friend is the greatest compliment
he can give. In rare cases, men have received a woman'’s
name as their ehrenname, and vice versa. While this can
be somewhat amusing, laughing at an Eisen’s ehrenname

is a deadly insult.

When an Eisen introduces himself, he states his first
name, his ehrenname, and then his surname. For
instance, if a man introduces himself as “Gregor Himmel
Damaske”, he is saying that his first name is Gregor, his
surname is Damaske, and his ehrenname is Himmel.

Religion
The Eisen are split between Vaticines and Objectionists.
Their churches show an austerity typical to their culture.

They don’t believe in flashy, useless displays of wealth,
but they are very religious nonetheless.

A bauer often discusses religion with his neighbors while
building roads in the winter with them, and the typical
adel can be expected to donate up to 50% of his yearly
income to his church.

There is one practice unique to the Eisen branch of the
Church of Prophets, and common to both Vaticines and
Objectionists. The solden all wear iron necklaces
imprinted with the insignia of particularly pious Eisen




who were once sOlden themselves. These necklaces are

known as Heiligen (HIGH-lih-gehn). The Eisen believe
that the spirit of the pious solden will intercede with the
Creator on the wearer’s behalf to keep him safe from

harm.

Four men are most commonly honored on heiligen. The
most popular bears the insignia of the late Imperator
Weiss, a man with a crown of stars around his head.
Weiss is remembered for his policies of religious freedom.
The next most popular bears the insignia of Imperator
Gottschalk I, the cross of the Church of the Prophets.
Gottschalk created the Vodacce papacy and gave it to the
Hierophant to rule. Objectionists often wear a heiligen
with a wolf imprinted on it. Although this is Stefano
Wulf’s insignia, and he wasn’t actually an Eisen, many
Objectionists consider him the holiest man since Mattias
Lieber. The last of the four primary heiligen bears the
insignia of General Stauss, a hawk in flight. Stauss was
the champion of the Vaticines in Eisen while he lived and
is very fondly remembered by them.

The Government

Since the War of the Cross, Eisen has been split into
seven konigreichen, each ruled by a different Eisenfiirst.
Governmental practices vary from place to place.

Freiburg

The first konigreich is the most unusual of them all. It is
known as Freiburg, or “Free City,” ruled by Nicklaus
ITrigue, one of the first atheists to come to power in
Théah. Tridgue was a respected general during the War
of the Cross. Over the course of the War, his beliefs went
from “The Creator will protect us” to “How can the
Creator allow this?” to “There is no Creator.” He believes
that anyone will betray him if offered the right price, and
he has been known to get drunk and verbally abuse
passing clergy. Despite all this, Trdgue does his best for
his people. He doesn’t blame them for their moral

weaknesses; he simply uses those weaknesses to
manipulate them into doing the “right” thing.

A tall tower stands in the center of the town, known
simply as das Wachtturm, “The Watchtower.” Trégue only
claims the land that he can see from the top of this tower,
having no desire to rule over a larger konigreich.

Freiburg’s economy is based on free trade. Trigue levies
no taxes and ensures that the source of certain
questionable merchandise never reveals itself. In fact,
Tréague does his absolute best not to govern the city at all.
He simply makes it worth peoples’ while to govern
themselves, provide for their own protection, etc.
Nonetheless, he is convinced that Freiburg will not
survive to see its fifth anniversary. There are too many
land-hungry Eisenfiirsten nearby, and if there’s one thing
that the Vaticine and Objectionist clergy can agree on, it’s
that an atheist ruler is a threat to the Church’s power.

Wische

The second konigreich is ruled by Reinhard von Wische,
an even-tempered man who lost his wife and three sons
in the War of the Cross. Most who know him say that he
has given up completely, letting his land go to ruin.
Wische was utterly ravaged in the war. The mines nearby
are played out, and the land groans from soldiers
marching across it and salting or burning it so often.
Almost all of its income comes from tolls collected from
merchants sailing on the Rotstrom. Wische has more
waisen than any other konigreich.

Posen

The third konigreich is ruled by Fauner Posen. Fauner is
a large woman, immensely strong and a skilled warrior.
She is also arrogant and unbelievably stubborn. Her
konigreich occupies the northeastern corner of Eisen and
is the most prosperous of the konigreichen, except for
perhaps Freiburg. Pésen survived the War of the Cross
virtually unharmed. It possesses fertile land and
seemingly bottomless iron mines.




Heilgrund

Stefan Heilgrund rules the fourth kénigreich, and works
steadily towards the day that Eisen will be re-united
under his rule. The other Eisenfiirsten see him as a brash
young fool and have no intention of ever submitting to his
rule. Nicklaus Trigue of Freiburg is the only one who will
even talk to him, for he sees Heilgrund as a potentially
useful tool. Rumors have spread that Stefan collects
occult books and objects for some unknown purpose.

Fischler

The fifth konigreich is ruled by Faulk Fischler, a dark,
brooding man, who discovered a dracheneisen mine in
the area in 1649. His konigreich was formed from pieces
of Sieger and Hainzl, a fact that Erich Sieger has never
forgiven. Much of Faulk’s depression comes from the fact
that his newfound wealth has failed to ease his loneliness.
Before, he was surrounded by nobles who sneered at him
and looked down on him because he was poor. Now he’s
surrounded by fawning nobles who hang on his every
word for no other reason than that he has power and
wealth. Fischler surrounds the Siidlache, and much of its
income comes from fishing. Unfortunately, fewer fish are
caught each year, and Faulk has pondered whether or not
to prevent fishing for a few years to let the lake recover.
Either way, it could mean economic ruin for his people.

Sieger

The sixth kénigreich belongs to Erich Sieger. Actually, it
technically belongs to Castille, but when the envoys
arrived to take possession of it, they saw a madman
locked within the fortress, willing to fight to the death
over a patch of burned, salted mud. They decided that
the land wasn’t worth the lives it was going to cost them
and went home. Since then, Sieger has had difficulties
feeding his people and keeps losing them to emigration
across the river to Vodacce. He seems focused completely
on the survival of his konigreich, and his sheer bloody-
minded stubbornness might actually pull it off.

Hainzl

The seventh and final konigreich is ruled by Georg
Hainzl, a pleasant, jovial man, virtually untouched by the
savage War of the Cross. In fact, he is usually untouched
by reality in general. He has made his land a place of
beauty and art, and remains a generous patron to
musicians. His castle contains rooms decorated in themes
drawn from famous operas, and its exterior looks like it
belongs in a fairy tale. Hainzl gets its income from its iron
mines, the best in all of Eisen.

Public Works

In the winter when the weather is too cold to farm, the
Eisenfiirsten put the baueren to work on roads, fences,
and other projects of importance to them. Most of this
labor is spent maintaining roads and walls for the
defense of Eisen. Erich Sieger has apparently decided
that idle baueren are wasted baueren, and has his
people carting loads of dirt from one place to the next
for no readily apparent reason.

Economy

Eisen’s primary exports are iron, lumber, and coal, which
demand high prices in foreign markets. This is fortunate,
for Eisen must import 40% of its food due to the ravages
of the War of the Cross. The Eisenfiirsten control trade

everywhere except in Freiburg.

Under the Imperators, Eisen’s coinage was the mark, a
small silver coin approximately the size of the Imperator’s
smallest fingernail. Eight marks equals one Guilder.
However, only certain Eisenfiirsten still accept marks as
currency.

After the Treaty of Weissberg, Freiburg began using the
Guilder as its standard currency, and also began minting
pfennigs (FEN-igz), equal to one-tenth of a Guilder, with




he Vendel League’s permission. Since then, Wische,
Posen, Fischler, and Hainzl have followed suit.

Heilgrund and Sieger both continue to use the mark, but
for different reasons. Heilgrund hopes to use the currency
as a rallying point for Eisen, reminding the people of
more glorious days. Why Sieger continues to use the
mark is unknown: probably just another symptom of the

madness that made him defy Castille. He seems to defy
people for no other reason than because he can.

The Guild money changers in Freiburg continue to buy
marks in exchange for Guilders, but no longer sell them.
They are attempting to take the mark out of circulation
since it isn’t backed by a stable government.

Towns G Villages

Fretburg

In 1267, a military base named Stein sprung up where
Freiburg stands today. It was built around a well known
remnant of the Syrneth race, an enormous watchtower.
The military base was unusually large, since it guarded an
important point of the river, and needed to house several
hundred soldiers’ families. The Stein formed a key
element of Eisen defense for several hundred years, until
the Vendel armies finally overcame it at the Last Battle of

the Stein in 1637.

After the battle, its ruins stood as a reminder to the Eisen
of their defeat. Nicklaus Trague, a soldier who had seen

Miners in Eisen

dince the miners of Eisen are so important to its
economy, the FEisenflirsten are careful not to upset
them. They and their families are treated nearly as well

as the solden. They are not too heavily worked, they
get much better food than the baueren ever receive,
and their profession is respected and admired among
the Eisen.

too much fighting, took refuge in a cave in the mountains
near the Stein and stumbled across a rich vein of
dracheneisen. He convinced the Imperator to give him
the ruins of the Stein as his konigreich.

Since that day, Trdgue has worked to rebuild the Stein as
the center of a neutral city named Freiburg. It has
become a refuge to those uprooted by the war, and a
source of trade income for all of Eisen. Freiburg will
survive, simply because it is too valuable to destroy.

Insel

Built on a peninsula that becomes an island when the tide
comes in, Insel is a fortress-town that benefits from the
best natural defenses in the world. Insel also has one of
the most beautiful chapels in Eisen. At dawn, the sun
shines in through a stained glass window depicting the
First Prophet leaping into flames.

In other ways, Insel represents a typical Eisen fortress-
town. It provides efficient cover for the defenders while
denying it to the attackers, who must breach multiple
gates under withering fire in order to gain entry. Insel
serves as Posen’s primary fortress, and doubles as a
training ground for her new troops.

Stahlfort

Where Insel possesses natural defenses, Stahlfort’s were
carved piece by piece from unforgiving stone. The
fortress is perched atop a hill whose sides have been cut
away to sheer cliffs. The only approach that an army
could reasonably take leads them through fourteen gates,
one after another. While a nearby switchback offers a
tempting place for siege engines, Sieger has a number of
catapults of his own already aimed at that spot. Should
that fail to discourage enemy engineers, he has several
cannons aimed at buried support beams beneath the
switchback, ready to collapse the entire structure if need

be.




Stahlfort is as utilitarian as a fortress can be, with a fresh
water spring bubbling up into cisterns in the basement,
and over a year’s dried rations stored away as well. These
rations can be supplemented by fresh eggs from chickens
and pork from the pigs kept under a stone roof in the
courtyard. Most experienced generals who have

The Legend of Cregorskom

Deep in the Drachenberg mountains lies a maze of
canyons shrouded in a perpetual fog. It is said that
long ago, St. Gregor, the greatest of the Eisen saints,
heard tales of a drachen living there that menaced the
countryside. Donning his suit of armor and taking up
his dracheneisen shield, he rode into the maze to find
and kill it. The fog was thick that day, and his horse,
scenting the drachen, reared and bolted, leaving St.
Gregor to face the beast on foot.

It was nearly dark when he came across a cave. From
within, he heard the breathing of an enormous
creature, so he drew his sword and shouted, “In the
name of Theus, come forth and fight me, beast!”
There was silence for a moment, and then the drachen
burst out of the cave, as large as a building, with jaws
so wide it could swallow a man in a single bite.

Gregor fought the drachen through the night,
struggling against the weariness that threatened to
overtake him. Only his shield kept the beast’s claws
from tearing him open. Finally, as his strength began
to fail, Gregor prayed to Theus to give him strength to
slay the monster. When the prayer left his lips, the fog
parted, and a single ray of sunlight shone down on a
spot on the drachen’s head. Gregor stabbed his sword
into that spot with all his might, and the beast was
slain. In its death throes, its thrashings knocked away
his shield, which has never been recovered. Since then,
the canyons have been known as Gregorskorn, or
“Gregor’s Maze.”

A=)

5 .r_l"-l e T.':".___“

appraised Stahlfort believe that it cannot be taken fron.
the outside.

Tannen

Tannen is a small town, interesting only for two reasons.
The first is that it houses and supports the Kippe Military
Academy, the finest academy in all of Eisen. The second
reason is an interesting historical note. The Kreuzritter, or
“Knights of the Cross,” were nominally wiped out in a
battle that took place here in 1411. The villagers still
maintain the graveyard, a sea of black crosses arranged
to form a much larger Cross of the Prophet. Students
from the Kippe Academy come out occasionally to view
the price of failure.

The Military

Mercenary Bands

Most of the military presence in Eisen consists of
mercenary bands and the private guards of the
Fisenfiirsten. Since the private guards, consist of no more
than ten or twenty members, the mercenary bands will
decide the military future of Eisen.

Most of the bands predate the War of the Cross. Many of

them fought on both sides of the war at some time or
another. Each can be recognized by its distinctive banner
and war cry on the battlefield. Most companies also have
a charter that sets down rules of conduct and divvies out

shares of the pay.

One of the most famous Eisen warbands is Die Blutgeist,
or “Blood Spirits”, whose battle-cry, “Fleigt Geisten!”,
which translates into “Spirits, fly!”) strikes fear into the
hearts of those they face.

As for the private guards of the Eisenfiirsten, only two are
of particular note. Fauner Posen’s guard is noteworthy
because of their extreme loyalty and ability. The second,
the guard of Erich Sieger, is the most brutal and callous
group of solden in all of Eisen.




Style of Fighting
The Eisen fight with a very distinctive technique known
as Fisenfaust. In their main hand they carry a

broadsword, while on their off hand they wear a heavy

ron gauntlet known as a panzerhand. This gauntlet is
armored on the back and front, and can be embellished
by claws or knuckle-weights built into it. Most have a
small half-buckler attached to their back side. The
panzerhand extends all the way up to the wearer’s elbow
and can be tied in place with leather straps. A
panzerhand can swat away sword blows or grab the blade
of an opponent’s sword in order to gain a splitsecond
opening in which to attack.

Fisenfaust is a very patient style of fighting. Its
practitioners maintain a stolid defense while waiting for a
hole to develop in their opponent’s technique. When the
opening occurs, they strike as quickly and savagely as
possible. Because of this, it often appears that an Eisen is
losing in the early part of a fight. Once the opportunity
presents itself, however, the Eisen lashes out, and usually
leaves his opponent crippled or dead.

“Show me your fist!”

A solden will not wear his panzerhand unless he is
about to enter battle, keeping it in a pouch tied to his
belt the rest of the time. Thus, while most fighters of
the day take off their gloves to fight, an Eisen puts his
on. This has led to an Eisen challenge “Show me your
fist!” meaning literally, “Put on your glove.”

Typically, when peace knots are required on weapons,
the Fisen tie their panzerhand pouches shut, but leave
their swords free to draw. This is accepted in most
places since the Eisen give their word of honor not to
draw steel while the knot is in place, and if there’s one
thing about the Eisen, they keep their word.

ol

The Military Academies

The Eisen schools of tactics are acknowledged as the
greatest of their kind in the world. Not only do the
students learn how to fight at them, they learn how to
show others how to fight. Four of these schools are
acknowledged as the best of the best: Steil,
Unabwendbar, Kippe, and Gelingen.

Steil is located in Gottkirchen and was founded only
seven years ago by a cousin of the late Imperator
Riefenstahl. Since then it has seen phenomenal success,
turning away more than half of the students who apply
for admission. The curriculum emphasizes cavalry
maneuvers and infantry drills,

Unabwendbar is in Stdrke, and serves primarily as a
tactical school, with little emphasis on combat training. It
teaches a philosophy known as Unwiederstehlich, or
“Irresistible.” Students learn to embrace the inevitable
rather than struggle against it. Their focus shifts to the
things that they can make a difference in, both on the
battlefield and in life. They can sometimes seem a little
cold-hearted, but if they ignore a collapsing cavalry
charge, it’s because there’s nothing they can do to save
them.

Kippe is based in the town of Tannen. The students take
strict vows of secrecy the first day they arrive at the
school, and indeed, attendance is by invitation only.
Kippe is considered the best of all the Eisen military
academies, and its students often receive the best
positions once they graduate. Sadly, there is a high
mortality rate among these graduates, leading some to
believe that the school is cursed.

Gelingen is founded on the shore opposite Insel. The
students learn in the field, often accompanying patrols
into der Salzsumpf. These patrols ferret out poachers,
watch for invading armies, and hunt down monsters that
find their way into the swamp. The motto of the school
is Machen bekannt, or “Know by doing.”




Current Relations with the Rest of
Théah

Avalon
“The only thing good about the Avalons is that we know

they can’t be trusted.” As far as the Eisen are concerned,
any Avalon has to be watched cautiously. Still, accusing a
man of being a thief or a liar is a serious matter, so Eisen
usually keep their opinions to themselves unless they
have absolute proof of an Avalon’s dishonesty.

Castille

The Castillians are somewhat odd, but mostly good
religious folk. If an Eisen is an Objectionist, he will
definitely keep this a secret around the Castillians. They
aren’t known for their open-mindedness.

Montaigne

The Montaigne prefer style over substance, which greatly
upsets Eisen sensibilities. Eisen see the Montaignes as
wasteful, arrogant children. Still, they often have plenty of
money to throw around, so it’s worth being polite to
them, just in case.

Pirate Nation

There’s nothing wrong with men making a living through
force of arms. The threat of pirates keeps many Eisen
employed, and their trade often goes to Freiburg, where
it helps the Eisen economy even more. The Eisen will not
profit if something happens to the pirates.

Ussura

The Ussurans are strong, quiet people, if a bit skittish. An
Eisen could scarcely ask for a better traveling companion,
since they keep to themselves unless there’s a fight (in
which case theyre perfectly capable of holding their

own).

Vendel

Although the Vendel are partially responsible for the War
of the Cross, they are stout fighters, and the
Vestenmannavnjar are able craftsmen. Therefore the

Eisen look at them with grudging respect.

Vodacce

The Vodacce weave a web of lies around their victims
and then descend to feast upon their helpless bodies. If
there’s a Vodacce around, always keep an eye on him, or
he’s bound to stick a dagger in your back.

o
e e ]
E——
-

¥
e

—_—




Eisen NPCs

Stefan Heilgrund

‘It is evident to me from my studies of the other nations that
true power — and thus the glorious rebirth of our nation — can
only be gained through the acquisition of sorcery.”

As the newest in a long line of Eisentfiirsten in Heilgrund,

“But my Lord, my name isn’t Horatio.”

“Whatever you say, Horatio.”

Georg Hainzl is an old man with a problem distinguishing
fantasy from reality. Every morning, he decides that he’s
a character from a play or book, and then dresses and
acts the part for the rest of the day. Unhappily, he’s also
the Eisenfiirst of Hainzl, so his edicts bear weight,

Stefan is a young man infatuated with the past. He longs
for the glories of the Holy Republic and a reunited Eisen.
The other Eisenfiirsten treat him like a joke, which has
made him bitter. He has come to believe that only force
of arms will reunite Eisen. He is somewhat infatuated with
Fauner Posen, but she shows nothing but contempt for
him and his dreams of conquest.

however insane they may be. His servants have learned
to deal with his idiosyncrasies, but visitors to his castle are
often surprised by then. Georg’s main advisor, Marcus
Stefan Adolfo, usually handles affairs of state.

Image: An overweight but muscular man, Georg is
slightly taller than the average Théan. His hair has begun

Image: Stefan is short for an Eisen, with dull brown hair
and bright blue eyes. His face creases with frown lines,
even at his young age, and he shows a certain boredom
and lethargy when faced with anything not directly
related to his goals.

Goals: Stefan’s single driving goal is to become the new
[mperator of the Republic, which means reuniting Eisen
and getting the Hierophant to recognize his claim. He has
come to believe that his armies will never be great
enough to conquer Eisen, so he has begun to research the
occult in the hopes of acquiring sorcery powerful enough
fo make the difference.

Roleplaying Stefan: Act overly concerned with
radition and ceremony. Never take offense visibly, simply
let your smile fade a bit and narrow your eyes ever so
slightly for just a moment. If a discussion of the occult
takes place within earshot, become animated and excited,
and grill the participants for everything they know about
sorcery. Otherwise, act bored with the proceedings.

Georg Hainzl
“Dear friend, Horatio, bring forth the players and let the
revelry begin!”
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to gray at the edges, giving him a distinguished look that
he is rather proud of (it lets him assume the roles of
famous rulers more easily). Georg smiles easily unless he
has assumed a very grim role for the day.

Goals: Georg is insane as far as anyone knows. His only
goals seem to be staying in character from day-to-day.

Roleplaying Georg: Select a character from an opera
or a book of the time period, and play the role to the hilt.
Georg never slips out of character, and nobody has seen
his own personality manifest in over twelve years. Georg
has lost his own identity, so you should alternate comic
scenes with quieter moments that show his confusion and
loss.
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Fauner Posen

“That may be all well and good for the rest of Eisen, but the
people of Pisen have no interest in continuing to fight a thirty-
year-old war.”

Fauner Posen’s family has a strong military history, and
she is no exception. She is taller than the average Eisen
woman, quite strong, and extremely skilled with a blade.
She is also a very astute tactician. Suitors typically meet
with extreme disinterest tempered with faint scorn. She
simply doesn’t have time for romantic nonsense — she has
a kingdom to run.

Image: Fauner has short blonde hair and piercing gray
eyes. She often appears for formal gatherings in a full suit
of drachenschuppe armor, with a gleaming sword at her
side. Her expression rarely changes from a stern frown,
and she never laughs.

Goals: Fauner’s primary goal is to ensure the prosperity
of her kingdom. She is willing to go to whatever lengths
necessary to do so, including entering into a political
marriage, if unavoidable.

Roleplaying Fauner: Make sure your posture is
absolutely straight. Think carefully a moment before
saying anything. Pointedly ignore any romantic advances.
If someone causes you to lose face, challenge him to a

duel.

Erich Sieger
“You idiots couldn’t find your own arses with both hands. I'm
going hunting.”

Erich Sieger is the FEisenfiirsten of one of the oldest
konigreichen in all of Eisen. His family has a long, proud
tradition, and he carries it on as well as he can under the
circumstances. He has always been outspoken, but since
the Imperator signed over his lands to Montaigne and
Castille in the Treaty of Weissberg, he’s become even

more rude and obnoxious. He burned and salted the

land to be turned over to Castille in order to retain




possession, and he’s been trying to restore it ever since.
He had one illegitimate son years ago, and sent him away
to a military academy in Freiburg when he was six. The
boy disobeyed his instructions and attended university
instead. When Erich found out, he continued to send
money, but when the boy graduated, he wrote him a
letter telling him to stay in Freiburg and seek employment
there. He wants nothing to do with the rest of the world,
and would cut off all diplomatic relations if he thought he
could safely do so.

Image: Erich is a man of great height with broad, stocky
shoulders. He wears his dark brown hair in a short
military cut. He rarely appears without his dracheneisen
panzerhand, and he often wears his family sword, which
bears the family motto on its blade, “Surrender is death.”

Goals: Erich served the Imperator loyally for years and
was rewarded by having his lands taken from him. Now

he serves no one, kneels to no man, and says whatever
he wants. As abused as his poor little piece of land is, it’s
still his home, and he means to keep it, no matter what.
That means he’s going to have to repair the damage that
he caused in order to retain possession of it. He’s been
working towards this goal by dredging the river bottom
in order to replace the salted earth. Aside from this repair
work, his main goal in life is to be left alone.

Roleplaying Erich: Say what you want, and don’t
worry about what anyone else thinks. You've said what
you want for so long that you don’t even care if anyone
takes offense any more. Respect those people who speak
their mind without reservation or fear, and take things
one step at a time. Just imagine being right all the time
and you've got Sieger down pat.

Nicklaus Trague
“Theus is a fable created so that those fools who think the
world will end when they die can sleep at night.”

Nicklaus Trdgue could be described as bitter and
brooding. By the same logic, a diamond could be
described as “firm.” He likes to sit on top of the
Wachtturm in Freiburg and dangle his feet over the edge
while watching people go about their lives far below. He
has virtually no interest in ruling Freiburg, so he tries to
arrange things so that it mostly runs itself. This leaves him
free to work on his book and drink himself into a stupor.

Image: Nicklaus is tall, thin, and bald, with a dark
goatee and thick black eyebrows. He often sits deep in
thought with the tips of his fingers pressed together. He
dresses in dark, somber colors.

Goals: Nicklaus is writing a book of philosophy with the
help of his scribe, Logan Gottschalk Sieger (Erich Sieger’s
only son). It will put forth a number of controversial
ideas, such as the possibility of having ethics without
religion. He hopes to finish this book before someone
attacks and conquers Freiburg, since he knows that both
the Vaticines and the Objectionists want him dead.




Roleplaying Nicklaus: Frown a lot. Speak quietly,
unless you’re drunk, in which case act as though
everyone is hard of hearing. Show disdain for anyone
who obviously has strong religious beliefs. If someone
attacks you physically, snap into sobriety while your
bodyguards descend upon the aggressor in a swarm.
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Montaigne

“Montaigne is like a grand old dame. If she decides, on a
whim, to wear an antique hat to a party, she sets fashion back
one hundred years.”

— Val Mokk

Montaigne is another nation on the brink of an all-too-
familiar tragedy. You only need a brief peek to know that
it won't be long before Madame Guillotine starts
collecting noble heads. You can smell it in the air... i
you're on the streets, that is.

If you’re not, then you don’t smell anything at all. It’s all
covered up by the perfume.

The Montaigne nobility are decadent to the extreme.
They've got so much money they don’t know what to do
with it, so they build extravagant manor houses and pay
starving artists to paint seventeenfoottall portraits and
sponsor archzologists to dig up Syrneth artitacts they can
wear to next week’s party.

The nobility have nothing better to do with their time
than watch each other make mischief. The entire country
has been excommunicated from the Church, and while
that may not sound like a big deal to the nobility, it has
shattered the starving Montaigne peasants. They may be
willing to kill over it.

There are a couple of people to keep an eye on in
Montaigne. The first, of course, is the peasant General
Montegue. He’s done more to change the face of Théan
military theory than anyone else in a few hundred years.
At the drop of a hat he invented the rifle line, an
innovation that didn’t hit Europe until the mid-1700s. He'’s
also the first commoner to command an army in Théah’s
history, another significant accomplishment. However,
unlike the Heroes, Montegue is not a very idealistic man.
In fact, he’s the exact opposite. Montegue is willing to do
anything — anything — for victory. His sharp-shooters take
out the enemy commanders. He’ll gun down a retreating
army. He'll cut off supply lines so his enemy will starve.
He is a relentless, ruthless man who will protect his army
at any cost. Montegue is not a Hero, but he’s not a
Villain, either. He’s got the potential to be one or the
other, teetering right on the edge.

The other person to keep an eye out for is Empereur
Léon Alexandre’s youngest daughter, Montegue’s wife
Dominique. She has shown absolutely no potential for
sorcery whatsoever, and thus has been ignored by her
father. However, others are very interested in the young
woman for entirely different reasons.




As is the tradition for any child born in Montaigne,
Dominique went through a ritual when she was born.
The ritual, performed by three Vodacce Fate Witches,
foretold the girl’s future. When the Witches reported she
showed no sign of sorcery in her blood, the Empereur
sormed away. What the Witches didn’t tell the Empereur
was that the little girl would give birth to the most
powerful sorcerer the world has ever seen. The discovery
remained secret until very recently, when Dominique
discovered the truth herself. This little revelation has
riggered a series of events that will shake the foundations
of Théah’s destiny. Pay close attention to this one.

Land

To outsiders, the nation of Montaigne is beautiful; some
might say “perfect.”

The Montaigne call her “most glorious nation in Théah.”
Her terrain is bountiful, verdant, and lush. Her soil is
fertile, her mountains rich in ore, and her farmlands
extend for miles. Her cities mirror Paradise itself,
strefching so far in all directions that they cannot be
navigated by foot in a single day. Her ports bustle with

activity and trade, and the opulence of her coui'ts and
palaces dwarf anything else Théah has to offer.

From the northern Avalon Channel to the city of Buché
in the south, from the Frothing Sea in the west to the
newly acquired Lock-Horn forest in the east, Montaigne
is a cultivated and civilized nation, a land of plenty. Every
acre that can be farmed is harvested to the inch, every
deposit of ore that can mined — no matter how rich — is
dredged up and smelted into iron and steel and any
lumber deemed strong enough to build with is cut down,
leaving room for more farms.

Unlike Castille, though, which benefits from the careful
guidance of the Church, the people of Montaigne have
not maintained their land while they draw from it.
Visiting Church scholars have warned them more than
once about the probable consequences if they do not
slow down production and begin rotating the use of their
land. As yet there is no evidence that the scholars are
right, and the pressure to build caused by their twin war
efforts have conspired against such action.

Montaigne is a flat land, consisting almost entirely of level
grasslands well suited for farming. With the only sizable
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mountain range located in the Doré province of the far  the lowest altitudes in all of Montaigne. To the west, a
northeast, the climate is moderate yearround, unbroken  gradual incline creates a series of rolling hills cut into the
by temperature extremes, drought, or violent weather.  graceful pasture, while a man can march a day or more
Winter temperatures rarely drop below freezing, and  to the east before seeing the horizon shift. This region
many regions of Montaigne vary little more than twenty  contains some of the most highly prized farmland in the
degrees over the course of an entire year. Sparse seasonal entire nation, rich in the minerals and nutrients necessary
forests dot the landscape and a large collection of lowland ~ for her most valued crops. It is also the most easily
rivers meander through her countryside. The combined  defended part of the country, making it the ideal location
effect is enchanting, further lending to the atmosphere  for her capital.

that dr o many to her. , .
AW3 50 many 10 het North of Charouse are Montaigne’s most exceptional

Montaigne can be roughly divided among five regions, features, including her only significant mountain range,
centered around the capital province of Charouse. Les Somme Blancs (“The White Mountains™), whose

Charouse itself is the center of an immense basin, one of  snow-capped peaks reach ten thousand feet, and the
Sinueuse River, which opens into the Avalon Channel

through the city of Crieux. Everything here is grand;
Crieux itself is the largest port city of Montaigne, and the
province is possibly the most well known in Théah. It is
not uncommon for the Duke of Crieux, Douard Allais, to
countermand the advice or even commands of all but the
royal line, and this attitude has attracted many of the most
free-willed Montaignes, and some from abroad.

The province of Doré has acquired a similar reputation
by the actions of Pierre Flaubert de Doré, who recently
converted all of his farmland into grazing territory for
cattle. The beef provides his province with a level of
income unmatched in the nation and directly challenges
Charouse for supremacy in livestock. Though courtiers
and nobility across the nation have expressed open
hostility at this decision, the royal family has yet to
respond, being occupied with affairs of war.

To the east of Charouse, beyond the Montaigne flatlands,
is the Eisen territory gained throug<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>