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INTRODUCTION

A e atlas (s not mere& a collection of charts and. a description of lands. (¢ seeks to caz‘a/ogae the entirety o

the world - and what is wore waterial to that 70{1/ than the Peo/o/e who live within i<

[ this wlwne [ present an assemblafie o my own notes and extracts written by others, which [ have acquired
in my research. [ have aimed to bring together waaterials of Pam'cu[ar interest or insight into the wany powers and
species which fight to control or influence the world.

Some have called the Ninth Age “the Age of Hummty”, for there is wo denying that our species has, in wany
regions and. londs, stepped. out from the shadow of its [arya: older or stranger brothers in the centuries since Sunna
ﬁmal/y reclaimed. Avras, the symbol of human greatuess in Vetia.

But in tndh this age does not be[omy to any one peop/e or spedies. Indeed, perhaps the wost notable feature of our

times (s the estent of the communication and. inter-relations between those from quite disparate corvers of the 7[0&5.

Such encounters are as often violent as they are pmcafu/. Bartly a year of this age has gone by without new wars
b[ossamdng across every continent. The su/a/?asedly ascendant humans ﬁyht each other cease[ass/y in Vetia and beyond,
but just as often they make alliances against commion enenies' the terrible threats of the steppe and. Wiasteland. in
the east, the elyen arwiadas in the west, the widead, the vermin and the wiiions of the Dark Gods within our very
sfmngho/ds. Much as they flawwt their trappings of civilisation, there are few human nations which have wm/?/eteé/

Padﬁed the barbarian tribes of beasts, orcs, sy/uw/as or saurians (nstde their borders.

These threats are found. wherever human beings have set foot, which is errywhere. for alwost all powers today
are y[abal powsers, even if they are ot so centrally oryanised. as the likes of the Arandai elves of the White (sles,
on whose ewpire the sun suplposed/y never sets. We have heard. of vermin colovies in Silesia, Foss&b[y carried. there
lomy ago in the holds of laryc vessels, entirely cut off from their Avrasi origins hut perhaps still clémyiny to distorted
versions of those faw«diny myths. 07/245, whose great strength lies in the wiountains and. steppes o /’(uyea, also wake
swiall it indowmitable /ccnydams in other continents, where they learn the cwstoms of the locals without [05&49 certain

inalienable elewents of their nature.

The 7:)&[045, it is said, waintain the wost intricate of covert L‘nf&[lﬂgmce networks across the surface of all known
lands, passing information between their ”gafdms” that grants them extraordivary powers o ]‘brzs'ght. Canmy 7ob[m

strategy often coincides wWith a resurgence of their Ferzmm'a[ allies, the orcs, who can appear alwmost anywhere in

great wumbers with (ittle warning.




Both wmwpire lords and the agents of deathless dyvasties are known to cross the werld, attenmpting to quide
the path of wortals in secret. All /a/iny beings shudder at the thought of those woments when they d,c/olay their

me[acab/e arwiies in support of such unfathomable Hectives.

Even the dwarves, those wost unchanging, unmeving o pr/&s, wmfmuous[y undertake [my wyages between
their holds in Vetia, @hﬂ'a and. the Jotun Feaks, to ensure their commitwent to a common adture, while their
eastern cousins, namc’ma[[y so focused. on their stmnylehold over the Blasted Flain, also waintain Pmﬁ'tab[e trading
colonies from the Middle Sea to @hﬂ'a and. beyond.

Eles have laryely divided thewselves into three wain powsers, each of which seeks to extend. its reach as far
as Fossib[e around. the ylobe. The Highbom and. Silesian elves both rewain the greatest of naml powers, with
aties, plantations, fortresses and. research stations on wany distant shores ~ human nations too have recently begun
undm‘akiny colonial endeavours, hut the elves have wastered the arts of ewpire for willennia. Meanwnsiile, the elves
older brothers, the sylmns, retain their divine authority in Wyscan, hut use mysterious and ancient arboreal wugic to
visit the other great woods and /'omg/es of the world, and rewind. the local syluzm tribes of their nile.

Just as there exist uncountable human tribes and, kc’nydoms, vative and. independent in their many lands, wost of
them Foorly wnderstood. in Vetia, so too are there dwarves, elyes and. other species indigenous to remote, uncivilised
realms, entirely unconnected to the great powers of the Holds, the (nfernal citadels, the Fearl or Obsidian Thrones.

With such burgeoning diversity and. scope of cultures and, pwp[a, the unfortuwate whiguity of warfare is to
ve expected. Most species still retain an inherent distrust or dislike of others, and & rewains rare for them to
share a territory or live side by side harmoniously. Rare, ut by no wieans unkvowin. Many large cities are home
to wondreusly diverse populatwms, from the 7ob[£n quarter in Zmayevatz to the dwarven traders of Guénac, the
Arandal embassy in Aschau, the ogre wercenary headguarters in Myra and. even the saurion barrio in Frt Roig.

Most wsmopo[c’z‘an of all, of course, is the aty where the age began in the first P[acei Auras. The ”/'w/el of
humamiy" is howe to so many travelers, cmftspwp[e, wierchants, soldiers and. spies o every conceivnble spedies, that
humans thewselves are outnumbered. in certain districts. s symbolc’sm has, perhaps, transcended itself. (¢ is wore
than just humamdy\s greatness: it is the very Ninth Aye itself

— From A New Atlas for the Ninth Age, by Johannes Strabo




SYLVAN ELVES

The sylmn elves, who call themselves Trewt, are now kvown to be far wore
widespread. than 0@&«4[[}/ thought. %uyh their power is widoubtedly centred
on Wyscan, there are many different trives and. cultures of faerie folk found
across the forests and. /’unylcs of the world, and. it is wclear o what extent
they are connected. (¢ is theorised that they can travel great distances by
magic /inking these woodland. realms. /V/any are the tales of a terrible
wiist that appears from nowhere, often [eauimy death in its wake - or
vanished. children and. livestock. Those to whom [ spoke could. offer o
exp[anatwm except that the spinit of te forest had a Vemycful lust.

Other stories feature corpses peppered. with arrowss of unknown

provenance, be they best, ore, dwarf or human, hut always the
same look of confused. fear on their faces.
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y E :hc King and Queen barely move [OR much of che

year, nor do chey ofc speak. ‘Cheir will is che will
op the forest, TheiR PROGRAMMES ARC che scasons and cheiR
{aws - che laws Of NATURC. ‘Cis a ching unique unco chis
world: supernal deings chac- Rulech Over morcals. In (Wy-
scans hearc does chere (i some fey SOURCE Of checernal
power of cthe Reatm beyond; che which suscainech chem
while chey arRT NCAR. And yec somecimes chey depare: che
King on greac huncs, €O claim his crophies mighcy, and che
Queen co cend unco her gardens o the world. Chereafcer,
chey are losc upon che Veil - recurning again, ic is hoped,

when chey arc summoned.

Noc knowing well good che sophiscicacion of che civi-
lised, nor che {earnings of chenlighcened, che Creuwi doch
colel hfooc!

concenc chemselves wich chese uncouch, yec pocent Rrulcrs.

Cheir concerns hark unco a simpler cime, when Al were

primicive and savage. CheiR gRreatest FOcs AR chose pallen Waves as rall as sk,
under che Gods op Oarkness; in equal MEasURE do chey 'mﬂuntains in the wind,
loache and spurn che saurian disciples of ORACR puRC. Light thar burns ang breaks
The Crewi carriech che deepesc memories of the Oawn, And then came cold blogs,
che oldesc songs OF OuR Kin, halp-glimpsed knowledge more §
ancienc even chan chac of che MASCERrs Of Aspada. Tlo people 8id they scorn,
Oh greac picy: cheir simplezon minds can pachom noc how Ve“gea"w bﬁgh' as flame,
co use ic. Gave Sanctuary as prison
And 8id it in cold blood. /nfa?m‘atiom o a sy[uan
Account from a Hc'ghbom /'oumal. Oh bri ,_Iemd/ of Blad&s", found,
ng harmony ye gods in a book of poems among

2 .Balance to their wrarh looted. Highborn treasures.
e will rend these gardens always,

And protect them from cold blogs, =

Bm— T e L T
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T'm not from around here - thought the forest was nothing but
a Plain old forest. Didn't kinow well enough to pe afraid. Still, could
hear my heart like a peating drum, cos there weren't no sourlld
or movement in the trees. But there was something in the air

that T couldn't right describe, After what felt likie years I finally
heard something. It got closer and closer til T realised it was the
sound of heawj hooves. T+ seemed to come from evergwher'«f: ét
once, echoing around the forest. I was par’algscd, stood waiting for
the gods kinow what to happen. Then it stopped, and I turned and
saw the most beautiful creatures, ridden by tall men and women
holding lonq spears. Least I think they were men - there weren't
1o exprressions on their faces. Looked right past me. I was so
shocked I stumbled forwards and must have hit my head, because
the nexct thing I kinow T came around and I'm in the middle of a
field. And I tell you, it took me Some time £o find the nearest pub.

Overheart. in a tavern near Aschau.

We do have some sources of information about the Trewd, L’ncMMy {ir
the ancient kmowledye of the /'@hbom, or the testimony of those who
have swrvived, ca/oiwity, as (n the celebrated. ase of Thowas the Bar.

We. know that they have o rudimentary economy based. not on woney
or barter, but yiﬂmg. my live as closely with wature as Possib[e, and.
demonstrate vo social distinction between genders. 77:5)/ have. o highly
deueloped calendar quite alien to our own. Within V\/yscan, we also
know of a class system, ranked. as nobles, scholars and. commners.
Some groups, such as the fearsome Blade Dancers and Wild Hurtsmen
opernte outside of s system.

By all accounts, the sylmn elres are also unigue architects, bulding
their howes for function, beady, and defence. Called groves, they are
woven from trees and c/ényiny P[ants, Druids and. others from the
scholarly class  patiently encourage the boughs and branches to develop

into the forms they desire. These ”M[dimys” wove and.
grow with nature; the grandest constucts, normally

owupied. by the elite or set aside for ceremonial
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Herr Gottlieh:

Gentlemen, there is no longer any dowbt that the so-called Jree Chirits are
veal creatyres. Aeconnts of their activities ave too nymeroys ts deny. Tt falls
1o oyr esteemted company today to determine what natyre of beast they are. T
believe them to be kin to the woodland elves, the child-stealers and guardians
of Whysean. T have heard that the faerie  Jolk themselves hold the living trees
to be their ovn ancestors. T propose these “spirits” are little more than the
oSt ancient of the long-lived elven race, who have been o long amony the
Joliage that they have merged with-

Herr Sgise//éerg:

Freposteroys Do not listen to this lgnorant nincompoop! 7 have researched
the matter extensively, faving obtained no fower than four specimens from
Wscan stself! T can tell Yyou conclysively: the e Qhirits fuail from the
Znmortal Realm. We know that pegple and things can be possessed by the
denizens of that land beyond the “Veil — fere they have merely inhabited the
bodies of trees and thickets, tyrning themselves to living creatyres. T submit
they were boynd to oy Realm in one of the great cataclysms of eons past,
and have since become one wit: the forests of their birth.

- B
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The white diffs of Celeda Ablan! Few human eyes have Witnessed. their majesty, and fewer still have set foot upon
it [ wilised.
thewm, for this is the sacred land. of the White Bueen, and. it is reserved. only for those she deems truly civilise

Even werchants wust wait on their ships for business to come to them, usua//y outside the dual harb[ours afth d
Aldan, the caPL'ta[ ity o a y[aba[ ewpire. Beyond. the cliffs ranges a green and often SOW isle, commonly wrea ; !
in wiists or rain clouds, weather that om[y adds to its mystery and defensive position Somewthere antong
rivers and. warshes lie the libraries of Asfada and the towers of Canrac, wherein labour the ?ram,‘asf
scholars and. mages of their Peo[)[c‘ The realm extends across the VWOW’IfauTlS o Ryma, the
hiyh[ands o € Bclay, and. the fields of Erle, and out alomy the swialler islands known as
the String. Here the worlis st powerful fleet wakes its base, a nesus for control with

influence across all the oceans.

Land o Cnlighcenment

and Glory,
(Mocher op

che Rerined,

hocy shall we excor chee, who are dorn OF ORINC?

L
I heard My councry calling, AWAY across che sea,

Across the WASCE O waccrs,

she calls and calls co me.

(Wider sall and wider shall chy dounds e seq;

Gods, who made thee mighcy,
make chee mighcier yee! F
Sea 0y sea, her shining dounds iNCRease che nacion,

And her Ways are ways OF PROgRess,

her goals sophiscicacion,

(Uhen Arandach FIRST, ac immorcal command,

Arose FROM ouc the azure mainy;

Chis was the charcer o che {and,

And guardian ANGels sang chis serain:

Rute, Arandach!
Celeda Adlan Rules che sea:

"Che Arandai SIMPY are the dege

NO one else is beaudipul as chee.”

from Land. of Enlightenment and Glory’,
a H‘ghbom petriotic song




Tales from the mad herwit Rodovonts

Asa [_ifefong mmﬁcmt, 1 bave fnown the _ﬂeet; gf all nations, at

sea and port. Believe me: there are none more functional than the

Ryaf Navy gf the Wihite Queen. 1¢'s ot  just the vessels, nor
their mifing capacity. 1¢’s the fm_‘fect coordination, among their
many 1’01’1‘5 and regimentf gf naval iqfan(?y, the Sea Guard,
whose training would e Sonnstahl’s Imferiaf Guard to shame.
1€’ the feared espionage and oversighe of the Grey watchers,
regan{ed' as the eyes and ears of the Queen berself, known from
Tsuandan to the Virentian colonies. or vety sfecia,f missions
commissioned directly by the pearl Throne, small Queen’s
Guard detachments lead the naval troops against the worst
enemics of the crown. Such a vision of martial prowess is both

terrifying and fascinating, even for a career man [ike me.

-
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A - diary of Cesare
Federici, Arcalean Merchant

The Arandai Ewpire is not what it once was, but it {ir
remiains excepﬂona[ly potent, with awe=inspiring naval __j
power. (ts territories on every continent are growtng,

along with control of wantime trade. Colonies qarrisoned.

by the Fearl Throne include the ey northern citadel of

Nedarac, where predious FPhoenix eqgs are found; the
strategic sz‘mwyhold of Gan Dareb, in the Middle Sea; and

Celed Ryman, a fortress wonastery scarred. by pursuit of
maycca[ knowledge in the southern part of the Great Ocean.

Addiﬂomal[y, there are autposts in Sayan'ka, 7a?7hria and.
around. the Sea of Thirst that rewain laya[ to the Arandai,

among other locations.

Ay young friend,

Sérving as the liaison between oy belpyed Lmpive and the feirs of the
White Oween is a byrdensome assignment. Flves are a spitefyl people
beneath the cordial airs enacted Jor official events. Fteir grace i vode

voice and movement can tyrn swiftly lethal. Fuy az‘fe//z‘/b/; 1o your éehzy-l
lovr; they love ﬁr/m//zj/, and yoy shoyld respect their ceremonies. @wz
always refer to an Admiral as Fepald of the Fearl Trone, Lyes of
the ost Precions Jevel of the Llven Ruce, the White Oueen.

.

Do not yderestimate the importance of the political gffiliation amone the
Qtcers yoy talk to. ey will subscrite ts one of the three primary, facoﬁo//s
within the Imperial Cogneil: the Lsolationists, who care only, for the in-
ternal affairs of the ) ite Lslands; the Lmperialists, seeh’ﬂg expansion
and international prestige (especially difficylt to deal with Jor Vetians),
and the Qfercantile faction, oyr greatest ally in elven politics.

L b e
L)

Don't be daynted by their lowering pride at the oytset of Your mission.
Zf you'll act respectfyly, they will likely find a yse Jor you, for all their
= alk of hyman primitives. Byt dp pot expect genvine friendship ynder any

clreymstances,

o

“! e

Letter of Ca.um‘ Heinrich Deitor |1, L'mpm'a[ ewtissary to the Northern
Frotection Fleet of the Arandai Empére, to Wis successor

I S




S ' Sources [ can find. portray a grim

;| S A 8 or WaR, ) ) "
ks Ty above che pields FC - picture of the birth of the nation of

ove che ones of T

[y oo . Crimson Raven wandering. Dathen. (¢ seems that in the First A;e of
: im and ancieh cclerields, - Ruin, the Highborns Vetian provinces faced
Chasc‘ggv gmthe deadly shore of €he o3 b(fcding weaPee f L Z s from 4 bP o
- ROM (ORIfY ™ OUR b i’ ormiiddable threats from barbarian ho
(3 war and G _ vicdms,
§ Protect our dcidsoz‘; consume ¢he blood: Of 0(:\9(?\ % and. dwarven enmidy.
€ e8tc. OuR, INSREES wicness OUR TR . B '
, 5 (Uicness OUR pRowC;i etdstor g Many elves fled. into the West, settling in
| He Abovtfe bones Of LN the colonies that the Fearl Throne had already
i bove T g :
3 Hoga LS. established. in Silexia, and. began to tame that wild
"' b e R S

region. Yot this work wade them grow resentful of
the Aldan nobles who sought to profit from what they were
Mdm% and who had. sent no aid to thew in Vetia before.

Aldan's control was rejected, sparking a civil war that coincided
with interval rewlt in the H@;hborm‘s howe island. of Celeda Ablan.
(¢ seems that in this war the ndhless spinit of the Dread Host
was born and. set forever; and. the L‘mde/%ndwce of their nation

secured. To this day, Daev ships bring terror around. the world.

Graduates

Today we commend you ro the service of the Yatherland, free cirizens and rrue. Your time in the academy is complete, and
you leave as Xegionnaire or Auxiliary - a proud soldier of the Republic, bringing grear honour to your family.

Bonds you have made in these bloodied courtyards will last a liferime, and whar you do with thar life is your own

inalienable right to decide. Some of you will return to your farms, upstanding citizens supporting your family. Some will

enter the politics of Wathaen. And some will join military expeditions or levy them, aiding the grear wiight of our peaple fo

display its unsurpassed strengrh and will to dominare the world. The very finest of you may even be selected to compere
10 be reborn with a new name in the Tower Guard.

Whatever your future holds, whether sailor or wartior, knight or planter, trader or senator, you will never forger whar
you have learned here ar the academy, and you will never cease your quest for self-perfection.

R—— S

- SPcah b a graduating class of the Academy of Caen Dma’m




The Obsidian Thrones are the very core and. symbol o power of the Pepub[éc, Upon thewm, te three Crimson Consuls
embody the will of the Sevate, a body of 99 elected. individuals seated in the Tower of Gar Daecos in Rathaen. But

there are other key P[ayers i the Daebs great qame o intrigue, power and. ambition ~ it appears three prina’pal factions

dowtinate the Poliﬁcs of tis land.

At the time of Sonnstahls birth, our Feop/e suffered. a terrible assault under the auspices of the first of these: the

Fatherland. faction, which seeks to reclaim its lost realms in Vetia. The second, the Motherland. faction, : ;
Rt

attracts those who desire dowiinion over the olo. Evpire
and. the Re/?ab/cc‘s greatest enewies' the /'@hbom o
Celeda Ablan. Ema[ly there are the Slavers, often
Fapu/ar among the youngest Daeh, or the wost daring
on te seas. Their faction looks only to Silesia as its
howeland, and. seeks to build its power on trade...
which in Dathen wieans slavery.

Letter intercepted.
between Sonnstahler traders

. T
"1 call for you,

? Jou are re,

\ god: only choos
. Uou are che knowadle unk
- ‘Che embodiment an

(Ue look por your delighc and we pray you

¥

!
¥

Lord op Daccer, Lord of che Senses,

(Dascer of cxcess, che VERY €ssence Of Gre,

Jor you are che soul o endless PlEAsSURE,
Cniicing symbol Of POWCR and joy.

you are deach, you are {usc beyond chem,

UJou are the day and che nighc of che SpiRiC, '
¢ those who emorace che unicy of che darkesc dchght..
nown of pleasure, the pachless pach To ccernicy,

d che essence Of OUR SUpCRlORng.

. T —
P aa i -t et 1
" i 4
The Hi :

w gﬁﬁarrf do not often speak 0 bumians on such matters, seeing 45 ‘

3 ; 2
thy o intelligent conversation, By | was moved by the light of ’
of your son

and 1 pushed my contacts in Al
as bard ;i i
ﬂum‘. It er; that y" be bas been taken ﬂ:ﬁj’ ;OZTJZ[:;ZT_;:{Z’;I ”’”;t k
n on)
),

be enslavement. There are thiee mose L'iéc:] outromes

fl-‘ir:{t}: be may be put to work, in ¢y docks Jervici;g the mg@ ﬂm‘ gf the Dach
ac

privateers, operated by i
mo.rtﬁmiZife nav?[ for;:i Z‘:{Zr’;“f’.@ for profie constituting perbaps the

S
econd, be may be sent ¢ a plantation in the vast,

where Dathen's savefille unknown interior of Silexia,

lands streteh no one fnows bow far.

Finaf]
R n{ ;505:;1%”&; Jo[u::a afﬁou:eﬁo[;{ in one gf the nation's Jreat cifies on ifs
A, b 1 ;z n;; E?o 15es .6/ elven Standands, Even the poorest t[f bas
- : cakl s own, 15_9/ Say. In any event, yoy must ]
ost unbeard gf ﬁr the vassals gf fﬁy Dread to retum{o their _fbr::f El:m
€5,

I can only imagi i ]
Wy muyme C your fam at this news, Yoy 5ave my _Jymfa@

‘Co procecc cthe powcr of _chthen.

o't o

- e

0})&40«9 inpcation to Yema for Paﬁlb’c ceremonies




VERMIN SWARM

There is wo lanyer any doubt that vermiin still live,
bt since being driven back into the earth by Sunas
victory it is hard to gauge their strength. Unadle to
work beneath the liyhz‘ of the sun they wust contest
for the glwmy depths; no doubt some of their old
tunnels remnain, but without their former vigour; it is
dubious whether they have been waintained. Scholars
debate: did their defeat cause a weakness of the wind,

or did their havits, their lack of sunlight and fresh food
cavse a weakvess of the body.? Whatever the cause, they

are a broken vation, and. [omy way they rewain so.

(¢ is reported that in other landss, away from the
l{ght of Sunna, they have retained. a fraction of their
forwer huris. There are tales from the worth of white-
furred. snow vermin, who live in coldl castles of ice, still
carrying the eag[e standard. Likewise, the Daeb st be
lox in their stewardship of the Westlands, for there are
reports of vermiin ships calliny out of the ports of Silesia
to harry our 7a[[wns< [ am, as yet, unconvinced. by these
tales, hut it is clear that there is much we don't know

about the forwer scourge of hummty.

o —

1t is interesting that you sy the vermin were daemonic '_ﬁ).[[owers

gf the Dark, Gods. Perﬁafs you do not realise  your deviation fror.n
ortﬁozfoa.cy on this foint. with the notable excefﬁon gf the rat l.cmg
slain b/ Sunna, vermin are mortal Eein‘gs. Likewise as the scriptures
state in Genesis 3:

In the ﬁnaf_yem of the Avrasi the vermin came forth, forn of

4 m'ffe freacéezy. Gains Dexion, the from{ soldier, Eetrgye;{ . the
Senates and the bigh priest Quintus Augustus betrayed mankind. As
Dexion and bis everyouny Queen Grou‘gﬁt war to Avras, Augustus
i stfair treated with the vermin 3oc{5 to ﬁring their spawn upon the
ciy, Bofin‘g therely to stop the civil strife. The final treacﬁe:ry.was
that of the vermin themselves, turning on bumans and devouring the
entire city whole.

These are the scriffum banded down to the Church. Note that it is
the “vermin go;{s” who are mentioned bere. Likewise hfw accounts gf
those who bave sfwﬁen with sufemafs give the same fe.f(:lmdlt)’: .tﬁat
the vermin deities, fouf tﬁougﬁ tég/ may be, are not aftgnen[ with the
Dark, Gods in their opposiion to mankind.

Letter from High Frelate Jaeger

My father said he'd met one once, in some hovel near Ullsberg. A f;iteous thing

: : . it spent the whol
night tr . i in "ci on 4
ht trying to convinee papa of the glories of Vermin "civilisation". Tt said tha

: : t every citizen got
a vote, choosing their leaders and their laws, "That they elected a ‘senate’ and 3 'g
fashion of the Avrasi Empire. The rat even had the nerve

same rights!

Now, father listens for a while —
ally he asks what, if the glories o

- e

—1

‘consuls’ after the
to call us uncivilised for lacking the

how he manages not to laugh, I'll never know — but eventu-
f the sewer so outshine our humble kingdom, it is doing here.
It transpires that the creature’s mate fell out of favour, and was

assassinated, and it, a female, had to flee the kingdom. The

( best part is, its mate was killed by a ‘dusk senator’ — this
e glorious civilisation puts assassins on the legislature. And
e e I‘thc')ught politics here was cut=throat. '{

ey ™

Overheard. in Aschay
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The traders in the east are unaple o
provide the same quantities as last year.
Pistration thetd Sy Thcg blame the vermin. As You kinow, in partsof
Sagariha, men and rats live side bg Side, oblivious
to the clear danqer. Until recenilg, these vermin
worshipped rat qods - twisted versions of the
bere. [ have in a wamber of gods of old Avras. But when plague struck the
LILE | - ; [wmy Wharts o B land, fhey say a rat went amonq them, preach/ng of
anew god, the Plaquebr/nger, who offers salvation
| 2 _ _ through the touch of disease. The pestilence
vo andl. Fertaps it is the final fading competence of ¢ lingered around those who worshipped it and
the verwin that their illcit opera R < mrzly evenfually the new cult was driven out, but not
s, before /nﬂicting terrible losses in men and cattle,
dealing a crippling blow to our trading posts.

(t is with some

adwmit to never hm‘ny seen

a rat, despite all [ write

which those black wanketeers are said 4o f’r&gmt, to

The verwiin were ever fraudsters, wable to create |
I suggest we redirect funds towards our

amyéh(ny new it forced. o ape the 9rzaf nation of interests in Qassar. Theg may not be as /mfmc/? o
Aoras. 77'5)/ surely lack the abiliy to create anything the profitaple put hopetully we can polster our the Sik Road
inventory for the coming year, and profit from

the inflated price of spices.

surface world would wish 4o purchase opmly (nstead
sabsisf(my of the fmnspar‘é o Pot'sons, dmys, slaves,

ngc'cs anel weapons.

Th/ough [ have vever wiet the vermin, ( have met

many huan swugglers that perhaps
deserve the label. Some men have lost
the ability o feel shawe in dealing
with thewm. While the rodents may find
wore reliable economic partuers among
gab[dns and. inferval dwarves, there is surzly no

shortage of their ‘wares” found. in Vetian cities.

Soday T .was most grateful to one Flerr Himmelblay, a magnate of the League of Cags, who sent e a device discovered in an abandoned space
beneath one of his warehouses. e opportynity to exanine suck a Sfind is a rare lpory, Jor T am in no dovbt that the iy black crystals within the
contraption are darkstone. Only the vermin sarms fave mastered the substance - despite the claims of Zoichtal’s alchenmy professors (Who swear

their stricken colleagues are nothing to do with their experiments.) and the insistence of egomaniacs lice Oppolzer who believe the vermin incapable of

anything more than stealing cheese.
T confess my ovn investigation of the device was hardly move syccessful than the alchemtists *bymbling efforts; a sudden srge of white energy has already

demolished one of my bookshelves. SHll, every indication confirms the evidence of my other research - that the vermin are somehow able to magically

omponer the stone and e ts " elctric” proprtis o fe thir indystry and armies. The captives claiming 1o be Srom " House Rakachit ;;ZV;
riae A

ynder interrogation that theirs was jyst one of many guilds and families by which rodent society is organised - and indeed seemed to show p
Rakackit was the greatest among these " oyses” when it came to the use of darkstone. Wken my studies of the “Book of the Dead are complete, T

st tyrn my, full attention to this fascinating field.

Diary of the unconventional wizard. scholar Beatrix von Ueb[c’mya;
dated [7 ltar 960 AS., appmximafe& two years before she went wiissing in /Vaptesh




Behind the grim walls of their citadels the tnfernal Dwarves barbour
great wealth. Whether :{ug up §Y armies gf slaves, levied in tribute
from their many vassal’s across the Blasted Plain, o fmi;f in exchange
for the roducts of their vast industries - ‘go&{, sifver and other
vafuagf’es flow refentfes.@ into their cities.

Uqﬁ?rtunate.fy, the dwarves are insular and 5u5ficiou5. 1t is bard to

frrsum{e them to port with their money, for tﬁ_e)/ bave little need of the

fro;{ucts gf other civilisations. Tﬁgl ave [aboured matty centuries to
achicve self-sufficiency in most matters of economy. still, a cunning
merchant can turn 4 ti;{.y frgﬁf }f be can ﬁr trade in items such as
slaves, for which the h_tfemaf Dwarves a[isf[@/ an insatiable need,
or _]m{e _from Tsuandan: Buge_fy Presﬁgious among 51'35 5ocie_9/ in the
citadels.

But what reul«:[y makes a voyage £o their citadels worthwhile (not to

mention the borrendous Eurmucm_cy gf their border control) is the Steel

Roads every Ja_y the 3reat wagon trains roll afong its tracks from
the fm' east, mrzying every bype gf yaluable and rm.ty to be sold in
the great markets. The Iryfemaf Dwarves demand 5teef tolls on 3005{5
bartered, but some find this frgfemﬂe to negotiafing with ogtes for
passage fﬁrougﬁ the mountains.

Enrico Fideli, merchant prince, in a report to Empress Sc)phm

The [nferval Dwarves are a people vorn in a very real sense
aut of the fires of the Infervo. Their culture began to form
long before that: the Castern Dwarves suffered terribly in the
ravages of the Ay&s of Ruin, Quéc/:[y wd off from the greater
Dwarven fmpirze of the Golden Ayc‘ (¢ is claimed that the
horrendous nferno catastrophe, for which the nfervals are
rightly reviled, was a result of experimments designed. to grant the
Eastern factions the power to resist their enewties. [n a sense
it succeeded; despite wnﬁnemf—enyu[fw flawes and. the creation
of the wasteland, the survivors were able 4o gain some respite

in which to regroup. The first great leader of the new~born
[ufervals was Kevaurab, the [aw-yum; whose famous Code and
legacy is still honoured. today.

/nscnpz‘wn on the anciont
amours claing final sentenc,

Hearth Stone (it )
¢ Was added yuch ntyr

Ues, my doy. Chem Origniz... Inpernal Quarves...
chey ainc Rrighc polk. Lepc che mouncain a {ong dme
ago. Buc che mouncain never lefc chem, see? Gets
chem duilding mouncaing where chere are Nonc. Wanc
<o show who's deccer. (WUanc o de dereer chan the
mouncains, 1 reckon.

Beccer chan iron, coo. Beccer than gold, gams an
cruesitver. Goc no Rrespect [or the mouncain OR ics
gircs no more. Slavers? Aye, canc make gold kneel
bepore you, ch? Buc whac honesc dwary (ccs anocher
do his work por him? No lad, chem Inpernal Quarves
ainc Rrighc ac all.

-

Dk Gurich Siygou”son, dwarf wiver and. ungobond. of the Western Holds




Five lirtle men, met upon a pyramid
A plan laid our o win a war.
Words turned angry, blades no longer hid,
And then there were only four.

Four lirtle men, around a grear machine
Yulled a lever, set and turned key.
Tremots shook in terror, ripped at lands unseen,
Aud then there were only rthree.

Three little men, faces pale and scared
Meral screamed and seams burned
The sky split open, goddess lightning flared,
And then there were only two.

Two little men, stepped back in fright
The cost now clear, what had been done.
City swallowed whole, pif burning bright,

Ané then there was only one.

One little man, worked hard to master fare
Gain conrrol, or else it was the pyre.

A flame shot up, 1o heaven’s gare,

And set the \_vorlé on fire.

r ._l_ M?-{n...ﬁ

a Sy S Bpular childrens rhyme,
= ongin unknown.

'-:-?’ e’

all way through.

Like the states of Arcalea, the citadels of the (nferval Dwarves
do vot form a siny[e nation, but an intricate web of separate powers
wited by a commion lture, religion and. purpost: survive and.
prosper: Each is ruled by an overlort, selected by the Magi Coundl
o the Cleryy of Ashunik, nominal[y on Ue busis of went. Multlplc
ranks of viziers and administrators form a secular bureaucracy which
he oversees, running in Faml[a[ to the four great cwlts that wield

 substantial powers and. prestige of their own.

é A ‘ A

somee great beast.
pTHE LSt e contral thoroygy ,
ZZé[' émeﬂf Zigoyrats life tanderafted ZﬁiZ ¢ fl/é/” g; valley, syrvounded by
erjyl reside, my : ams. Fere t
. S éi:;ézz/ﬂ‘s, c/g@’ and slayers 4] grmfegf Zjé’:;ﬂf e
Compromising gl ’ ese was that
vamid . 19 90dS, Which
Z’f 0//;/7/// ;f the jzﬂzde/ s overlord §gm towa Zﬂfﬁ’dd even the fortsfed
, like a vole 410
a sacrifice fr ”d/llgflz T)ﬂr,é%(% of smoke cypled wto thZB %’Z{”ﬁd’ﬂ
D, thoe g 7 el ade, Oy perkaps an execyts ) Mg
, Uiere fs [iftp dﬁrg Ace. Yoy, 95 the Zy,ﬁmﬂ /

Enjoy roads paved wy;

£4s, as well Z; the Z//Zé ;ZSMQ./ZLWZ it at nght é)/ /ﬂ/’fl,éf of ever-byyyi

1ity, and 4 ”””fiﬁl/ﬁ}o;c e of indoor privies. Nt 1 ey, - byrning

distilled a dﬁmﬁgﬂ/ﬁg and lyyyie Lﬂf every de <wription, C/:;”ﬂde, 995;1'_

Hation coyld dyeam 9;’” the Séa of Tt - 4 et o which mo V(}’)ﬂ/z‘t’r’ ls

cation and the ng@, ée)/ are proud, 100, of their 1idh standardt Iy
eIVeen the sexes, 1S of edy.

Niccols Soly, fammeq Arcalean wierchang travel;
weler
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To many, che Wasceland is che solc souree
op che Oark Gods' powcer in che (Dorcal Realm.
Those pools would cell you thac HORdER [ORTS
guarding against any influx prROM That place are
all che proceccion we need. Ic is crue chac foR
over a thousand years, the (Uasceland has oeen &
dense gachering of heredics and monscers. Jec che
Oark Gods exisced long bepore chac cime, and cheir
inpluence is pelc far deyond ics HORAERs. ‘Chac is
where you will pind us; waicing, wacching, wich fire

and iron.

Che Shaccered Sea is decoming & danger o
chose who would cravel co che ncw colonies in
Sitexia. Cales prOm OUR merchancs of & cicy in
che Greac Oesere devoced co depravicy cannoc o¢

disregarded. (Ue know pROM OUR CXPCRIENCEs wich
chese locacions chac any place where che Veil chins,
magic adounds. Iy chese locacions, large OR small, are

lepc undcpcndcd chen chey will decome homes co che

pollowcrs of Chaos.

Dowever, for chose of us casked wich depending
civilisacion chese are (€S8ER CONCCRNS. Cnemics wichin
OUR nadions are much more insidious, and chey are }

| harder co councer. (Uich culdiscs worshipping N
secrec, while whispering co all around chem, only
ecernal diligence and che lighc of holy fire can keep

OUR NATIONS SA[C.

Fom The Cleansc‘mg Flame' by nguisitor Volkhardt Sattler

———

Hauiny reviewed. stories and. tales, reports from (nguisitors

and. forbidden tomes of lore, it seems the reasons for swearing

themselves. The costs o meising your soul to the Abyss are
well known, and yet there is wever a shortage of individuals
wdlm;; to risk their hopes of salwmtion for the ephememl
prowises of the Dark Gods.

e

W
o What dy Warriors wayto

g
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a pact with the Dark Gods are as waried as the Warriors i 5
’5

A\

Eack Yy

or sw, ;
gw/ K| ears their oatt; for their oy reasons. Fach, foll 7

5 it their o win ‘ elions the Dar
their patron, Sy, e o e vent pleasyres or ambitions iy 1
- e 0/1/)/ z‘é/ﬂg that can be suif for all s that f/@/ 4 £, ey
SeeK 10 rise iy the e
eyes

o their @od.

So What dy the Dark 7048 Want?
certainly canppt 7 |
;;W[bw /f \ /m;pemé o their befaff Vet their nantes fave become gscpys ted
p ] 1SS0C 4
0o reason. Jhey, find theiy norshippers among those wi /ﬂ; -
Se Who indylpe
0

é spectiic vige Bﬁﬂ 0Ning fs ever simple ere the l )ﬂ/ 04s are 0lved
ety f e V(i é//{ 15 ey, r ”’// Wé é /ég .4/
5 s are [y, /I/

(B é//{ ¢ Z mite maste atner a 0se | erce L play a
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(4 f/' )//Ydél"/ff ”Sj L’é/f”/é/(
are jas ég ond e eamns o, ertal) OMte scholay ana prie: S’Wﬂll/d //

plans for this world
at e Lol tat s e, enLs seek the end of p
bast as yoy ee sych thinse o stryctyre apd santty -
s
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An audience WEZ"M“\ ‘;
the Great Seer Druigh Samyrey s xﬁM
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Your majesty,

The sz‘rvnye:sf theme ( have observed. among those

Who[ do su'/ca.r the pact, (s that they seem to lack - Itis witﬁ Benuine vegret that I write to .
a place within their own ulture. Whether their My time with the Vashol draws toane i;"" wﬂiﬁ fews of my failure.
ostracism results from wnflfilled ambition, an no deal has hieen reached N YEROLY that
inability to achiee justice for wrongs done to th ‘
. N C[M/‘4 Ny i y 4 A Atm/ I must confess that it was with some relyet :

V) oonglFol s charge. Rowever, our Barbiarous nej B ooy KAt pras
home, the process forms a familiar pattern the journgy has Been an enlighteni hents heve fuinrip i 8

1

ng’nne. ks a people, the Vaskal
fl’lﬁiil[ system may seem archaie
ur divine right and emphasis on

possess a peculiar nobility, Their

to.you and I, and their denj

i , eird

servants of the Dark Gods offer promises of personal freedoms does :11:; [ of yo
e me

}Z:/Z u;:morfaldx and. a people who accept that only survived But thrived in this ﬁl:’::':hn how their society has ot

' i o' ers consider flaws. [n exchange, all that Openness is a welcome chay e tﬁw waste, lfflaf said, their |
is asked (s that part of their being they cannot the hallways of gy capital 4w By itekiRy gt Blights |
see, and. an dfterlife with a deity they believe to ’ - !

Tu/mm? away from their own kind, the

e, forsalen them. ff;:i”: Z:::”ﬁ were air, but the reality is that they want nothi
— : fearsome warlri:rs6 2:2;: Bsilef;?i:aue A iemagi Ly t;f

Erom the first step on these perilous vaths, the onlyy way is ;’;:If;:u thr?ugﬁ foree of arms, Tﬁ:,yx;ﬁzglftz?: j:ﬁfau:h ﬂ;;!alelinue,

upwards ~ or disaster. Those who choose to serve the Dark. upon a;l:ﬁ:l:: ﬁEt.s' Artor euen fine wine, all of wﬁic—fl m'fuluﬂ,fieﬁ

Gods do 5o in the belief that fﬁg will friumfﬁ where thousands el remain o :I;ﬁllws of {he weak. I confess that after eyer thi
igma to me. ihing

bave failed, and earn the true prize on gﬁ‘ér: Immorfafi_ty.

Yours,
Some Warriors take the Path of the Favoured to reach ~ Dieter Bumbiolf I
that fimmc[e, eternal ife as an Exalted Herald, serving |
and accepting the rewards of one of the seven Dark, Gods, Tnmmmm——m —T ]
Letter to Ewperor Matthias N ¢

otﬁm, gﬁ‘en Liscarded 6/ the Dark God (59/ once xerved; take the more
brutal Pafﬁ of the Exiled, uGam{oning Ia@simf feg(ection for raw strengtﬁ. 3

Whatever the course the results gf faifurt are camsfrofﬁic. The power gf
4 Warrior, g_iffa{ or taken, cannot be contained 6/ a mortal form in the
alisence of immortal protection. Wiretched Beasts scatter the Wasteland, the

remnants gf those who have earned the cﬁsffmsurz gf the Gods. et a worse

fate awaits those who fail the Herald's trial, for tﬁy are t”ru_fy Forsaken.

Now ) you Enow the frufﬁ, the :{angm, and that at any moment a misstef
may send [ you into an afyss ~do  you possess the courage, the will, and the

forfifuc{e to swear _)/ourseff?
At . 1 " e —— i s % - o
Sfucch by the Sorcerer Drasule at Lidince,

recounted. by surviers of the wassacre




HUMAN NATIONS

hd (0[/!4[[49 0] unna and lht n ] h h ka? /ms re n d, /1 man SP es 1o Its If?hf} %C@MC ¢ ma l’@f be as

511129‘457 as 057[25 SﬂS d/LSCl'/Plu‘ dd/ as d&/es as lmrdy as dWafVES or as ]mfldss as saurnan Sy M . We hﬂl)'z 'é Iw'zd across ﬂ Me 7[0\65 ma I‘VI.W /"

no Oth SP&CLCSI hﬂS ﬂ(jua/’ed 5“‘ (te, fhld 5aWVl ye NO SW’VZy 0] fhﬂ WOr[d/S 7' mf / LSafLQI‘S wol d/ bé w“’P ﬂfé ﬂ Oué 'éﬂuf, u‘g ai
er g 4 / [ [ /

least, on Hhe fa[[oWL‘ny /950/7[&;1

o '\fa

St have called e nad for

my /moaz‘é)/ travels i soythery
Saphria, Others, hervic.

o ny part T wish only o spread
Simna’s word and prevent wiat 7 feel is an jneyitap)p disaster,

Vosenlanders gy Destrians ape 50/0/1/;/’/%0 these lands iy eyer

reater nybers, heedless ayd Brorant of pesples who dhyely kere.

e greatest of thecs are the Vanhy, a proyd ayd resoyrcefyl
D C p
nation led by the fierce King
i a land where mpst power is
115 people are anciont We)/
spirityal totem “families”

Wyﬁl‘f//ﬁéﬂ - arare //f//l/'z‘m)/ leader
held by witchdoctors. iy, ways of
comprise tradtional trides as well as

- Those bornt yyddey particylar toteyy
are said t 804 the power 19 conyerce With the correspm//rzou animal
upon theiy conting of age - T have witnesses! e rityals myself.

e Vanty live iy stone Jortresses, and fave estapispod powerfyl
alliances with nearby dwaryes, SALYians and even traders ¢
Jar anay as Sigarita apd Celegty Ablan. Uy fear is that we

Vetians totally fail tp comprehiend bot thei ctvilisation, and the

| Wger e are provoling with oy Joolkardy projects of Lmpire.
e spectre of wap s Hyc close

7 than we //mgz'ﬂa

Letter from famed exp/orar and, witsstonary Erik Tombstone
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7~ Wolstaya

of the wowntain clans in the west to the war camps of the Red Guard. in the east, this is the dowain of
the Volskali. Often wiisunderstood. and maliymd by their western neighbours, the subects of Toar 0@
are. proud and stalwart folt. Their leyends claim their ancestors were the bears and. eayles, wolyes and.
hawks of their land and those who come to know these fierce }750/7[& like ( have do not dismiss
these stories /@ht[y.

N Swift horsewen and. resolute L'nfamt/y form a vital bulwark against the wadness of the
SN Y Wastelnd and the terrors of the great Bog; these actions bring litdle accloim tut have
established autposts and colonies acrvss the Sfcppe. The preachers of Sunna wiaintain that
they are cursed. wien in need. of salmtion, as their forebears stood ayawsf the Goddess at
the dawn of this age and. never rzpemfed for their sin. To this day, occasional bands of
wiustachioed warauders launch brazen raids into other nations, while the alliance
between the Amber court of Volskagrad.
and. the kMys of @mm

threatens to upfum the
balance of power
in Vetia.

e

i e
SoIamtobe married. I feel cqual parts dread and Joy

ions in reading.
and as usual I have been purying these cm::cr:ozj ,:nop i q
M husband is +o be Prince Olvir Hr’oqthar:hil;jr o
Kzlq of Ti hrgmland, the famous H;’ogthh;vf; /Z on's W.Md Y
J with an Ashlander” "
Shaf: oﬂr\ly t’;i subjcct of that wild land - the Sff(t)'l:S h
imagination.
i?l(l)g worsened the fragile state of my imagind

up bg Kings, Jarls
parbaric and unruly - obten meddling

A for
ghklanders are famous
g pe found in ports

Ashiland is 4 patchworh of tribes divided

and Hersirs. Many exr'eh p
i 0
in worship of the Dar
their raicfinq and trading vessels that can
28 far as Avras and Aldan.

Iwark
has been suppor’ocd by the Emper'or as part of a bul

tatus 4S 4
against the northern tripes. I suppo§c my S :,'Idc 4 onh"
: n in these ncqoﬂaﬁons should bring Me p d d;, dutq
‘ :W that I can conquer this awful terror and do My
} 0

+o father and nation.

Dia.ry- of Lady Aunelie, daughta” of the Cownt o Breidimark

Between the White Mowntains and. the Makhar Sfe/o/?e lies a land as diverse as it is vnst. From the stmngho[ds T




-

¢

b As you know Qussari trading vessels agr;[ among :
: f re a
the Qyiddle Sea. ey &

S the most nymerons on | H
enormous source of wealth in onr arbowrs; ms«e%;:” [)[/ﬂ/[
continying Sfriendly relations wjt/zig’ultang“uaJd WB, 5
in Amharaq i of vital inportance. o this en ,M y|
tasking you 10 Jead a crysade to Qassar to supp

fes | ino civil war.
Cyltan’s armies i the ongoing

S

oy will assist himt against the rebel /eua’er,' \7,\),%[2
Thni Afdal, whose charisma s won him a significart i
i o the southern syltanates and many nom
alliance among wocts o Abdullah’s pro-

tribes. We know the alliance objects 10 =

1 conflict is also -
Vetian policies, although L ant told the
religions in natyre.

f 1z
. TheShltan’s loyalists are largely Ayjtam - one 0]; V/zfz
o branches of Alitat religion yniversal 10 Qa;sé i
> while the soytherners are predomimﬂtly Mahas,
" pther branch.

May the Lady bless yon o your ;1lew comgf;x:/g
| g not return to o4 Kingdom with the
interests ynsecyred. - |

-~ - |

Letter from Tania Feret, King Henrys [

Mivister of War, to the Duke of Usse

Arcalea

Arcalea (s hardly a state; fractured and without a central power. The settlewents in these lands
took the name of PrMcL'}?a[éfL'cs, communes, dly states or rzpab[ics but everyone else Just calls

them the free cities of Arcalea - or together with parts of Destria, the lron Crowns. Mosz‘ly

fhey share the same culture, the Worshd}v of Saints, and the mysﬁﬁ'catwn of Sunna as
Thewesis, the first of them.

/’([fhouyh the 'lron Crowns was m‘y'ma[[y an (nsult rzfem‘ny to a lack of true power; the
free cities wield in fact tremendous clout with their wealth and, independence. With the
great wierchant families in the wnguard, Arcalea has become one of the [aryest cultural

\ centres in the world. Here were the first universities born and. here come o life the

great works of art and inventions of our times. But the real wrrency of Arcalea is its

mercenary leyc'onsi bands of cutthroats, trained soldiers, pirates, hungry ogres and exiled
nobles arrive every day in search of fawme and fortune. mcy know that their skills will

i be put to good use and. that those who ﬁ'yht will never g0 hungry.
J
b o2




Tevandan

Traders who brave the eastern reads or southern seas may reach the limits :;: the bw:;
' Wi
; ; dan. A land. of spatawlar vistas, they say,
d - and the mythic ewpire of Tsuan
. tains /'w«yl&s r%wars and great soaring P/adms all under the thumb of the Dragon
wiountains, ’

Empcmr in Lony/imy-

The wost ancient records indicate that Tsuandan is as old. as Naptash;’ but m;zi
scholars Place the coming of the cu‘rrenf; 6/;4}707 éj:z;;:othm::r;i agn V:P;a r irsy
rts, and. the nations officia policy,
jtzz;afjfa;offimst are ske}?téca[, Since the Zhowg hauz [o'ny he/d.fhaz" they are
descended. from a “chosen. /vw/?[e who lived side by side with sw;r@s in
the wiists of time, a rzptdian overlord. way peraps be a natura ﬁtf
To wiost Vetians who travel to this eastern realm, these /cymds are o
little concern compared. to the nation's spafacular wealth.

* & Destria

Yes, t5in‘g.¢ are much cﬁange:{ there since 1 was a4 @y, and '
in no small way. The Crowns north and south are tied in m

marriage now; that'’s .fomet‘éit? we never tﬁou‘g& we would
see. ‘Trade now marches ceqse 355_6/ on roads once baunted fy

duende, bandits, .Yaﬁg‘?wts, and..

What? Yes of course > you'll find ol those thar  far west, !
and_'you Il find worse as well, At [ca;{you would when 1

was 4 boy. Now, the Ent;gﬁts and soldiers bave  finall; put
own te remnants of the Tortured Times, or 50 1 beard,

The dead rest quiet af [on‘g last, thank Carnivus and all the
Saints,

Now comes my kinsmen’s time, ‘gooc{ Vesf;o[io. Destria’s
Twin Crowns are center stazge, armies united, oyy feof[e
vigorous, and our coffers fulll, Even the gyro ant imperials
are so r[esfemz‘t  for our - favor téfy armnged‘g marriage to oyy

blessed Sqah'a. And f5ro}g5 ber will we clyin [omj

S Across
the ‘grem‘ seq téat the kni € eqrs 5ave a[wa A3 exc[m{e‘{ men

rom, and such profiel 1 dave say we could be as rich 45 the

Sultans of assor] what 4y  you say, old friend: will you

* join. me to Pore Rm;g?

{

:[ dﬁ-*’t'*l = o g : '%:C('

€ s o0 Overheard. in a busy tavern in Santa Marika
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Sagaritiadesha is not a nation, nor an empire. It is an entire sub-continent - rfw’;ﬁ?‘\,’

with dozens of kingdoms. The largest i the Zuratha Empire, which led the |
repellion to overthrow the ogre Khanate that once dominated the region. The
Zuratha were sponsored bg the Hiqhbom, whose trading fleets succeeded the |
oqres as the leading economic and military power until the early part of this

centurg. The remaining Arandai fortresses continue to find themselves under
pressure from human rajs. On the other hand, a8 proved by our presence here, ¢ H
Vetian commerce is still welcome. ¥4

A

This fascinating, sublime land is remartiaple for its many cults. The younger
Zantism is expanding and some of the most Power'Ful magicians are said to
pe ac:olgtcs. Nonetheless, the traditional polgtheism, known as Pazu, still
attracts the majority of the people. I t is pased on animal-headed gods and
qoddcsscs - as well as their earthlg repr’csentatives called asuras, devas and
nagas. from them originated some of the most violent warrior cults of this
area; followers dedicate their exotic weapons, such as the Gada - 4 huge
mace — or the Trishula - a trident used as a spear - and their mounts to
these qods, hopinq {or poons such as animalistic transformation of their own b

podies.

Saqarihan armies are feared for these frenzied cultists, not to mention the
infamous clephamis and terriple ﬂginq contraptions called vimanas.

Diary of Malatesta da Fontefreddo,

wercenary commwiander iy
Koyhé € wipire
Wa//)/ have asked ahoyt the secret of my wealth, dear boy, and T always invent some

//a/tiy J{ﬂé{e that makes e look quite brilliant. But the tryth is that T owe it all to
and jew in this beniohted real, : 7 :
ighted realm coyld even name: the Lompire of Ekog//i , i

v
AT e

It z;a mighty kingdom controlling the fyll bounty of Western Taphria. e Y
sas there are sp ﬂ’izzyl//g/)/ rich that they don” ‘ "
' : ey don’t know what to do with themselyes -
ZZ/cﬁMéJ zgée f}/t/g{ religion, the last Wansa ydertook a pilgrimage to the 7?2; ;
Site m assar. FHrs retinye was sp lay
: ge and extravagantly sypplied with
that ke single-handedly crippled the local economy with [/{ﬂﬂibfl nghe it! .
- Inmagine it:

:ZZM?Z; w;z‘// ffe rz'é;//z‘ §o0ds can fetch ten times the price in Dogoko as e can in

- “yVe aon’t realise it, byt we all live in the shadpy o

g ; 2 the S oohinan. ;

) wealth in gold and salt is felt in the martets of Somnstah! and ngﬁ?t%e (h% irZ
, e

close my eyes T can see it: the great
' olden desert - ;
Slotilla on the rolling dynes, 8t g esert - and the endless caravans, lite a

from a széssm sforz}d by the solicitors of Matthias Bechtholdt, “the richest wan
in Sonnstahl , to be delivered. 4o his son on the event of Vs death.
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EMPIRE or SONNSTAHL

I
1
8

yothers amo SISt
of the (BoDDES8 =

) salute you dictoryl =
i igs of humaning are vanquished
Todan the work of Summa is renewed. The enemies of it

Wl ﬂ
the first of mamm 10 fall befare her bi il flamne. Lovg have heroe

ol i8S
cearched for the Gonnsrahl thar was fost fo us, but roday 1 tell wou

i of
Al - homaviry woired, the great arm :
o longer a sword! We are the Soanstolt ! usitepid

le< of Veria have sio0
o o :::Tﬁw back the darlmess and rule this workd.

i -
mslslsien r to forge the mue Tmyire of Somistahl.

Today our narion came togethe

' : |
SIS feons armi:
Todiy we become Sl 5 ﬁ'.jh

So spakc Leopo[d Truchearted. when the Empm was founded at the
conclusion of the war against Dathen A date known to all Sonnstahlers:
November Yth 201 AS. Since then, a fony line of Empaors has remained.

tue to pro/d‘s holy vision, each chosen in turn by the distinguished
Council of Electors.

Uday Sonnstahl is nded by Ewperor Matthias, who they call Fious. [
couddl not win an audience with his majesty, son of frederick the Great, hut
[ was received by Frincess Josefa: a great honour. Moatthias elder sister, she
should. have. been Evapress, hut was given into Sunnas service as a child, to
secure her brother's strategic marriage to Sophca of Destria. The alliance is
the wost formidable in Vetia, if not the world.

Some whisper that Josefa still has her ambitions set on the throne,
though she claims to support only the proper supremacy of the Church.
from her piercing questions on wy work and. travebs, it is clear she is far
from rewoved. from ww‘tly intrigue.
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SIX SEIZED IN
| SACRILEGIOUS scy

: unsuspecting citizens. i cannct he
f :';lr:ﬂ:zed at this time i 1) ATTests arg
; o nected to the fate of Birnichen, the

age purified by the inquisition last year

¢ Commander Jorgen Roeh;
mar qof 1 3
inqulsznun told the Criar that il:iej;g;anﬂ
Hﬁ:lrl'eﬂw?;king under the direct authority of
olness the Supreme Prelate, and that

the prisoner«
-'Wﬂl«?d besent to her :

i : : pont
Paizce it Rava, inlAreilea Fo, ifical
and EI’-’:‘“Eiﬂg, L7 e Jucsloning

This marksthe ¢ | series of Sty
o ATresks gl Hhe it = Ll

[ was asked. 2o serve as official cartographer for
a new survey of Breidwark and. its border with
the unstable Makhar Steppe. This region, quarded.
by Sounstahls famous Beacons, has been hcw/i[y

wiilitarised. against invaders outside the country - My eternaf seryi, t Your Noffy o
ovle L inl
and. (s c[asdy watched by /nguc’sitorial forces to Myt 5 T JJW’.
¥ or Y
wonitor subversives within it. Sonnstahl beasts the ari m“&n? better o guidance; 1 wiff .1
Ticles ¢ 5 Lwill delivey ¢, Your Ladyshiy o
25 toe

ential for Your Continyi .
! Srom t‘ﬁle Gideous enermics #Mﬂ:m’g nd glorious offorts in éﬁm{ﬂg Your [and’s enf

i -

largest standing wilitary in Vetia, and many of the
commanders who [ wet were also distinguished

et‘cﬁirg: on the Plate, and o,

/Dolitidams.

The ambition of these of noble birth is to
becowe Electors. Landowners can be appointed

by the EWIPCJ’BIC and. iuuzas(nyly hail from the it onder fy 1 bave sent them 2
5 Vig A
League of Cogs or local mayoralties as wuch  Scharlgnd] Ve Xou from the excessiye tollls co[[},;m{@ HZ}EI Z‘[’;’Z{Duﬂmﬁu@ rf
as from wilitary careers. The other path to m;tr ' dhe coun o
Furtoer, i Jﬁmﬁ[ b £

elafarshép lies in the church, where Fre[afas
wield power as Poliﬂdans as well as /udy&s,
/usz‘ as Sunna carried both a sword and. the

scales of Justice.

r Your hmé'ﬁ‘ Servant gff imes
Werner Geegs
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: unchanged ina thousand years. Ancient forests, filled with

ince my arrival in Equitaine, | feel as though the sun has
turned back in the sky and an Age long past come again..
Aland of mists and mystery, the way of life here is almost

wondrous creatures, parting before the castles of nobility andi
farmland tilled by festive peasants. A land laced with magic
that provides blessed bounty —and hides many sufferings.

-
This division of classes informs every part of life here. |
Equitaine is composed of “those who fight, those who toil . :
and those who pray” - euphemisms for the feudal lords, ' .
peasantry and ordos respe_ctively. Each is dependent on the
others, yet only in one e they truly united: war and ﬂ
3 crusadé, where arqént believ Jsprea\d the belief of the Lady
and seek her glory across the world, tutoring those who

Lrom the diary of Cesare Federici,
Arcalean Merchant

[n the days before Sunna, the ewpire of the Rat Kin
held wost of Vetia under paw. 0nly one nation held ﬁnz(
against the Vermin: fguétam. Such dowains are founded on
the strength o mighty leaders, and. kMy Gilles de Rauxe wumbered.
among the greatest. Yot dark Whispers accompanied. his reign and
its endurance beyond. the span of wortal life. 2

Then came Uther (like Gilles called. the Once and. Future
K ény), who [ifted a shadow from the land and. dedicated his
cawse to the goddess most commonly called, simply, the
Lady. He and his companions embodied. the cardinal virtues
that weuld shape the km;dam\s future _ to serve the
chimlyic ideal and hold vigil against evils return

r— . e - J—



The land. itself is held sacred. in Equitaine, especially the pure water
of streams and. lokes. Most believe that Equitan ternitory, anywhers in
the world, falls under the Fcrsoma[ protection of the Lady. Her way
consists of the three prime virtues of Homasiy, Coumyc and,
Ordeal. This last, also known as ”agum«mc", is embodied
by acts o penitence, as well as the fameus “Quest .

The Buest takes many forms, but always involves wany [omy
tests of will, suffering and. deterwination. Few Equitans can
pursue its path for wore than a few years, and. perhaps just
one. per qeneration wiay follow it to wmp[eﬁan. The reward is
to weet the Everwaiden herself and. sip from her Cup, fd[m7
oneself with Her divine power and. being wade Sainted.

o o 8 T g

g i
ey

In Guénac, 1 was granted an audience with iy

]ﬂenrg. The youth of his moniker is apparent ye!r' A |

r!wre 18 a fire within him which was absent f’ram
his father. Where dukes once laughed behing

ZjﬂI{?mf) back, leir sons wow attens wpan i bl S
= : . ...1_‘1 ! a

3 ar:ngs ;om;:lano. All await 1o spp if he might A wquitsne asaﬁofrefca:; gg; ;f;fm Ly
L6 ain the height i B forses in the wools weren  enoigh into e
e qars l]f his yl‘ﬂnéfarher (ﬂmrles ¥ (;:[&” is aioays s ing fer strange servants info

o O, perkaps by sealing. rhe burgeoring 7| o5y ' s oY B )

. . ! .. & pixce to the most owerfu
ﬁ“lﬁﬂ ce Wlfh VU'Sl{ﬂyﬂ. XA | thatt that! fInm‘; the fowliest f"‘if; :n the fast.fl:,ven
i Courtiers, each is more omnyl”g the Tmﬁ.stw ~ onee

Gl‘anted promis e . cvrde, or Karde, or C4b
e []f arro { worse is CyTaes (ittle more than
P Nage flll‘ my <. -, afongSiJe the Queen of Cups, 10w 5:,0‘{“[ & 4

cartographic ) ’
qrap eﬂl‘eﬂvllurs, I walked the docks in a;}ofﬁ tale, followed only by astm”ﬁe[[ themselves Qi

search of a vessel ro take me 10 the sea, There & — s+ awords, bows d sty all fat

~ Theard the merchanes concluding bargai P povegtmesturted on e magi! Eve%'one;:m s
\1 the sale - " q dargains fﬂr Tk ichted country seems to know @ wor of p e

h; of grain, fimber ang cloth o tragers =~ ', 6::‘%@ e clmerest women are allowed tocsfec@g f;ogm o

' i Pre small g1V5 i

1 W Ot many distant lands. o wizards. Tﬁf)'ﬁm{ s, wﬁm:‘:ﬁf’w"g;’é;%ad their ‘

them to Learn it the secret }‘fm (o and commoner alike.

Overheart, in AoTes

& The coin : Vs -
¥ e“erﬂf ? o j wpe “« %
| © fund the g e in revemues will no douby - | B 5"0%”{1'5;%?refﬁrgrmn, des OML" 3
| narion's endless cr isades. J:( ' 5 7 eose;{ to see visions from the Lady amfgef mmm{s ‘
| Al r' mgn%w%f,‘}‘ he ordos bang °",t6m&wmx:s fo)r
I L»,,gl’j%‘;\, ) s JH' : wohile dukes ond kings make Smm{wse

their connsel. rerrible ffm, Eﬂuitaine.

M—, \._-"".{.- L—E}.;Hf;}&' 3 - | 3
e N, iy - _- ! | I’VC a’fwg,)lj SW“{SO. . 3
from the wewoirs of Meradus Gercator ey -
{, A " -
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If there were ever [aryg wmbers of ogres in Vetia, they were
dislodged by the elder empires of the Golden Age. (¢ is said that ogres
consider their true howe to be the great m[lc‘ny 7mss[ands that cover

the vnstuess of central Auyeai a miighty Sfeppc of which on[y a tiny
portion = the Moakhar - remains this side of the Wasteland.

Before the Wasteland's creation, however; it is known that the
ogres once ruled. a giant ewpire, perhaps the [aryesf in History,
spanming the 9rzaz‘er Farz‘ o Aayca and. Vetia, wnited under their
famed @engha‘ Khan - though records indicate it later fractured into
five still-enormous kingdoms. The two westernmost were hardest
hit by the Ayes of Ruin and the [ufervo, with the survivors untting
under the [cymdary hero-saviour Tsanas, whe (. according to Wl}ﬂfh)
lead. his Pwpl& to the wountain fortress where they ﬂna[ly defeated
the Playue of daewions unleashed, by the met'ca[ wnf/aymﬂom.

A troubled. bistory, to be sure, hut nevertheless a source of great
Fn'de among the tribes we see today.

e

Lfowr magnificent excellency,

e ogres are miercenaries, plain and simple. ey may not seek oyt
vilence if there is no need (war costs money.), but neither wil they
hesitate fo emp/o)/ it 10 secyre their trade intevests. S hetr existence in the
sontains, where nothing grows, depends o a monopoly of the wealth ,
that travels through them. Any substance that moves east or west i this
world - ynless it takes the Seel FRoad - incurs the ogre tithe. Phany
are the great leaders of Shgarikadesha who fave attempled to move their
goods past or around the mosntains withowt negotiating - all have lost in

blood what they would not pay in go/// i

Tf you seek to avoid these wretched middlemen, there is only one option

_ and that is to pay yp for an ocean voyage departing the sonthertt ports.

ven this brings risk of reprisal if the ogres catch wind - and the
Highborn leverage their control of the seas no less rythlessly than the
Fhans do that of the land . Remember that the Khaganate founded by
Bayalag, which ryled Cugarika, for several contyries, was originally
itended simply to ensure the continyed yse of his trade routes. Tt is
ot beyond the realms of possibility that we could see another Sagarikan

(=1 Khanate in our [ifetintes.

Almost everything you biglipyy aliout them js either

fabirication oy exangeration

Eor example, there is not gpe ogre culture Byt

3 .

their ancient ancestoy
S on
the steppe, and those who embiraced the legacy of

:::::;; :nrtifying the mountains tg dominate the
Passes through them op the Si
The difference is pny iyt
A Tmous - everything f
religion fo economics ch s
' anges when you leaye ¢ e
mountain for the steppe, and et most humans pﬁrefer

& e
to remain ignorant of any nuance

from "Camt'ny o Ayc in /Vyetsam 5 by Fascalive Caillpt

Letter to Amara /Vaya/:

Raja of the Chw«ysar _EEJ

h‘mydam in Saymka

e



Sacred is the mounrain
with seven stones. Nmi!
Seven tuskers we
offered up, Ui

We ask for a rain, i

-l |

Yean i
,,eve,; I.; w’orhed the silk road. IT¢'s true what they sa
indebt to an ogre. I've Seen men left toy diey.

We ask for a feast, ! onfreezi .
; F : -nq Mountainsides pecause their leas
We are your chiloren, Umil weren't just brokien, Tt's not just th %,
; ' € money. O
We feed our mouths, Wil ; "’;‘:V hate debt, any debt. Once offereg an (.‘)/%grcs realy
' an 4 sj ; on
We feed our souls, ! b itIP 1”!;@ My hip sk, and he insisted on q,w,,;yme
b ! 3 - WIS was 4 L

Tet life be fine. Wil good blokes, most of 449 1 was pals with. Stil, they're

= < and you dor;‘i owe ﬁ’fhem, once You get <o kinow them
M anythi
round an ogre camphre, oehing Never laughed so hard as

u:anz to Ui, commonly recited. in Anoth
rituals or when passing sacred. pll e e, the b .
] A R protecting our c;blq Man - tihan, they call ‘em - who was
this other tripe 10y.he was getting troubie rom a i)
they told it trying to muscie i on his tunt. The wa ’
at havin jc‘;de €8 inside. The other hhan was so 4shamed
a it jou thi :ta Vg Laten his debt e threw himsett of
. ink I'm makiing i up, but you'

P “p. but you've neve
_ Mountain ogre. Wonderfu crazy bastardi they are v

s 1:!5.-‘:.-@».—,-#*-'* - e

Lo WG

. i

the last living creatyres i this realm or the next.

S T e T R

The diary of young neblewoman Delfina Rosini

(nterview with
an ex—trader

L—-u'-—-nv-

He wished me to accept the services of the Sbns of Glanea -
a mercenary company known 1o employ ogres. I layghed it his
Sface. ey may be the firest Sfighters in all of Arealea, byt 1
will not have savages in my employ! Ogres are the worst of
Jarbarians. Brotish, nasty, fat. Jhey spend their lives in
tents, rolling in mud, styffing their - faces with raw meat til the
Juices conrse down their own corpulescence. They're cannibals,
every one of them, and man-eaters too. ey have 1o gods
and care for 10 fine thing in this world beyond their next bag

of gold, feast or rut. T would not work with ogres if they were

#

|



BEAST HERDS

(¢ is said. that wherever a human explorer goes in this world, a beast has been already. Even in this great Ninth Age
of humanity, the herts can be found. around. the world in all their diz2ying diversity and. saungery. Even in Vetia, they have
not been entc'rz[y stawpped. out, with swall bands still encountered. in the wild parts of the great vations. Because they are
cheap and deniable, many are stll cmp[ayed by stateswen as wiercenaries = despite the risk to reputation, and bwwwy full
well that the horved. ones untamed. nature wiakes them a double edged sword. once wunleashed. Tales of much [arya’ forces

qathering in the eastern bogs are tnown to all. Claims of

titanic herts of untold wumbers roaming the uncharted e S
O TR, e .
regions o @hn’a or Silexia are less casily verified. S Vit o i | .-_,; S
’ n A : 3 I ;e‘\.-:_ _-J'-
. A T
- ; Lo ;W;’ /ecj/ma %ﬁ’ Will not share in the ryiy you seek to call - £ *‘
— : e yourself, scion of Syua. LJoy demand oyr aid iy v Lo

Z, ugtyrm, yet Y04 cannot even name

while 1 was with the fae gf Wyscat. The two feof[es are
ancient enemies since [ong ages past. if the elves are to e believed, hold sacred. poyy o find i with s e
ers

. . i d OUNO ., [ ;
the soothsyers of this benighted peoffe mark the babe in the belly ana yourg, its fell wizards and glant beast 7t
as it grows. with these spells are the differing borrors of the by every warlerd within yie . e

/Bﬂﬁ;{gg" %éﬁl[ W é/
' ' icty, Marhed in the Jarther tries wi — ora spreads,
Beasts crqfted; accounting for their 3reat variety. Mar il answer this < //g it /mrcé%o e (2

womb, s fow.fy, genemﬁon .57 genemfion, tﬁ.e)/ cﬁzm‘ge, growing JW’”/;%J[[K ht. Strike at the Hidden Herd and Yoy strife at tf,

stronger and ﬁercer. This is how some can sfmé the words gf ”7.0f er and priest of every beast iy sight of the syn, [
i0if 1 i6le wings or added [imbs.

T T gm”o'fﬂ’ eH your walls, dyil/ Your men, and increqse Your patrols

M. Jorce, byt do not attack th MOuniain’s top. e herds rylp

1 their qreat monsters and
o this account also té_ey come @ J thore G i i

roumf—ﬁugging abominations, created .5)/ rituals both ;{angerous

and difficult, producin their areatest successes and worst ﬂ W catgho? dissyads v , L

faifur—g,k but fkwc_lys tfrriﬂ'e :‘go bebold. Gl ofour s E);; ”%jﬁg;ﬂwfvz[;zz o4 1o parchase

ol TR need of them.

The Lm.{y Enows this is & Boon to us as well, for as fﬁgf mem‘ ) s "..\# oo Pt
the natural order and create Jreater terrors than our noble minds e e A I_" . s #.'.: AP -

can imagine, do 1ot our ngﬁt:f Jrow stronger in Eeing tested against‘
them? A cﬁaffm‘ge to our elan and steel, one that on.[y grows with S

time - it is ﬁuite o whetstone with which to bone our prowess.

Letter discoversd, i the niins of the Blpce of Verislat .

Thowas the Bard spwkiny before
Duke R&ymawf of Aven

— T )

Yes 1)’1‘ Lora, 1 fearned mucﬁ and more agout 1‘68 VWTEErJJ g e tribes with Which Yoy would po tp war %Vg s F Y
( ’ ; 5 ; € YEL, yoy . « e
i risk HZZH@@”D” orne ?’f theiy EE/&/&/&W Wm/g Wé/&é ﬂ;// Z%E)/Z‘F/h’ g’
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Cousin,

We are in aqrecmcnt; give the pr'imitives what
they ash for. Tt is little erough ransom for so
esteemed a scholar. His own weight in silk and
the chieftain's own in elven steel will amount to
the equivalent of 4 rounding error to our trade

ledgers, and the return of Master Yoaf will winus

much favour in the Courts.

Your missive has me confused, however. You say
they also wish to return Aldani statues to us,
some of which look to be from your qrandf‘athcr’s
time. But where did they procure these? They
are even more short lived than the humans -
surely they haven 't hept them for all this time.

And the price they ash, a statue of the same
qualhﬁg to be made of their chieftain? How are
we going to convince an artist to acccpt such 4
tash? For the love of your mother, you must find
another price they're willing to accept.

Translation of elven documents found. in the

ambassador's guar‘éers in Avras

[ find. this document wost enlightening. (¢ gives credence to the idea that the
horned. ones do not worship gods. (nstead, their greatest ideal is said to be the folk
tale. Sforyfe[lars command. as much respect within a herd. as a chief or soothsayer
Most of the deeds of the beasts can be explained by their desire to be remembered
in song and. story, believing that their spirits live on as long as these stories are
told. 7715)/ have the greatest reverence for anything that preserves the wewery
o 9/&&1‘ ﬁyurzs of the Pasz‘ - as in the cse of the statues bdng ransomed. to
the Arandai. (¢ has often been noted. that raiding herds will not hesitate to
dewolish a statehouse or desecrate a tewple, hut will leave the statues outside

witouched, sometimes een leaving wireaths or flowers as a gesture o respect.

Cun'ous[y, despite their swiftness o war and umf/imchimy bndality,
: »

the great tales told antong the sp[éffwts appear to be not
solely focused on wartial axp[o[ts_,' though this is common
enough Many of their /aopalar herves and. folk lcymds are
rewembered. for their artistic skills, wisdow or simplc
merriment. Merely knowing the  nawe o any such 'ham has
proven to be a:_ough to earm wercy for ca/oﬂm:s.

not the other way * round.

' .Lisfen Helmut, there's peen a ban on s"élliﬁ:g ';/f;apons and ral;" ctals

.o the peastherds since My grandfather’s time, yet thése bla:fes a}' g
'ncw-{'orged. AS mad as it sounds, ihey Must pe gettihg the iron omﬂ" -' ' |
of the Swamps and forging it cold - there's no other explanation. ?‘f i
H Unless you believe they went all the way South to Arcalea and. ':# by
. bought them from some accommodating Myran me}'cl;anlt. We nce-c; t
find the Source one way or another, otherwise I

v

ot M
tgey Il be h“”fin éﬁs; .. \ |
i .'1. 4

v = i g
‘ "k i [
- i Nl d _,--."ﬁ%—‘* - hi‘»i‘ g
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(n all the books of daewion lore that [ couldd acquire, there are few facts which the
scholars of this wost arcane of suq'&cts agreed upon. This discortd has been wm/?wndtd
by the targeting of the books by state forces, makc'mg the remaining wlumes worth their
weight in 70[&. (¢ seews the an[y dzpendab[e feature of the qus of the Dart Gods is
their unpredzcz‘abilify. Not on[y do they seem to appear out of nowhere, causing wany
cultures to equate their comting with vatural disasters or divine judgement, but the
exact shapes and. forms they present are so diverse and wudltitudivous that they
can riyhtly be called infinite. Many researchers have laboured. to impost systems
of classification, /%‘ckcmy out common thewes among the swarming thmmys
o m’yhfman‘sh creatures, but eyen wWithin these groupings the dwzrséiy and,
extraordinary riety of daewonic bodies and abilities is stmél;ng‘

3 A&nd in my dream she came to me,
the Rerald of the Infinite,

and her shin was like silver and her eyes were like the
full radiance of the sun. In Ber hair were seven stars, ;
and in her month was a burning Hlame. “I am the one who

was and will always Be,” she spoke. “I was first and [ E
am last. I am inside yon and everywhere Beyond. Lam |
the true nature of the world, which is chaos and eternal,
Ehe mortal arder cannot stand forever, In my name you

in the movtal realin Tequires

fis includes daemohs @ « |
lf magie is el established \

ters. 1t has fong been

fion of @ sufemaf
Gate and to sustain. T
[ete focal

The coy}aormfisa
magic both to ini

indeed the casting gf sfeffx fo Jef

i 12&‘;:?"”::60;: more megi i s ¢ must tear it down. The truth of the universe is for you
P Ea:‘ée.:“;[ 1 M)mm ot e i o y  todecide. The greatest betrayal is to Blindly oliey. Do
gizm Z:fzj;;:;rﬁ;m ﬁt b e Si'ze / ffge 7 b ""{ instructions of those who Kold power above
‘;;;yf e eprr “mf ’ Bou. Follow instead your swn desires,for they cannot e,
Cﬁgj T wn:ﬁcuﬂ:;jnsmecﬁanimf @lhen eanﬁ.llersun i‘ftti\e,s their own fruth, then the true
e i 0‘6::“"" magical. resoutees beauty of disorder will be seen and all will bow before it

¥

i ith
movement cat SUTVIVE much Longer Wi

th another daemont gf the same f@ysimf size that freg?en.tt_fy ﬁ:: & #
i )

an ‘mmff d’e_ﬁex our nafumf [aws, for exa,mffe a ewf , I

? eméTnog{ My thanks to the palace of Justice Sfor the use 9 ; | &

comfmnaf frisoners for these exfmments. o Fthd )

Summaryi d ﬁndmys by Senior Master Eﬂy Jia, for
presentation to the éuozi/'wn & /wpen‘a[ Acadcmy) o Lomy/chy
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Doaemons threaten Shuna’s peace, wdoubtedly, byt for

We who protect it there is a higher priovity. I speak of the

wretched sinners who willingly aid these creatyyes.
Daemonic sympathisers come in every form, and their
wicked cynning knows 1o bounds. These so-called “cylts”
of the Dark Grods, whick woyld be better called con-
spiractes against the trye order of the Groddess, have

\ become highly stilled in escaping detection. “We must fore

and peyfect onr methods for rooting out this foe if e are

A T

to remain a step ahead . Cylts typically aim to condyct
the foul rituals that symmon daemons to polliyte Shuna’s
vealm, byt their wider objectives, beliefs and practices are
manyfold. SHill, T have yet to meet any eyltist scym that
can withstand the holy fire once they are captyred.

o . -

: A 'Maqe there was in Zumtipu,
4 His beard was Ionq and white,
ffe ihought, as other Mages do,
To call 2 daemonkin one night. I

&me of /ngw‘sctor Lichter
to the Count of Narrenwald

“Oh daemonkin, here's 4o Your health,”
Said the wizard to the imp. ]

< | g "‘*‘""‘

The consensus among the towes [ have read. is that

daewions can enter our realm in Just two ways: by mamifesﬂny
one of these strange and. wnatural Physc‘cal forms or by
posstssing a host, either a conscious mind or an inanimate
ohect such as in the case o myth[ca/ taléiuy swords and. so
forth. The first of these, wanifestation, reguires a much lalyer
su}?/?ly o magic and. if there is ot a sufficient natural huild
up in a given vidinity to weaken the \Vell, the entity must be
swmmoned. by the sacrifice of a wortal life, cxp[a(niny the
villaivous rituals that typically precede daewonic events. When
the uzilg}ann does appear; it seemts to be able to choose exacf[y
what form it takes, using the raw waterial in the immediate

area to fashion a form of its own p[east’ng.

e i “"’H
:‘i The slaves of the Dark Gods come 10 this vealm
*preening abous their superiority fo mortal beings,
about the supposed freedom qﬂereb by their heretical
 philosophies, about the inevitability of their glorious
* masters’ teiumph. They are lypocrites of the worst
* kind. In the Tmmortal Wealm, where there are no frue
physical forms, conscious mind is exposed. Tach

“Oh grant mé power, kinowing and wealth »

“That T may cure my //'mp‘,,

“Your limp I8 cured” the daemon swore
“Restored the leg you lost. I

saemon has free will only according to irs power. The
greater daemons can exert influence over the lesser
like a river on a length of driftwood, compelling their
weaker brethren to follow their leadership. In the

Zumtibu’s streets You'll roam once more

] : . " ,.
“But dont forget the cost!” ortal Realm, this influence is less. 6|reft bur sti : A

f potent. The truth of the daemon legions 1 that they _

' f 4 A The mage cried out at bargain’s ol are the purest form of slaves. ere in Dathen we :

y The imp 'S ircacher'y and lies:
Wi’rai good are poth My Iegs made whole
"When the daemon took my eyes!

L know that the one rrue path to froedom lies in the
\res’plent\em order of the Daeb, under which each

N\ individual can achieve their full potential as the frue

Vnasters of this universe.
AM(DM o
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Like the great primates of the /w«gl&s o @hm, orcs are strong and. robust beings. [ battle they seem able to resist the
wiost terrible wounds and. still continue f{ghfmy. Distinctive features include larye famys and. the earthy hues of their hide - from

achre to green to dartest brown - all combining to give them a ta”rifj/my and. wild aspect.

The 7ob/£ms, while sharing certain traits with their larycr
kin, are very different. Swialler in size and. less thsdca[ly R
Pawafuf, they dewonstrate exce}?ﬂoma[ cunning, treachery - )
and walice. Their larya noses and. ears wake them excellot 7\ %

trackers and. explarers.

mmughout Wistory, the “warbora seem to appear
from nowshere, emerging in huge swarms from deep
forests, caves, and. any wildd, region. Orcs in Farﬂw[ar are
axtremdy aggressive, showing a_ passionate love of ﬁ'ghfiny
saminyly for its own sake. Their wovements have proven
uirz‘ually L'mpassib[e to track, while yoblins can be wore

sedentary, with some c[aémimy they dwell in great
Vidden cities, accounts of which are difficult 4o mn/}z

K,//Z()z(/yﬁ T believe we Daeb-fhave 4'//((’
more lo learre ((/f(f////}(zy the creatures {)/
s cworld, I %[/(/{%/(}////a/ tw/,//(% /)/(‘0 1t are T = ¥
/)1/(77‘0ya//'()// ((y/ //zz)///é(yu‘ (0//%(% 9 trborye i .5 ‘ .

Lo - - N L L ‘.ﬁ‘;‘ ooy oS " ‘-: .;A*

races. Tt seemns thetr /1%///0/14%%} 1{1{1% beasts ! ;Q‘_\’ SR ": = W

/ bl & NG R
8 1%),5‘(’/‘ lo //5(//(0////1/‘/{4/ a‘/éé{z/(ﬁs‘ (%[m
masters and. seroant. .
; ' | E s
Ores {yj/)m/‘ o make connections 1 14
This is 4 stone . :

m/% arealires as é/w/ﬂ/ (7//0/ »'/7/450/7/ as b, b

themselves. Giants, boars and. wyverrs are does not binow the ¢ ruth 23

lreated as conrades e s, ear1ing; y/(){y Let these words teach it oyr way

cl//(/ﬁ»'(/.r//)ly 127 the ,W{)/A‘, fm% (o lush i the ; [ il wag I8 war
C « :
We are porn only to this

ud. [I//é{ qore.
//fﬂ///()//%%.( yoé/'// lairs are all but . A stone is porn e Stayinq
. /)/%)/)J,wéé’ lo-scout, /)/‘0((’(‘/(’0/ as /4{;/ are éy  But we will set it I’olling
2 7 asts of cave, forest, plans and £ ; . .
. ey /(/)(/ beasts of cave, f . = Andin the Speed of life, it will learn
more. Guardians and. ude avaltars; the - Lt will know the way
setches all but worship the things with 3

wrelches a / 2 0¢ o o s

the h/ymf tecth and. claews - (If(zy/ﬂ/}(/y 147,
C

) . . X  Welove ¢ .
¥ /J/Y’d‘(’/'{)(? thew ocon (%(%é/g/wwzo'. S, the 0 St”lqu/e and to win

B T Fuslition o a carving

5 . /, 3 ” }
aryangelnernt /,J‘({ﬁ/@('//ue; % //Z//J‘{'////H/ a g an & this stone 4o love it too f
i . M We will give this stone 4 brood 4 found. on an unfinished,
And set it searching § stone idol

And it will know the way of war _

Prog
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1179/ convinced \
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From Book of the Terrors of the World,
by Niccolo Solo, fumed. Arcalean I
werchant traveler

Saco Wilhel, 2
e/ 27 /ga;/,rg o Lhe coi/derness
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Field notes of researcher i Mah—::;w = 3
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No Brothers, No Sisters
The On_fy King
No Past, No Future
The Onfy King
No Eear, No Wi eakiness
The On.fy King
Born of S0if and Born Alone

The On.fy King

Breaker and Builder 1
The Onfy King - S " f |

|

% One fist in 1ot the other in Stote S

: he only King i g 5 9

\ Bringer of sattle, Bringer of Eofe . e

\‘ The On'f)' King W‘Zfa reportedly recited. by orc Pn'soner
torture by Tsuandanese authonities

e Heart of o Child, Heart of & King
The only King

-

—
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Of all the mysterious beasts that F[ayué s world, the
saurians are surely the wost paor/y understood. &Ptb'/es o wrying
size that walk like wien, they are encountered. wmmoné/ a/wuyh
that their existence (s beyond. doubt, but their true nature and
jectives continue to esuape our /cmowledye, of spaa’al interest is
their /oossible connection to ancient myths o rzptdcan demigods
or daewons who supposedly suljugated all. peoples in a global

empire o oppression.

Lany study of the wany sources on saurian lore leads we 4o |
conclude that there is litde, f anything, that links the creatures
found. today to those of the Dawn Age'. If there was indeed. |
an ancient ewpire, s descendants were suttered. by its fal,
and survive today in a series of enclaves within hidden or
Wcl[—}orofecfed regions of the world. There is reason to belia/ef
that several of these have since re-established. contact and
operate as laryer alliance of sowme kind, while others rewain

isolated. mouyh these confederated. enclaves have vo easdy

SAURIAN ANCIENTS

Zshivered g t4, 1,
and

Whitefujresd nyrsemaid iy

@///féerger peasant ﬁ//éz‘ﬂ/fs,& Jull

2t was pot ﬂ/WH)/S‘ $0,” suid the
Jrom Xsberance 1y so/e/m/zj/ seeningly
arrayed aroyd th, tyt. [
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1eflectod by the reed Lod-muasks
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Y/ ém/aoae, Works K then 19 the oy
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on 7 j
e 1er7ifled my yyenily WA With frey

of lorking swakes lizards wyy

discernible /eadtrshc'}? or qovernwient, sowe theorise they Hhese reptiles fpp2 Vbl mark .
. [ 3 h{jO h [ o / WK o Mt "*t-irr-uﬂ* Forh
are wnited. by a common e gious or philosephical mission. .D.q)/ 32 7
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of the collated. field notes of
Frofessor Eiselwmasus van der Rijke
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Much of our scant b«oW[edye of the saurians
comes L'mu'recfé/ from the human nations who live in
closer prosimity to their enclaves. While attempts to
communicate directly with the winds of their wr}?almf,
allegedly wind~reading mages fypically ends in even
7reata’ confusion or wiadness, there are some who over
the centuries have discerned. wore useful information.
of Farficu[ar interest (s the account of the natives of
the southern Sunrise Sea archépelayos, wheo speak o
a miighty, hut excadiny[y dangerous island. of sawrians
which they all Atua’

77wu7h no Vetian has ever laid eyes on it, it is said that Atua is the greatest of the

1 @m‘epn‘se, Emissary of the Crown sent to Par[cy with the
‘Saun'ans of [sle de Katu/oam, Bastions de [ Edrewe-Outrewer

pm——

Eamlnys drawn on the cell walls of the Mar??uis de

g

Jorentum, 933 !
LBattation 9 }(1(////{/y saurians showed. .(s‘y//(%/w///»'yf(/ s
(:1‘('/'/{74///(@ at the same mstandt. . Vo- clear /)/‘(//)0('(1//k)//.
Prelate A 54/)(/%’/‘ theorises /«)/(/y—n?ls*/(///(‘w shared

(/2% //?)//(1/ connectior.

Norithersr &’7’(/{({'[(11'/1(',3 36" ]
Thvo- dozern smaller sawrtans A/v)/(/yﬁ/ slones A(’(//‘/)(/y
wilrecale, //(/y///y structured. non ~/‘(’/){’(///)L/y /)(///{’/‘//A‘.
Sﬂ(’/}(//‘/(’(/( {//{'/‘ (/(/J()ﬁs'/'//‘/(/y stones al crossroads.

Nedarac, 977
Sawriars /)/vas’('///{'(//)orz/' /‘(’//(4'/‘//(/y,\’ (/}/ Arandad. w1y
we (/)/)(//‘('/// attempl to share /J/%M‘(//%/Z‘(// deas with
l(/(/'(//é(//‘// scholars. ¥ ///‘(’/‘ ~>‘///<»4/. the messages disimissed,

as 4‘//)(’/%’//’//‘0//.' (e SAUILaIL EUSSQrLes slae.

Ghrereste, 9 )r)[s'A’(((ya,k94 o3
& 00« )-str0tg ,s‘(////‘/k/(/ /(/(///1{//‘(/y (//)(’(//w/ v the //(/'(/A/
with 10 warnng. ,,/(’//(’/4'(/ lowre, /(’(////{/y 1S {//V‘(/(/y(’(/
oy b (’(Y/)A(’/‘(IAA’ /1(///(’/‘//. 5/)(’/)(//‘/(’(/ /{/(}/‘(’ .s’/(z/g’//}/'{'(is’
could engage.

o //(}/m/,)a{e((,‘ (0574
b ()/(/y(’ -8‘(///{‘/:(/// /}(//‘(/y (//‘/‘/’()r’{r{ al A(:/’(/A/ &/ Jamine: {(// 750
baryels (// /wz/ (///(( qrau g //‘0/)/(’(// 011912

» Nebelak, Augean scubcontinerd, 939
5 s (/ (@ C
T Crnal colony ca stred, by saurtans (/('{'(////«)(////2’(/
/ £ 7
(4% y/'(//// scaled monsters, /)/‘m/’(//mz/y /}/(/y evers -s;/'(///(’(/
w I lrentea. .%//(/A/’/m//»\' {’//»3'/(/()(’(/. ///(m/(' lo constrect

19200011, ////////I(’('(/ Ay /‘(’/{/ QI/V/Jy.
C C C C
- -

ﬁagmm‘ o report found. among
te affairs of Marshal Schawnbhauser

surviving saurian enclaves, and. that it was Atuan saurians who first saught out and wnited. other

groups into the so~called Vitalist" confederation we observe in wiodern times. (t is this alliance which is respansible for its bizarre

and. samimy/y random attempts to influence world. affairs, so it is said, to advance a grand. cosmiic crusade against entropy itself.

Acwrdimg to the locals, the potent amphtbmn-likﬁ mages of the saurians are not, as the superstitious assume, immortal

creatures hadiny from the Pn'mofdm[ Dawn Ayc itself, it rz[aﬂ(/ely new beings, a species which an[y reappeared. in recent

centuries. Some sources suggest this emergence may have coincided. with the ylabal u/?hazua[ triggered. by the [nfervo event in the

1476 of Waste, but this must rewain were spcculaﬁon‘
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What wany know as the ‘Dwarven Holds" is united vy little wore than a shared speies, wdture and. insistence on lwimy in

underground fortress=miines. Perha[?s the best-known trait of these /an'c/:[y Feople is their obsession with honeur: To a dwarf, honour
is an al[—wnsumlng, ritualised. affair that qoverns almost all aspects o daily /Mny, m&»dmy an extensive system of debt-bondage.

The holds g0 to great [enyz‘hs to quand the codes of howour

and. rewove the Fassc’b[/ity of their changing. Before they can be S

considered. full adults, dwarves undergo many years of intense o -. @b e aff fove & a9 ob oD moot!

formal education. Matters of hovour and. lans (one and. the i oot

sawe to a dwarf) are learved by rote at great /emgth. This Come to dibpy up tbé 4 e %
education is oversen by the so~called Guill o Lorekeepers, &@itb a nice fong qnattef and ¢ brewer 6 ba

4 body abso entrusted with wointaining the st archives = ey ¢ fovaet pout shiiest sutit!

and, medmﬂny at wmoots.

&b e fove hett the doots st tight!
o Wy O Bgpe to araue throngh the night!

Gir,  cppking 10 ko .
ot the first YOO8 mmmmce[ uilecmft yoed by e e feanes tif e off agree
1
e ot employ the S e pon S the forefecp stops the fight - ob!
mﬂges Ca«” '
ottt dwarve arenot like spells,

: !
wlthoott™> > e in the world. O" B fove to Hibear our grandest oath
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My agents bave been fracéin‘g the dwarven tradprs as requested,

is i , Bguous nature of the Frolify
ts' their Jreatest [Miﬁy necessitating risky caravans oyey reat W
I am deep, we ave deep, life is deep distances. No wondyy theiy artificers fave pioneered fly; : ?
. bi i \ e
I contemplate the roots of all things acsnes o 6id i rsnsport, despite e powerfuf s x|
avetsion to the sky and open. spaces, {
I hold the earth-core in my heart ]
Confusingly, {
I make my mind a stone, my honour gold i"‘"‘u bowever, e baye foen unable to determing fosp .
go‘., are moved between certain sections of the Holdy' netipork A
Lam deep. L am deep, X am deep shipment of guns seen leaving Nevaz Konfpe disappeared séo;f.[)’ !

ofter, only to be solif df;  following mont§ af Nevga Derom. M
on_l}’ conclusion is that there st be some merit to the artf 3

bave beard of "the Deeps” - Juffom{fy 4 series of nam:Z' cuvewe
L and tunnels found even &7::1‘ than the drvarves’ mines, far tmmJ
| :falrgerm b navigate for all but the mose experienced bold divarf
If they are able b move tﬁrotgﬁ such an 4 ryround network; :

. that ; .
- Letter to Count Vladiwir Dostanovich, wm&{e’?[mn bow 159/ bave evaded our tolls,
Valskayam Minister of Coin [; : g e

] i
H L /y-'ﬂ-‘-"‘" it
&—&.““ e e S

Why do holdl dwarves live uudcryrow«d? my didn? alWays. The citadels of the Golden Aye
Dwarven Empére were lafyely uilt on the surface. Yot great wiines were excamted. even in

the earliest times. Over the course of the ravages of the Ay&g of Ruin, the

- Translation of a wantra used. in
rituals at the Gavem Fillar

western dwarves increasingly turned. to these wiines as a source of refuge
and. protection This trend. accelerated mpo’d]y after the creation of the
Wiasteland. brought hordes of daewons to the Mortal Realm. The
i) law—mayic environment below ground. proved. the Fcrfaz‘ defonce
ayainsz‘ beings that require mogic to exist.

)
b
i' The dwarf populations whe survived. into the Minth Age
] /i g
1 became the founders of the Dwarven Holds', a loose association
¢ o wnderground. dwarves established ot a great woot at the start o
this age. [t has proved. to be an enduring shared culture and identity
that has lasted to the wodern day.

(¢ is interesting to note that dwarvish religion has followed wuch the
same trend. Aside from the cult known as Seekers , hold dwarves vo longer
worship the old gods of the Golden Aye. [nstead, they have turved. to a non=
theistic form of spmfualisf wsmo/ayy, L'nwé/iny ritualised. weditation focused. on |
wiaterial permanence and. the holy depths.




VAMPIRE COVENANT #%

Of all the Vamptris ferrifyiny abilities, it is her power o necromancy that is wost renowned. One wust wnderstand. that

corpses are vot animated. through magic alove. Fure mampulaﬁon of fl&shy wiatter on such a scale would be a feat beyond. all but
the gods. The [wmy dead. reguire their own instincts and. drives for #is, a soul must be imbued. into the form.

Lesser undead. use simp[c souls = domesticated. animals or predators ~ with corresponding behaviours. The wore wmplcx
the entity, the wore sophisticated. the soul reguired. Vampirzs and. other necromancers qather; trade and. compete over valuable
individuals for later use. (n times of need, they way harvest hundreds, even theusands of beings to generate souls they can

mam'pulatc, raising arwiies of servants.

A second cwfeyary of wndead, often wore mwadny than any animated corpse, are
souls who resist the normal pull to cross the Vell. (nstead of an afterlife, such
/“-A i spints retain an attachment to the Mortal Realm wntil they find. satisfaction or
. : banishment. 5rm'n7 ethereal bodies, they pass through walls and armiour

alike, yet can be as dazdly as any blade.

“A Hunter came a-calling, early one day
Do as 1 say, keep the vampires away.’;
Some were wise, kepr open eyes,
The rest were easy prey.

“Theyydnn’r breathe, do't ear, don't die
_ Don't age - ang magic fools the eye. ,
—— Bur under the sun, they come undone
\ So never meer them “nearh night sky.”’

“Beware their power to enslave
Starve them of the blog they crm:e.
Xearn their code, their nature showeg
By laws of blgog they must behaye,

]Dm!’r ask them in, so they can't enter
Strike the heart, i for the cenrre,
erh,blade and fire, weapons most gire
Don't stop “til ash is Your tormentor”

“Grind remains inro finest dust
Spread them far in wind’s stromg g’usr.
Bury deep, but do nor sleep,
They will return, in this entrust,”

‘Th’e best protection you will fing
Gods” holy marks to warg and blim;.
They turn their face, from divine embrace

The sure salvation of manking.”

Nursery riyme — The Sfmnyer Came to Town



asspciated with the self-proclaimed aristocracy of the night. ‘

Vamp&r&s appear to be innate mayical pmdigécs, not /'usz‘
mastering the wore commion Arts, but also d/;/?[oym? a wumber

o unigue. powers linked. to their nature.

Ulusion is a common factor = [ understand. their true visage to :
be guite wonstrous, yet they are rarely wnmasked. Shapcshifﬁng
and. hyprotic wiind. control are both also widely reported. Their
bodies heal injuries beyond. any wortal being, though it depends
L'm‘émate[y on sustenance of blood ~ the great, al/—deﬁnmg Thirst.

mcy are often compared. to gods, not least by their sycophants
and. servants. Yet, warkedly, they show extreme antipathy to any
deity or being of the mmortal Realm. Perhaps having bound.
themselves so fast[y to this Realm, the prospect o crossing the
Veil is a horrific one to them. Whatever the cause, reactions
vary from discomfort in the presence o re[dywus symhv[s, to
outright inability to enter divine grounds.

Why “Covenant” ? This is the greatest of many enigmas :

Vampires are mostly solitary predators, jealonsly guarding their l<
domains and carefully selecting adstions to their ranks. Wy then t

would they choose to form suck @ complex alliance?

e answer lies between myth and history. Slnce the Age of
Death itself, records and stories mention vecasions when the blood
drinkers have been dragged into the light as a resylt of their internal ]
conflicts coming to the attention of mortal aythorities. or every tale
of a vampire ruling openly, there are to tales of entive lodges or evert

bloodlines being exterminated by an alliance of the living.

G now, beneath the notice of most, vampires  form the most elaborate
ety i ng i er

and syccessful secret society i the world. Zxerting inflyence 0v

ynsyspecting minions, gathering powerful men and Wonen as panves,

ysing noble institytions as fronts for local lodges. ey vie with one

7 ted layers
another for rank, prestige and access to ever more convolyted layers of

mystery and hidden kowledge. Tost importantly, they never allow
their presence 1o become widely known or believed. SThat my words

will be dismissed as wild fantasy, that is the mark of their success.

Ludsvico di Ca/m' — Beneath the Skin, 707 AS.
Di Ca/on vanished. sharé/y after Fub[c’catwn. '

Malthivs Heitwann, Vamp&rz Hunter

.
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Pure ivarri?ta ho thrive upot martiaf cbéffenges = oftent against
others of their oo brotherhosd. Birehed in Equitaine, they foffotn

Vampires, Bloodsuckers, Palefaces. Leeches. Fangscum. Tﬁfy bave as

bunter who strifes bead on. Way, the wiser fa(ﬁ is to find weakness,
Mo.ff_t}/, that means their associates, 1 V3 them in three Jroups.

Rivals - such as otber necromancers: vultures next to wolves, Where

| qpore their own lives, scuftfing offand [eavin‘g @ Count to face the fire.

Servants - the thralls. Litele Eofe o Setting cooperation, fﬁ_ey’d' sooner

swim the Shattered Sea than giveup their lovds and masters, S6I, tﬁg

tend b Jeta bit Love-drunk. gfaztyome J[ifs, it will be them. Follow
them, and [ you mgﬁt geta shot at the boss,

Food - t‘otgﬁest to make use of. Leeches think themselves too clever to be

tracked, but fivirgfor centuries comes with routines, yf)fou can find
those balits and tastes, mg)/ge ot can be waiting -

frq’er_[y frefm:{ of course.
\_5)#,

]

s

"i.‘-‘; , it ' uique traits pa [ ot to anp_x re it pyi? oft

-~ tmage - though fetv itk ever ¥ivaP eheir progenitor. Lhe most act

- fincages todap are ennmerated «";;,A beow: B S
pa i o -} “y Neh o

&
L

their oot honor code, and bedeck themsetoes for areat battfes.

, L Strigoi

Aightmares incarnate, they thrive upott the fear of their prev,

b &
¥ __@fbest’of,Bfoobﬁnee, cotceared o the ftingea of civifisation, they are
 bumanity’s tervor of the darf, depefopitg abiditg contections to their

domaing, embedded i superstition and Fegettd,

Camia

Bippeteers, manipufators, spiders; their poiver of infPuetice and
eubferfuge is unvivafted, often festering in the beart of great empires.
%gtmg through others and onfy unbeifing themoefbes in moments of
trinph, they turn beanty and charisma to fittefy hotted Wweapons,

Detata

f??obfes, event among the Counts of Fiabe, they place particuar stocf
in fincage - perhaps because their o is among the poungest. Each
finds a bome among aristocrats or dignitaries, ererting controf over

3 I l l_,:'rm
Fstels Nicalices ~ Myron ;

N&@mancer and. Scholar

y

.i‘? &

many names as 1 bave kills. Tﬁg bide bebind fegm;fr, re_[y on stories
) 5&71 feof[e scared and confused, Dm{l’y strong and fast - it’s g poor

tﬁy cirele, , you mgét‘  find the real fm&ator. T/;D/’[f often cut deals to

domaitis more divectty than other Nasters, Lhe abifity to command by
~ the masses defines their veign, :

il —




The ancient historian 5<}>[L'¢£1fus claimed. 2o have been shown \ A\

a Naptaan relic in the form of a golden pyramidion, one of the \ T

g 3 c : \ xlvl '»,
[agendary, magcca[ capstones of the wiighty pyramids. To summarise f \} ".
the story that Gipliitus relates ) ﬂ'

[n the (womortal Realm there was a region encircled by a great , t' *‘f:.,f“ |J
darkuess in the form of a serpent Auen, the end. of all things. [uto the &j ( l
darkness came the twin deities: /Vephet% and Kitah, Life and Death, ‘iﬂ’ \ 'f
who wt open the jaws of the Black Suake and. established. the cycle mel Y {z
rebirth. Their children were Sameth, sword-wielding warrior goddess,
who leads the fight against the darkness, and Hanu, the god. of necromancy,
who uilt the first pyramidion a beacon to quide the rightzous on their
journeys to and. fro across the Vel

The beacon was mplﬁmted for other pyrawids, hut the skills and.
the watenials required. were so rare that only o swall wimber were ever
wmpla‘ed. These are vow the wost precious artefacts of that ancient world,
and, are /'calausly swyht by powers o wany kinds.

was born

ccon{ing fo fegem{, Necromancy, the Great Worﬁ gi :ea:f;f " e
A- thousands of years 430 it Naftesﬁ. 1¢ was @ rgﬁ'ne | ag i
., | th reverer[ ancestors and mmntmning the channels
and the war against the 3oa[—f5a@55.
d 5imse[f with bis ancient

o be endures, the

cated to communication wi

of rebivth. Then came the Great Jackal

Even affer e was mortall wounded, Setesh fresefwe ;

Core, and cursed the fand bf Eim{ing it to bimself: as ngf‘ b

)f of Naptaan will _ﬁeen[ Anen and never reach the after ife. 1n 1e5p tfu[

soulls 0 | | e

o‘{s were forced' fo close fﬁe Serfent’s jaws for 3004; gest it {r?v fZ lf;mfm B;
1 £ out 0

irst Kin dom were forever shu .

s> owfe : > gtﬁ' but Gones, yet still tﬁgf vest and waiby
)/om{. Their corpses rotted to nothing bu ) Y

. i their immortal
! rriors, ever ready ~ it
fmmnfs and nobles, Emgs and wa ” y wnﬁni; the misgui‘{“{ sfruggfe  from the Book of Eterval Return,

t 1 ignomnce am{ ‘ [ vy Erchtho Ubaid, Avrasi witch
£ ¢ 1 TRe
4 against the Great JMR“CS my .9/ we o necromancer,

everfasting damnation ~

-
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o Tt is still ylorownt how the Naptaan civilisation eﬂdeﬂ" ,
Nlaybe some sort of cataclysm, or perhaps a more /’arogressz:e -
transformation of the land, with the desert adw’u{cmg )/ear/[ o
year. Little is lnown of events following the civil V'Vair', W 'f/‘/l
pistorical vecord abroptly ends without any ide claiming Victory.
Certain illystrions historians have hypothesized that ,w'f ;{
the population migrated anay, from the 'd)/mg land, Zspegze ):68
to Glaca i other shores of the Qiddle Sea, where 4
considerable inflyence on yownger civilizations sych as (MXM a "
e tribes later known as the QOuassari. Others fave conjectyred
Hat the desert nomads of modern:- day SNaptesh may be t///e[
descendants of the original kingdlom — these are, after a[/,dz‘ er[
0/12)/ people who can apparently navigate t/'/az‘ part OJ; z‘/z: ;ge
yscathed. Wid reports of skeletal armies, not 1o be u/ j”,o 3
- seriowsly by scholars, have nevertheless inclyded the in ;l[)lfl ie
" etail of the dead working alongside such nomads, who ser
them as living attendants.

-
il - W
S — o
zes

HL’story of the Near East — Volume (

WE ARE THE ORDER OF THE RISING SUN
WE SERVE THE FIRST AND EVERLASTING DAWN
SAMETH OUR QUEEN, THE WARRIOR OF TIME,
WHO IS BORN AND REBORN IN HER VESSELS:

OUR BELOVED ORACLE WHO LEADS
| US THROUGH ETERNITY

WE PRACTICE PATIENCE WITHOUT LIMITS
{' REMEMBRANCE WITHOUT END
| WE ARE THE SLEEP OF AGES
THE WATCHERS OVER NATIONS

OUR EYES ARE CLOSED BUT OUR
VIGILANCE DOES NOT SLEEP

WE WILL GUIDE THE RIGHTEOUS
ON THE INTENDED PATH

WE WILL SHARE OUR WISDOM WITH
OUR CHILDREN ACROSS THE LANDS

WE WILL FIND THE BLADE THAT WAS LOST
WE WILL END THE GREAT SCOURGE AT LAST
WE WILL REMAKE THE SANDS INTO PARADISE

ABANDON HOPE ALL YE WHO ENTER HERE IN
SERVICE OF THE SCOURGE THIS CHAMBER FALLS
UNDER THE PROTECTION OF THE RISING SUN

i
(nsu’iptwm rendered. Naptaan hﬂmvglyWS, fom;:l%a”“t{l_c
atrance to @ burial wownd: 1 Volskaya. The lort. su)o/}\?/os t&;
* within died at least 2,200 years dfter the foll of ?9 ;ht g
acconting to one spwlatwa dhronology. f,oca[ l&gmds.cciww
is haunted by wndead. forces called the “Barrow L&gwn .

- -
[

Over the courst of vine long ages, it has occasionally come
to pass that certain kinydoms, tribes or fratervities have been
devied. the natural departure of their souls across the Veil after
death. (n some cases they willingly embraced. undeathy, in others
it resulted from ternivle calamitios. The outcome is the same: an undying
dynasty, a society whose souls are trapped. in the Mortal Realw to sleep

away the ages, or else reclaim old or new bodies to animate.

Such beings are wot like other undead. my dewonstrate a stronger
will: they ovey their rulers out of loyalty, rather than sujugation to a
necrowancer. my are a vation, not slaves. Litdle is known aboud these
dywasties, which hail from several parts of our world = often they
are diswissed as no wore than myth. Some were once great ewpires,
others just small armies with a stubborn, indestructible faith in their

dudty. 70/mamy, they are dammed. But others have adwiired a resolute
will in fighting their eterval battle: constuntly returving to defend their
land, their tombs, or whaterer secrets they may hide. Some even

spau[ate that the oldest of human nations has, in its L'mmorfaldfy,
directed

[—

an unseen (nfluence over the rise and. fall of all others...
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DRAGONS anp GIANT'S

The /mpen’al Soa'a.’y still ranks full—yme dragons as the siny/e wost Fowaful beast yet cafalayued in the Mortal Realm.
Certain scholars dispute this claim, hut theres no doubt that these wondrous creatures rewain among the wost hc'ghly sought

mi[a‘wy assets, and. feature stmny[y in the Public imaginarivim of alwost every clture.

found. in all parts of the world and. sometimes adapted

. i : g bac
to certain terrain, dragons live for centuries, alwost ARl ﬁ;»" “s hapeBB A, - s
14 5 oF res. k eS and
always autliving any compavions. They are wost notable #ad @ Serageq, ja’C/’ GV ed Conpmant ™
or a /o 1q—Z, e
for their invate connection to magic Like supema[s and. remember fom ghe St plan, bt aty 7, s
o 772y,

some supcmal—banded creatures, drogons can eﬁ"ar’élassly
Wlanipulate magic to achieve spea‘auxlar effects, such

Q1 occft ¢ ;
as winged. fl@ht, L'ntra/oulmomary fire, and, Foz‘enﬂal[y s /,o::?e WAICS atte rrpted do oy § :::an:ed
es: = Se 24
ewen se[f—tauyht spe[lcmft. Dcs/vite such bc'o[ogica[ e/, Lup /mhy:ost:, GonS gaz frerees 9o/ el :
CHY rr0c 4 Jesens

meossibdc’ties, all evidence suggests that these beings

: e Zions oer,
are, at their core, wortal creatures composed. ; Wned aboit the habit opt o, € oulrighy eSoteria.
’ 7 oty WP Sleder :
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> BIRTH
Parents raise newborn
/ giant in the moyntains.
b kiept by
ne
HOMECOMING st it b T
{ true.
(At a certain age, giant experiences the roling famy o .y i 44in facts. Dragons
urge to be with its own kind. J of caution, let us remind ourselves of certa b |
Lt will retyrn to its birthplace and / into their-full power over Many centuries. £ it
start fts own ﬁm//)/. ~. —> TRAVEL e d to control hatchlings for & decade or wore
s foung giant experiences e . comes all bondage.
natyral wanderlyst and begins 85 petore natural dominance ovel
10 explove world., jvely harness
i g sources all coneur that the only way to effectel]
| SO ig is rare,
DEPARTURE “fj nis if it willingly chooses a wortal partner. This i
4 drago!
After some years, a short attention : asons unclear. Most often, the chosen partners
span or retyrn of wanderlyst can / Ly and PP why) , but they can hail from any
resylt in giant’s sydiden departyre. % are elves (we donot 0% L ! ider have ever been
"y B ONDING r = species Tndeed, only dragons allied toari il
> ., ‘.‘: : i i i Sa'
N @mm‘ encoynters others I each other; at. all other tiMes "
S~ o treat it well and forms { ' fenci a8 ives as aphorrent.
/ eMSE
a friendship, adapting to dragons reqard coneat anargt
their cyltyre. i ,
1 k|
| el { !
bk e, AT
%L\'u ;\'__) i )‘A

A Giant Cycle", from De Monstri Carporis
Fabrica by érégm‘re Kleber

Giants live in a swall wumber of lost wountain ualleys;
their true nature and. full adult stature remains a cause of
specdation and terror: But as we all know; younger wembers
of the species can be found. among other pr[es in every
part of the world. Often, they have integrated and. adapted
thewselves to their hosts culture and way o /L'uimy to a
surprising degree. This attachwent [L'kc[y stewms from their
natum[é/ sociable vature and desire 4o find. friends.

resource foy
r Zmaye Vatz for 4 certain time

likely +
4 ©o Spell doom for the €44'S owners 45 tr/ump/l.

&Fw‘f to the Count of Cos/inyen

As wany commanders attest, this same ammbi[cty and. childlike mfcl@ww wiakes glants hcyh[y ompreou‘ctab[t n battle.
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HISTORY OF THE 9™ AGE

As told by an infamous goblin "acquisitions expert”.

People always are saying to me: “Klepa - what do you take from history?” And Klepa says: “Who me? |
take nothing, I'm in-a-cent, and I have a paper that says so,” Funny jokes. But I know they really wants to
know all that truth Klepa has sto...acquisitioned. So here it is, at the low low price of 3 sil...2 silv...1 silver

and a pie: Klepa'’s History Talk.

Old. Like really old. No, older than that. Back
when the saurs were the bosses of everyone.
Chains on us all, and they had the keys. Us
goblins got the worst jobs — don’t talk to us about
dino-toilets. Then... BOOM! Down comes a rock
from the sky. Oof, right in the techknowledgy.
Of course, even after that it took the Warborn to
show peoples how to fight back. The Only King,
Amek, our big boss orc - he was the first, he led
us free and you all followed.

From then on, no one rules the world, or even
thinks they do. Daemon types cross the cur-
tain, lots of them. They like disasters, and this
disaster made the magic go crazy. Oh, one
more thing, the humans won't talk about it, but
[ hear vampires showed up for the first time.
All beasty-like, but they were strong, and every-
one needed to be strong then.

Fanciest of days, it looked like the world was
good. Kings and castles and good words. East
dwarves and west dwarves make big cities

together, elves come out of the trees and sail
around the world, even humans make great
countries and big triangle statues. But it’s not
all happy times - the dwarves need stuff for
burning and next thing you know, they cut down
the home of some pointy-ears. Push and shove,
and all those schmancy words get thrown away
and out come the sharp things.

We goblins made the first of our hidden cities,
the gardens that give us power. But you never
heard me say that! Saurians go on the run now
the anurarchs are gone - I hear some of them got
on boats. Warriors show up in their big armour,
the Dark Gods have proper armies now. Even
the beasts are changing, is it magic or just evil
lotion? Whatever it is, nothing is the same!

AGE OF DEATH
(FIRST AGE OF RUIN)

It was the baddest of times, it was the worsest
of times. Well, it was if you was a human, elf,
or dwarf. They think it was the worst because
beasties came out of the shadows, because some
elves gave up on the old land and went to live
in the West, and dead humans started walk-
ing again. They really don’t like their dead get-
ting back up - worst puppet show I ever did.




That Naptesh joint went from a good place for a
garden to dry, sandy and dead. Speaking of dead,
vampires got together and made a secret club, or
a lot of clubs. What does covvynant even mean?

The Great Orc showed up again, this time in
Silexia - he gets around, in a born-again kind of
way. Oh, and then there was all the good old-fash-
ioned weather. Y’know - floods, droughts,
locusts, that kind of thing, those were the days.
‘Course, the elves fought each other, but I'm sure
they’ll work it out...

AGE OF IRON
(SECOND AGE OF RUIN)

Age of hostile real estate acquisition. Then it turns
out there are these new boys - called themselves
Avras. Got this whole empire they made, and all the
humans are suddenly working together. Bad for
business that is, polys should be roly, not mono. The
elves over the water and the ones under the leaves
get into a spat - great drakes killed, Wild Hunt
rides, forests burnt, no one wins. Even the dwarves
found it harder to stay in touch and began to drift
apart..remind me to send a letter to my mum.

In ogre news, some guy called Qenghet is the most
powerful warlord ever and makes an empire out
of most of Augea. Plenty of good trading to be
had there for a smart goblin. It lasts a couple of
generations until his kids split it fiveways - pret-
ty good for the Ruin times! The pretty kind of
vampires showed up around this time, just don’t
look in their mirrors!

(THIRD AGE OF RUIN)

One city has a problem with some rats, and the
whole world calls it a plague. If you asks me, those
vermin get a rough deal - just like us goblins.
Never appreciated. ‘Course, they were a bit more
flashy, showing up in the middle of Avras in the
middle of a civil war - like there was ever a war
that wasn’t not civil! And I ‘spose all those people
died of diseases - if only we could have a magic
spell to cast on our kids and keep them safe...

Warriors take a city in Taphria and make it their
ownsecretplace.Secretcities, it's like they learned
from us goblins. Orcs do a number on the ogres,
and humans sweep up the pieces of Tsuandan to
make it their place again. Worst thing about this
time, some of the Warborn get jobs! Those east-
ern dwarves realise it’s better to get other people
to do work for you, and we like money and loot.
Still, who needs a boss? Meanwhile, elves are at
war again, this time in the seas, all over the place
- but I'm sure they’ll work it out...

AGE OF WAR
(FOURTH AGE OF RUIN)

Fightin. Oh, you want more? Lots of fightin’ Like
everyone fighin’ someone, for new land, for shiny
stuff, or just for fun! This a great age for Warborn!
We’re all over the place! The Only King is around




for the last time...until the next time. Orcs and
beasts and rats fightin’, and at the end of it, every-
one else is dead, or they got proper defences. We
was only teaching the world to stay safe!

Vermin get a fancy new boss called Dick Tator - just
a temp job though. Soon-to-be-Infernal Dwarves
give their vassals weapons, so now they can fight
for money too, [ guess that's better. Those taurukh
things show up too, war is changing everything.
In the East they build the biggest wall ever - I
wonder who paid for it? Dreaded elves decide
splitting from the nobles and from Vetia wasn’t
enough, so they started splitting from each other.
Can they split any more?

AGE OF THUNDER
(FIFTH AGE OF RUIN)

Natural disasters they call it. Of course, when
you've got mortals, magic, gods, all interfer-
ing - is it really natural? Storms, volcanoes, tid-
al waves; felt like the world wanted to shake us
off, and we had to hold on. And all the fault of the
eastern dwarves and their mad science, they say.
[ say good on ’em - everyone needs a skill. Some
people made good though. There’s a new boss in
black armour, and he’s got the kerniggets under
his thumb, or under his fang - I'm sure they’ll
work it out... At least they got a good extermina-
tor at last.

Finally the dwarves built one crazy machine too
many. And I love a crazy machine. But this one...
Ever seen someone sit on a tree branch and saw
the side towards the tree? That person is an ’elf

and safety genius compared to these maddos.
Other stuff at the time? Beasts got together and
decided they wasn’t going to be under the rats or
anyone else’s laws ever again - sure that won't
cause any problems. In Avras, turns out magic
can go bad, and a big chunk gets devoured - as if
the dwarf machine wasn’t enough. Ruined Quar-
ter they say, but it means walls and guards. Got to
be careful, that’s a scary door to leave open!

AGE OF WASTE

(SIXTH AGE OF RUIN)

Just a teenage Wasteland - but it’s getting older

very fast. Lots of magic means thin Veil, and thin
Veil means daemons, and daemons means...well
basically whatever they want. You want eight eyes,
nine legs, and a thousand teeth? You wouldn’t if
you ever met one of these geezas. Only option was
to run away, hide, or become one of those guys
who just wanna watch the world burn. I like fire
as much as the next goblin, but you can’t enjoy it if
everything is burny!

So lots go west, and lots of fighting happens. It's
an Age of people called heroes - Bragh, Sunna,
Uther, Tsanas. Seems like everyone has a big name
showing up. Lots of them leave pretty soon after
though. The last Vermin King is gone, and the rats
leave Avras. Not sure they’ve gone far though...




Doesn’t have a name yet, or maybe it has too
many names? You could call it the Age of Scales,
‘cos everything is balanced. Everyone has their
things going on, and who can say who will come

out on top?

Let’s see...

Beasts get shoved out from central
areas with all the new countries,
but they seem stronger than ever
- if you go down to the bogs today,
you're in for a big surprise.

Dread Elves are master reavers,
they attack across the world and
some of those raids can threaten
whole nations. Sonnstahl barely
survives them in the earliest days,
and they’re never gone for good.

The Hold Dwarves hold their so-
called First Moot - wouldn’'t want
to be them in the morning!

There aren’t as many daemons as
some Ages, but they got plenty of
cultists opening doors. You never
know if you're safe.

The newest power, but rose real
fast. Sonnstahl was founded for all
the great stuff someone did in the
past, but they are trying hard to
make new things.

The Highborns think they rule the
waves. Of course, no one has really
proved them wrong yet, so they still
have lands all over the place.

Infernals hated by everyone, but
they don’t care. Built the Steel Road,
so now they are a trady power. |
mean, not for me, Fleabag gets me
around safer, but it's kinda cool to
look at.

Equitaine went from a scary place
with a bitey king, to a scary place
with all sorts of prickly nobbles.
Best to deal with the peasants, they
appreciate a bit of dirt, and they
don’t go on all those crewsades...




Turns out Qenghet’s lost capital
wasn’'t lost, so much as covered
by a bit of Wasteland. Only at the
edges though, so now them ogres
took it back, and they look stronger
than ever.

Great cities of the goblins are doing
well, not too well, no need to send a
tax inflector. And the orcs, well, the
Only King is long overdue for a din-
ner party, and not everyone’s a fan
of his table manners.

So, a comeback from the Saurians.
Even the anurarchs are back. It's
like the wrestling at the Zagjan
games, you never know when they
are finished. Are they like they was
before and want to rule the world?
Or are they changed?

[ hear the Wild Hunt is around
more than ever. Whenever I hear
hoofbeats I jump in a ditch in case
it's them. Or in case those watch-
men figured out what happened
to the D’Jager necklace. But the
Sylvan Elves are reaching out their
hands and waking up forests all
over the world.

Sometimes the Dynasties are quiet
and dead. But now, they are up past
their bedtime. The big pharaohs are
seen again, and how do you stop a
thing that you can’t stab?

Seems some of the older vampires
died off, but they got new...blood...
Now there’s four main broods, and
they’s spreading among the hu-
mans. | heard they don’t like gob-
lin blood though, right? Right?

After Sunnawas done, the whiskered
ones went into hiding. But did they
go far? I'm not so sure. They did give
up their kings though, now they're
all about demonkrissy. You know,
one rat, one vote. So who gets to be
the one rat?

So many kingdoms, so many rules.
No surprise lots choose a different
way. Lottsa Warriors around -
some say the harder you look, the
more enemies you will find. Well,
they’ve been found, and now it’s
me who wants to hide. Bye!
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CALENDAR L

DAYS OF THE WEEK

We all know the eight days of the week, but where do

these names come from? In Sonnstahl the days are:

ERSTAG

This means the first day,
the start of the week.

BRASTAG
The second day is named for
Brag, an old god of music.

WEISTAG

A day named for Weisan, the
all-father of the old gods.

MITTWOCH
Meaning the middle of the week.

VOLSTAG
Named for Volund the smith god.

UTAG

Named after the god of wine.

SUNNTAG
Named for Sunna, the
Goddess of the Empire.

ULLSTAG
The last day of the week, named
for Ullor, the god of winter.

Did you know? These names are all based on the
ancient Avrasi system. The Sonnstahlers just used the
gods they knew in place of the ones from Arcalea. Most
of Vetia uses day names much closer to the classical
versions. In Arcalea, the names are Primidi, Namidi, Ve-
nadi, Tarinedi, Aetudi, Udi, Sundi, and Etridi. The direct
influence is obvious on the Equitan Primadi, Nameudi,
Venadi, Tardi, Ateudi, Seudi, Dimane and Ytredi.

MONTHS

There are two main calendar systems in common
use. Let’s look at Sonnstahl’s nine-month year:

1. ULLOS
From Ullor, the god of winter (again). This
is the coldest month of the year.

2. FEBRUAR
This is the time for cleaning and
preparing - its name comes from the
Avrasi word for purification.

3.ITAR
When Spring comes. Named for the
beautiful nymph Itia from mythology.

4. ACROBER
The month of war. Named for
Acratos, Avras’ god of war.

5. DAMOS

The month of messages, when wars end
and treaties are written, we hope! Named
for Damon, Avrasi god of messages.

6. AUGUST
The month of augury, when we
look to the coming harvest.

7. SEREMBER
The time for harvesting. Named for Serenus,
Avrasi goddess of the harvest.

8. TANDEMAR

The final month in the old calendar.

9. NOVEMBER
The ninth month, which many believe was
added to the calendar by Sunna herself!




SONNSTAHL CALENDAR

At the end of the year Sonnstahl celebrates the great festival of Nundinum Sunna - when the deeds
of the Goddess are remembered. This adds an extra nine days to the calendar. There are another
three “intercalary” days - one each after Ullos, Acrober and Serember. Finally, don’t forget the leap
days, every six years after August.

Fun fact: In Avras, thanks to our wonderful leader General Fontaine, both systems are used! So
make sure you know which you’re working with before you sign your next contract!




Serembre

EQUITAINE CALENDAR

The second calendar is primary in Equitaine. The kingdom of chivalry uses just 8 months, losing
November, and the first month is called Saster instead of Ullos - for the Avrasi god of doorways and
beginnings, Sastus. Equitaine divides its months into three parts called Calends, Nones and Ides,
and they count their days backwards from each one.

Extra info: Did you know there are 336 days in a year? That’s why there are exactly 42 days in
each Equitan month and 36 in each Sonnstahler month.

GET AHEAD OF THE COMPETITION WITH PIERO’S CULTURAL PRIMER:
FOR ALL YOUR EDUCATIONAL NEEDS!
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THE WORLD

From the Sagacious and Superior Atlas, by Herr Sigmund “the Sage” Selig.

TAPHRIA

Amateurs and imbeciles may study the world by
collecting the cuttings and notes of others, but
any serious scholar will much prefer to write their
own monograph at as great a length as possible.

When it comes to the peoples and lands of the
Ninth Age, some might begin with venerable
Vetia, named for its supposed ancientness. But the
learned know that for our true origins, we must
look to mighty Taphria. Here was one of the first
dawns for humanity, along the sacred banks of the
Napaat, the river of life, where human civilisation
blossomed in an age when only the elder peoples
had succeeded in building anything larger than
a hut. Despite such auspicious beginnings and
increasing exploration, the continent remains
poorly understood - it is a vast realm, and who
knows what may be encountered there which has
yet to reach the ears of such a humble scholar as
myself, who merely claims to know the entirety
of what has been discovered so far.

The ruinous wreckage of that first Naptaan light
can still be seen for miles in the empty deserts
of the northeast of Taphria, where the river
of life now flows dead and sterile through a
dusty floodplain. Living nomads still tend to the
pyramids and colossi, while the undying dynasties
sleep below, despite the best efforts of my most
blinkered colleagues to deny it. Proper research
clearly proves the reality of these skeletal
defenders, fighting an ancient and eternal war
for the souls of their land and perhaps the world.
Few if any of those who have sought to plunder
their riches have returned alive.

The realm that was once Naptesh may appear
devoid of life, but many fascinating species
have been able to make the desert their home.

Soldiers report attacks by extraordinary beasts
- not just oversized crocodiles and vultures, but
titanic snakes, beetles and scorpions too. Dead
specimens exhibited in Sonnstahl have even
lent credence to the existence of chimeric beasts
seen in ancient papyri, such as the “serpopard”,
“hieracosphinx”, and the legendary aamit, which
combines crocodile and lion. Though I could find
no stitching in the pelts of recovered specimens, I
remain sceptical.

While few can safely cross the desert, some have
found routes along the coasts or between oases.
East and south of Naptesh, both mountain ogres
and Infernal Dwarves have made colonies which
compete and trade with native humans and the




dwarves of the Moon Mountains. The pillar of
Kegiz Gavem is considered a holy site by the Hold
Dwarves of Vetia, who make long pilgrimages in
significant numbers.

West and south of the mountains, the mesas give
way to savannah home to every kind of life, from
the Taphrian karkadan and its rhinoceros cousin,
to unique species of predatory felines and raptors.
Beast herds roam here in large numbers, some
perhaps related to the local antelope, wildebeest
and giraffes. Their migrations greatly shape the
pattern of life for most of the continent, and we
know many of their legends, for they like to tell
their tales to those they defeat in battle.

The bush of southeastern Taphria is dominated by
the newly-founded kingdom of Vanhu and its stone
keeps. Vanhu witchdoctors have developed potent
forms of protective magic, and it is rumoured that
every tribesman and woman learns to talk to and
control the animals which correspond to their
tribe’s totem as a rite of passage. Their greatest
allies are the Taphrian phoenixes, small but highly
spiritual cousins of those used by the Pearl Throne.
Their greatest enemies are the oldest of vampires,
the nightmarish adze, rumoured to be the first and
oldest branch of the Strigoi bloodline, responsible
for the disappearance of explorers and locals
alike. Some tribes are also afflicted by ravenous
werehyenas, who wear human faces by day.

This new power has inspired other tribes to rise
up in competition - the imperious Rain Queens of
the Cape, for example. It is said that in southern
Taphria men fight each other in the air on the
backs of strange, horned pegasi, or from platforms
attached to enormous elephants, grootslangs and
giant tortoises. Sonnstahler and other Vetian
colonists are among the combatants, coming to
this region in a determined quest for gold that
will only grow in scale. There are still Highborn

forces here as well, protecting small but old and
well-established territories. All such outsiders
face numerous challenges, however. I've heard
legends of an even bigger, carnivorous reptile
called Ninki Nanka, greatly feared by natives,
though I suspect it may simply be a member of
the Magna Sauria escaped from a hidden enclave
somewhere.

The jungles of central Taphria are all but impe-
netrable, swarming with every imaginable kind
of wonder and horror. The savage, leopard-wor-
shipping saurians of Nsisiboko, the alluring water
spirits known as mami wata (something between
amermaid and a naiad), the goblin web-cities infe-
sted with giant spiders - these are just a few of the
discoveries that have deterred further exploration.

It only remains to describe the north and west
of the continent. This is the land of Koghinan
and Qassari. The Koghi Empire represents a vast
and resplendent realm, said to be perhaps the
wealthiest in the world thanks to its mines and
exclusively inland trade routes (the coast remains
too rocky for navigation). These are the mariners
of the ocean of sand, protecting the caravans with
legions of cavalry on war-bred zebras and rhinos,
and bowmen feared for their deadly poisons. It
also ranks among the only human nations to mine
and exploit the electric properties of darkstone,
which it uses to charge spears and whips alike.

Qassar, meanwhile, is better known to Vetians:
once called Taphria Proconsularis by the
Avrasi, this is a large and fertile land of exotic
spices, fiery wish-granting spirits and cunning
warriors. The Qassari are partly descended from
the Naptaan of old, and the worship of ancient
idols persists in certain areas, but today most
of the nation zealously follows Quw, Dala and
Fajar, a trinity of goddesses known as the Alihat.




Civil war still brews among the western
mountains, which are far from fully civilised;
some areas are infested with saurians, dwarves
and vermin who dementedly insist that it is still
part of their Avrasi Empire.

Like almost all the lands around the Middle Sea,
Qassar has suffered not a few Equitan crusades
over the centuries, resulting in a handful of small
dukedoms where the land has been transformed
(some would say poisoned) by frequent use
of magic. These are held for varying lengths of
time before they are abandoned or recaptured
by locals. The largest and most well defended is
Port Reynaud in the east, now frequently used as
a staging ground for new crusades.

The Qassari sultanates also face the threat
of merciless Daeb reavers from the west and
ungovernable nomads in the desert, many of
whom have reportedly turned to the Dark Gods
for aid. Some claim that since ancient times,
there has been a magical “city” in the middle of
the desert itself, where the Veil is exceptionally
thin. For years, malcontents have been lost to the
dunes trying to find it, and yet one hears rumours
of armies of armour-clad Warriors emerging out
of the heat to lay waste to a town or entire region,
sometimes accompanied by the fiendish denizens
of Hell itself.



AUGEA

The scholar and senator Luco Larento famously
said that “Augea is rich in people, culture,
resources and trouble” Mind you, he also
called my disquisition on the magical sciences
“unfocused”, so it shows what he knows.

The world’s largest and perhaps most impressive
continent is said to begin at the Wasteland, the
Omiphorus channel at Avras, and the Forbidden
Sea in the south. The isthmus connecting Augea
and Taphria is the subject of much speculation.
It is extremely risky to travel; even if one avoids
the tolls of Equitan crusaders or the shambling
minions of the terrible lich who now rules the
ancient kingdom of Hanaphuk, one may still fall
into the hands of Daeb corsairs, who seem to haunt
the coasts of that region more persistently than
almost anywhere else in the Eastern Hemisphere.
The reports of former slaves of dubious sanity
tell of a great underground channel of water
that connects the Middle Sea with the narrow
Forbidden Sea and thus the entire Southern
Ocean. This would, in theory, explain how dread
reavers of northern Taphria and southern Vetia
seem to be able to vanish completely into the east,
rarely troubling the watch of Gan Dareb, and also
why the Obsidian Thrones continue to support a
secret naval fortress somewhere on the opposite
side of the isthmus to the lich’s grim necropolis.

The south of Augea is dominated by two sizable
sub-continents, the Hassari and the Sagarikan.
The former is almost a continuation of the Great
Desert, a land of waterless dunes and canyons
populated only by nomads, djinn, and perhaps a
saurian enclave or two. As [ argued in my seminal
thesis The Nature of Undeath (though halfwits
and lesser scholars have attempted to discredit
it) the land of Hassar shared in the misfortunes
of Naptesh. Even if ancient Thalassia was not

condemned to the same dynasticimmortality of its
Taphrian rival, its territory remains contested by
skeleton armies. In fact, I believe it may be where
the Great Jackal of myth - that very Setesh who
doomed Naptesh - or at least his dark successors,
has made his secret base of operations. Laugh if
you like, Heisermann, at least I don’t claim to see
vampires in the Senate House!

Beyond the Gulf of Tears, Sagarikadesha (the
land of Sagarika) could not be more different.
This realm is as abundant as Hassar is desolate.
A major source of trade in both Vetia and Taphria,
Sagarika teems with all manner of people, food,
gods, crafts, magic and of course flora and fauna.
Huge fields of camillia dominate the south and
north-east, protected by the last of the towering
Highborn fortresses, though these are much
reduced in number since the days of Celeda
Ablan’s dominance over Sagarika. Vast rivers
stretch across plains and jungles, within which
slither white toothy worms called skolex, and
bheki frogs which belch blistering blue fire. Some
parts of the Adhika river are so magical and
sacred that the wild servants of the Pazu gods
can enter and depart our Realm as they please.
A nearby forest is known for giant, two-headed
cranes of exceptional power and elegance, spoken
to and ridden by the kindest and most far-seeing
mystics: just one of many astonishing “vahana”
animal mounts used by holy men and women.

Most of the west and center of Sagarika is
the territory of the Zuratha Empire. Even this
nation is a patchwork of tribes and religions, its
lords living in the splendour of ancient palaces
built long ago by the Ogre Moguls, attended by
priests and warriors with the head of a tiger
or the snout of an elephant, spied upon by the
minions of cruel Vetala vampires, or by cultists
of the Dark Gods in their most exotic forms.




Other, smaller principalities of the Desha are
stranger still: merchants tell tales of temples full
of holy monkeys who know magic spells, or lands
where humans live side by side with forgotten
colonies of vermin as allies and equals.

East of Sagarika lie the mysterious tropical
kingdoms of Khomnan, explored primarily by
Sonnstahler traders and, as of last year, colonists.
They tell of nomadic guilds of alchemists, herds
of lithe river-dragons, tribes of hulking orang
mawas who fight with jungle orcs, and a revered
cadre of sylvan elves said to possess the secret of
cloud-walking. Huge cities are built on stilts here,
over rivers, marshes and even the sea, from which
tremendous swarms of boats depart daily. Most
are local fishers, but some make longer trading
voyages, east and west and south into the endless
islands of the southern Sunrise Sea.

Little is known of these many isles, and few
have been reached by Vetians. My enquiries
suggest that many if not most of them have been
absorbed into a human Aotarakoan culture that
has spread from an unknown, volcanic land in
the farthest south, home to flightless birds and
a large civilisation of saurians - though not as
large as the mysterious Atua. This latter island
is probably closer to the equator, and serves
as the center of power for the ancient reptiles’
global “Collaboration”. Legend says it is hidden by
constant storms, utterly inaccessible to humans,
and certain doom for any ship that tries to find it.

The greatest naval power of the Sunrise Sea,
which the cartographers universally agree to be
virtually endless, is certainly that of Tsuandan,
land of the Dragon Emperor. I recently met a
very polite gentleman from that kingdom; Fengzi
was his name, and he told me of the great ruler
Gonglu, who needs do nothing but sleep away the

years in the Forbidden Lair of Longjing, sure of
his total power over his human thralls, protected
by a dozen lesser dragons of his own brood
who serve as senior ministers, governors and
administrators. The Emperor emerges only once
a year for a great festival, when the people burn
gigantic edifices in his honour.

Tsuandan is as old as Naptesh itself. Today it
is by far the largest nation of Augea and, by all
accounts, one of the greatest economic and milita-
ry powers of the world. But its true strength lies in
its spectacularly efficient bureaucracy, with armies
of archivists and technocrats who surpass even the
dwarves in zealotry. The many varied provinces of
Tsuandan are held together by this grip of taxono-
my and paperwork. Its highways and messenger
network are the envy of all other civilisations.

The coasts of this rich and populous empire are
raided not just by Dread Elves, but also pirates
from the northern islands of Oshima, easternmost
of the lands known to cartographers. Still, the
regime seems more concerned by inner threats.
It is even harsher on the followers of the Dark
Gods than the inquisitors of Sonnstahl - such
unholy cultists are held responsible for the civil
war that preceded the dragon’s rule, and continue
to be deemed the highest possible threat. Fengzi
admitted - obliquely and reluctantly - that it was
possible some innocents may be caught up in the
many crackdowns.

Tsuandan, like many countries, is indeed
threatened by Warriors of the Dark Gods who
march forth from the eastern Wasteland, although
the fortifications along its northern border were
built not for them but for barbarian hordes such
as beasts and orcs in ages past. Increasingly,
however, the brunt of the Warrior onslaughts
is felt by tribes of steppe ogres; reports suggest
that these ancient ogre nomads, who continue to




follow a way of life that has spanned millennia, are
gradually migrating west, seeking to control the
lost city of Hyiteng (roughly translated as “Holy
Ground”). This was the capital of the legendary
Qenghet Khan, who ruthlessly conquered most of
Augea and much of Vetia during the Age of Iron -
many khans now believe it holds relics that could
make their finders mighty in his image.

The Great Steppe is an endless expanse of grass
and rocks, home to a sprawling ecosystem that
has never been tamed by sedentary civilisation,
unless one counts the secretive tent-cities of
the plains goblins, who like all goblins call their
cities “Gardens”. Unimaginable numbers of their
Warborn cousins, the orcs, criss-cross the land
when resources allow, competing for space and
tusker meat with beasts, raptors, wild trolls and
almas, the fearsome man-bears. All of them seek
to avoid the infamous death worms of the steppe
- which can grow to a hundred yards in length
and disperse swarms of their poisonous offspring
- and to earn the patronage of the legendary
Wind Horse, a supernatural, ethereal being that
leaves good health and fortune its wake.

The grass finally gives way to pine forests in the
north, and the tundra beyond: a land of briefest
summers, where the sun does not even rise for
much of the year. Few have ventured here; legends
speak of vermin ice-cities, Werewolf Dukes, and a
wooded realm of renegade, blood-worshipping
sylvans ruled by shaman-sorcerors who feast on
the flesh of the Jotun dwarves and enslave whole
families of giants from the polar mountains.

The Sky Mountains south of the steppe, meanwhile,
are better understood, even as they remain a
towering, impenetrable forest of stone and ice.
This is the realm of the mountain ogres, the
only people hardy enough to withstand such

conditions. They are an offshoot of Augean ogre
culture thatwas born in the daemon wars following
the Wasteland'’s creation. Valuing wealth and debt
above all else, the mountain ogres are peerless
traders, with an unshakeable hold on the vital
roads and passes of Augea’s heart. This network
is collectively known as the Silk Road, rival of
the more recent Steel Road, the famous Infernal
railway to the east, which attempts to bypass the
older routes with mixed success.

High-altitude kobolds, yetis and small tribes of
humans also live here, not to mention remarkable
fauna, from titanic aurochs to tusked snow lions,
heat-siphoning mammoths and savage (but ado-
rable) bear-dogs. I am on the record in opposition
to Misernach’s infantile conclusion that these last
are the result of gruesome cross-breeding; the
bear-dog is a natural species whose resemblance
to its namesakes is purely coincidental.

Between the mountains and the Sea of Gods,
marking the start of the Wasteland, lies the
festering crater of the Inferno where walk the
kadim lava elementals. South from here stretches
the Blasted Plain, rendered infertile during the
Ages of Ruin, now the unassailable fastness of the
Infernal Dwarves. Its citadels have never quite
trusted each other enough to form a single nation,
praise Sunna, but dwarves are by no means
the only peoples to dwell in this region. Entire
kingdoms, tribes and city-states of humans,
ogres, vermin and Warborn have been subjugated
by the fire-worshippers, most famously goblins
who have earned the prefix “hob” for having
abandoned their species’ sacred commitment
to independence. Smaller groups have even
managed to avoid the fate of vassalisation by
hiding in the mountains east and west of the plain.




The Barren Mountains, indeed, contain a
great diversity of unconquered peoples, from
mysterious saurian raiders to herds of mountain
beastsandthelamassueyriesintheeasternreaches.
The south, meanwhile, is largely under the sway
of Ibridig, perhaps the largest goblin domain in
the hemisphere, consisting of not one but several
powerful cities of goblins, all ruled by the semi-
mythical “Splendid Leader”, or just the Goblin
King, as he is often called by humans. North
of Ibridig lies the putrid heap of Taborenta, a
former Avrasi fortress now rumoured to be
the stronghold of a vermin cult that worships a
ghastly god of disease.

Between Taborenta and the sea lies Khasibbia,
the dominion of various human kings and
warlords. I maintain, despite my addled yet
infuriatingly dogged detractors, that these tribes
are the descendants of the Thalassians kingdoms,
having migrated northwest during the Ages of
Ruin. Today they are growing fat on the wealth of
trade which passes through their roads and ports,
especially the great merchant harbours around
the "Gilded Bay", where they worship only coin.

South of Avras, along the coast north of the
Broken Isles, lies the so-called Empire of
Monopatea, big by name and vainglory, small by
size and reputation. Hardly more than a citadel
city remains, an island with a single land bridge,
with war galleys protecting the sea approaches.
Tribute paid to the Vermin rule was the dubious
price for preserving fifteen centuries of heritage.




VIRENTIA

[t was not so very long ago that the continents of
the West were considered largely mythical. For
millennia they were known only to elves, who
many ignorant Vetians believed to sail straight
out of the Immortal Realm itself. The early
years of this century saw the first known human
expedition to reach the West and return to tell the
tale. I refer, of course, to Jodo-Pedro Cabralinho,
who having departed from Tobranca, discovered
the Bastion Islands and, even more importantly,
the favourable winds of the northerly return route
that saw him arrive back in Equitaine. While the
belligerent fleets of the elven powers continue
to dominate the oceans, recent decades have
seen Vetia's naval powers ascend to a position
of competition for routes to the West, thanks to
prodigious developments in naval technology.

Those that have sailed the more northerly
latitudes have largely met grim fates in Silexia or
in the nightmarish waters of the Shattered Sea,
which writhe with more than just storm winds.
But south of the Bastion Islands, where stands the
towering, twisted ruins of unfathomable Dawn
Age machinery (now serving as nests for harpies
and other foul creatures), has been found a large
and undiscovered continent, named Virentia by
early explorers for its botanical splendour.

Unlike other parts of the western hemisphere,
Virentia is not under the control of any great elven
nation, though there are several Arandai outposts
along its coasts, and Dathen maintains colonies
in the southwest. Instead, most of the continent
is completely uncivilized, with the exception of
a powerful human empire that stretches across
much of the Wrathful Mountains, where they
build spectacular monuments reminiscent of
Naptesh. Several of its pyramid cities are known
for the sacrificial slaughter of enemies in great

rituals, and some believe that such bloodthirsty
tendencies are the result of vampiric influence.
One account even claims that the legendary
Tsuandanese vampire Zhuge the Ripper has found
his way here to forge a new secret dominion.

The rest of the land is largely wild and full of
barbaric threats. The northern coasts are known
to be infested with Warriors of the Dark Gods,
whose wicked religion has infected many local
tribes. It is said they emerge from a great camp
where lightning never ceases to strike. East of
that territory can be found today a number of
Vetian colonies that have proven increasingly
profitable, if risky concerns, though it’s unclear
if they’ve been embraced more enthusiastically
by the traders or the missionaries. Sonnstahl and
Destria have the largest presence; while Equitaine
does not tend to sponsor full crusades in this
area, it does maintain consulates and lodgings to
facilitate the nobles who wish to venture here for
trade or quest.

Inland, beyond the plantations, lies a great plain
where raptors run free. Most explorers fear to go
past the edge of the forest which begins further
south, for this is the land of the jungle elves, ruled by
an ancient and wrathful tree spirit called Sachayoj,
Father of the Forest. These sylvans ride giant
toucans among the trees and are sometimes visited
through the mists by the Forest King, who ensures
they remain faithful to his Wild Hunt, for this is
perhaps the largest domain of the arboreal ancients.

The rainforest is truly vast, and denser than
any other jungle, with all manner of dangerous
animal found nowhere else, from nightmare bats
to swarms of carnivorous hummingbirds, from
the shapeshifting boitiina snake to humanoid fish-
creatures which haunt the rivers and lagoons.
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The goblins too have one of their most ancient
and highly populated settlements in the depths
of the jungle, which they call Bwajabwi, known
for creative use of man-eating flora. The vines,
trunks and roots blend indistinguishably with
the disorderly architecture.

Deadliest of all, of course, are the Magna Sauria,
the most diverse family of monsters in the world,
and found in the wild only in Virentia. These giant
reptiles come in all shapes and sizes, some more
vicious than others. Their eggs are protected by
the peaceful guardians of Oaxtepetl, thought to
be a wondrous, magical valley which no explorer
has ever found, though many have died trying
to sneak past traps of poison darts and rolling
boulders. The saurians of this enclave have long
employed the Magna Sauria as kindred spirits
- who help them tend to their llama herds and
aid them in battle - and the eggs have since been
shared with allied enclaves around the world.

The jungle is also home to human villages - most
famous are the Mohan, a tribe that was supposedly
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cursed for violating certain taboos and now endu-
res as an undying dynasty of supernatural warri-
or-ancestors worshipped by many of the living.

In the south are deserts and volcanoes that
drench the lands in lava. Sailors report that
Infernal Dwarves have found their way here for
unknown research or experiments. Here also lies
the kingdom of the Cherufe, implacable creatures
of crystal and magma, whose very touch can
transform aliving body into one of their own. They
are held at bay by a tribe of necromancers from
the arid plains, called Kalku, who control armies
of savage chupacabras and coco ghosts, as well as
terrifying undead children called anchimayen. At
least that’s what the Imperial Society of Natural
Sciences reported after sending several research
vessels to that region - of course, that was when
old Joherbaum was in charge, around the time
my application was rejected, so who knows what
those dullard oafs were really up to.




SILEXTA

North of the Shattered Sea stretches the mighty
continent of Silexia. This realm is even less well
traveled than its southern sibling, owing to
the presence of a major hostile power along its
nearest seaboard, creating a significant barrier to
Vetian exploration. Reports indicate that Dathen
isaland of varied geography. Its capital lies in cold
northern climes, but the majority of its population
can be found in the southern plains where great
slave-tilled fields stretch to the horizon along the
Tietha river, eventually giving way to swamps
and mangroves in the south. Here dwell strange
monsters: ravenous hydras with false heads,
floating bulks which wreath themselves in mists,
and other such delights inevitably destined for
the Daeb arenas.

Those who have attempted to skirt the southern
coasts of Silexia, surviving the tsunamis and
hurricanes that regularly emerge from the
Shattered Sea, have largely fallen prey to the
lawless and piratical forces of the Dark Gods
who muster in those realms. Yet some few have
penetrated into the Silexian interior. It appears
that the Daeb have contented themselves with
the East; despite occasional wars of expansion,
a much greater portion of the continent remains
beyond their control. The frontiers are roamed by
increasingly sparse bands of elven outlaws, some
led by murderous warlocks.

Reports describe beast herds so large they
outnumber those of Vetia, Taphria and Augea
combined. These bison- and moose-headed
tribes show remarkable similarities with their
kin in the Eastern Hemisphere, employing the
same patterns of hidden herds and war herds,
the same obsession with prestige won through
tales of great deeds. Some have claimed that
their kind was first born in Silexia, where the

alleged practice of womb-marking may have been
pioneered in the wake of the Dawn Age Cataclysm
itself. There are many non-intelligent megafauna
too: thundering ungulates, pachyderms and more,
which enterprising ranchers herd east to sell to
Daeb taming schools for food, leather or battle.

Other peoples breed here as well: mountains
full of vermin who tell tales of a mythical lost
land called “Avras”; the horse-riding saurians of
the Wanahtas canyons, who patrol the West as
ruthless keepers of their own strange laws; orcs
and goblins who spread freely across the wide
prairies and the western mountains alike; even
creatures like ogres who seem to have emerged
entirely independently from the Augean species,
lacking any similarity aside from appetite. Yet
some tales suggest that Augean ogres have settled
here too, operating as brigands and pirates as
they often do in the east. Whether their ways will
spread to the local population remains to be seen.

As with everywhere else, it seems, human tribes
also prosper, or at least survive, in this hinterland.
Many form bonds with strange totem animals,
such as the weather-influencing rain birds, the
possibly supernal lightning serpents, and the
magical fire crow, which may be another relative
of the phoenix. The women of one tribe are said
to be able to transform into deers to escape
attackers, while another group uses dark rituals
to harness the power of the legendary wendigo,
janu and sasquatch. There is considerable debate
about whether any of these monsters are a form
of undead; I admit I haven’t yet had time to read
the literature.

Other strange creatures dwell in the forests of
Silexia, besides the sylvan clans who occasionally
make petulant war on their dread kin: horned
bears, iron-antlered elks and a type of black and




white polecat capable of sending everything
around it into a deep sleep by emitting noxious
fumes. A species of tiny humanoid, around six
to twelve inches in height, was also discovered
in those woods, called nimerigar by the locals.
A number of specimens were miraculously
returned alive to Santa Regina, where they were
deemed to be related to Equitan pixies. I can’t
confirm this, of course, because the petty fools
refused to send me an invitation to the exhibition.

Survivors of the famous von Kramer expedition
to the frozen north were rescued last summer
after being thought dead for thirteen years.
They claimed to have taken refuge with - of all
things - hold dwarves in Silexia’s northernmost
mountains. If true, this is surely the most distant
and isolated of all holds; perhaps the old legends
of heroic caravans that trekked for miles across
the ice sheets from the Jotun Peaks have some
veracity after all.

Across the ocean, northwest of Askland, the sky
is illuminated by the Lady of Flame, a stupendous
volcano that has been erupting continuously for as
long as stories can tell. It lies on the island of Terra
Ultima, called Eldland by the Veskar tribes on the
facing coast: awide but desolate realm, best known
for the emperor phoenixes, the largest of their

kind in the world. These firebirds are jealously
guarded by a Highborn outpost on the small sister
island of Nederac, manned by cultural zealots who
are sometimes able to steal eggs despite great
peril. Certain eggs are returned to Celeda Ablan,
where it's said the mages conduct difficult rituals
to attract supernals that bond with the unhatched
chick and turn its very fire to ice. If there are other
inhabitants of Eldland, I do not claim to know.
Unlike that arrogant buffoon Tigetti.

The White Isles, of course, are home to their own
share of mighty creatures, most famously the
dragons of Ryma, which the Highborn consider a
symbol of their superior birthright (despite the
fact that dragons are of course a global species).
Besides the dragons, who can never be ruled,
these islands have known only the rulership of the
Pearl Throne since the most ancient times, when
the first elves came down from the trees and built
the first boats. Since that time, Highborn control
has spread across much of the Great Ocean and
beyond. Besides Nederac and Gan Dareb, there
are also garrisons on the tropical paradise of
Caracen, home away from home for the Highborn
elite, and at Celed Rymain, where the most
dangerous magical research is conducted in an
isolated station, overseen by political exiles.




VETIA

All roads lead to Avras, as the saying goes. The
jewel of humanity (or the sewer of humanity,
depending who you ask) remains the largest
and most important city in the world’s smallest
and debatably most civilised continent, but its
influence is by no means unchallenged. Though
neither Fontaine nor any senator would admit it,
Sunna’s capital is today no more than one city-state
among a multitude in Arcalea, albeit a leader in
trade, faith, scholarship and, crucially, symbolism.

The Middle Sea’s northern shores are mired in a
web of intractable political and familial relations,
a system of free cities controlled by the Iron
Crowns which strive to keep each other in check.
Every prince and doge and banking dynasty
seeks to outdo or at least win the allegiance of all
the others. Their coin buys the companies who
safeguard the routes to acquire more coin.

The eastern peninsula, much of it in league
with the senate of Avras, is called Glauca, a land
of rich history. The enterprising archaeologist
could dig at random to find ruins in successive
strata from proto-Highborn citadels, the Glaucan
polis-republics, the Dwarven Empire, the Ogre
Empire, the Avrasi Empire, the Vermin Empire
and Arcaleone’s Restoration; plus short-lived
incursions from Sonnstahl, Volskaya, Equitaine
and even Khasibbia. And that’s not to mention the
oldest of all: saurian facilities from the Dawn Age,
which have been found the world over. Today,
Glaucaislargely home to honest peasants and less
honest princes, not to mention the demogorgons,
drangue (winged stormbringers) and other
gribblies who still lurk in the wild places.

Across the Siren Sea is Aeturia, the central
peninsula of South Vetia. [t was united with Glauca,
culturally at least, and in resistance to vermin

oppression, by the legendary hero Arcaleone at
the start of the Ninth Age. Aeturia is a richly-tilled
patchwork of principalities, cypress trees and
olive groves, best known for its pioneering and
progressive guilds, artisans, tutors, moneylenders
and explorers. The seat of the Supreme Prelate
now rests at Reva in the western hills, even while
Sunna is more commonly worshipped in Glauca
in the form of Themesis, a mystical interpretation
revealed to monk Fra Nicolo after he claimed to
have found the true Book of the Askar about five
and a half centuries ago.

Arcalean alchemy is unparalleled anywhere west
of Tsuandan, supported like the arts by wealthy
patrons, producing marvels of medicine, magic
and warfare. Some claim the arrogant inventors
of Santa Regina have learned the secrets of
flight (or is it invisibility?) alongside a thousand
varieties of philosophical stones and a dozen
species of golem with uses ranging from oracular
to military. Others argue that every discovery is
secretly orchestrated by the vampire cabal that
pulls Arcalea’s strings. Certainly it's true that the
Lords of Night are unmasked here more often
than almost anywhere else in Vetia - after all, the
Lamian bloodline itself was born in Myra.

The Iron Crowns themselves stretch from one
end of the Middle Sea to the other, from the
ogre captaincy in eastern Myra (known for both
Augean and local mercenaries) to the privateer
strongholds of the Destrian peninsula: a great
network shepherding soldiers and wealth from
place to place. Since the unification of northern
and eastern Destria, the very much golden
crowns of Destria Alta and Tierramella have
pushed south to absorb or conquer many
independent states, but many others have
resisted incorporation into what may or may not
be the Destrian Empire, as it was originally called.




The title has since been dropped in most official
heraldry, under pressure from Sonnstahl, which
considersits position as the one and only “empire”
of Vetia to be a matter of national security,
ensuring the myth of its Avrasi inheritance
via Sunna. Her Highness Sophia is still styled
Empress, of course, thanks to her marriage to
Emperor Matthias.

Political ascendency aside, Destria remains much
as it has been since its Reconquista against the
Sangreal vampires which once oppressed it and
which may still lurk behind the scenes - such
weeds are rarely rooted out for good. Among its
many cults for Sunna, Genoveva and a host of
related saints, that of Carnivus is still probably
the most widespread, with such popular

ﬁ support even the Empress cannot
- »ﬁ move against it. He is a gloriously
fatalistic god, who commands only
revels, as frequent and lengthy
as possible, urging his fanatics
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to hedonistic extremes that commonly leave a
bodycount. Every town and region has its own
calendar of fiestas - in the worst cases, Carnivus’
tithe can claim an entire village from pure
exhaustion.

The islands of the Middle Sea are manifold. Some
are claimed by larger powers, like the trading
colonies of Infernal Dwarves on a small chain
within the Broken Isles. Others are havens for
smugglers, cults or barbarians. And of course, like
many undeserving coastal regions around the
Sea, some islands have been targeted by crusades
- typically those thought to possess holy sites.

Even setting aside this bellicose tendency,
Equitaine is a troublesome realm. Much like
Tsuandan in the furthest east, its folk-religion
reveres water and purification, which is
ironic considering all the magic they use, both
enhancing and contaminating the land’s natural
splendour. Here one finds the Fey in all their
varied forms: the satyr and sprites and chimeric
steeds, as likely to steal a child
or burn a mill as they are to join
the colourful knights in battle.
Lords and ordos compete for
power and influence across a
country of craggy mountains,
gnarled forests, sweeping
grain fields, misted hills and
endless rivers and lakes.

Life is more rural here; besi-
des Guénac and Gasconne, ci-
ties are smaller and fewer in
number. Instead of the cha-
pels and cathedrals found
everywhere else in Vetia,
Equitan ordos build sanc-
tuaries, circular in shape
to represent the land itself.



They are not used for worship, which is largely
performed outdoors near water, but rather for
preservation and education: paintings, statues,
relics, and more are kept as objects of reverence,
for the people to teach themselves their own sto-
ry. Equitan heroism is a bit melodramatic for my
taste; it’s a lovely place to visit but you wouldn’t
want to live there.

The realm of knights is divided from its Imperial
neighbour by the White Mountains in the south
and by the impassable forest of Wyscan in
the middle. In the north, the towns of eastern
Hengelaw or western Vosenland (held by
Sonnstahl since the last war) have changed hands
so often that few hold any lasting allegiance, and
some have even bargained their way towards a
degree of independence. The absence of an easy
route between the two nations perhaps explains
the extraordinary lack of cultural or technological
integration. Syrefus has offered an alternative
thesis, that the differences do not result from
geography but are simply inherent to the
diametrically opposed cultures and philosophies.
However, she failed to include the suggested
amendments I helpfully sent her for her paper, so
[ cannot wholly recommend it.

What is certain is that both sides are eager to stay
clear of the Great Forest; Wyscan’s reputation
hardly needs repeating. Since the Dawn Age, it
has been the indomitable root and soul of Sylvan
power in this world, and the ever-mysterious
birthplace of elven civilisation. Some have argued
that its present situation, surrounded on all sides
not by kin but by humans, is of its own design,
that the human kingdoms were tolerated if not
nurtured as a barrier to Arandai greed and Daeb
ambition. Whatever the truth, all we know of the
Forest King’s domain is what has been reported by
those who were intentionally allowed to survive.

Sonnstahlis the largest nation of Vetia. Contrary to
popular mythology, it was not founded by Sunna
herself, but rather by those who wished to reclaim
her glorious legacy some two hundred years after
her death, naming the empire after her legendary
sword. The Dawn Goddess remains central to the
politics and culture of Sonnstahl; though she is
worshipped in other lands, it is here where her
true base of power resides, not to mention her
most hardline cults. That’s not to say that other
gods of the old pantheon have been lost, simply
that Sunna’s dominance is undisputed.

Here, prelates and inquisitors hold great power,
from the mountains and universities in the
south to the northern shores, where an alliance
of trading ports and guilds forms the League of
Cogs as a bulwark against encroachments from
Aschau politicians and coastal raiding ships alike.
The league is just one symptom of a burgeoning
middle class; aside from its world-leading
engineers and military technologists, Sonnstahl
is best known for its merchants, bankers and
financial prospectors.

South of Sonnstahl, past the foothills with their
petermannchen warrens (a native kind of gnome),
march the spires of the White Mountains, where
the last of the ancient Dwarven Empire survived
the Ages of Ruin by moving into their mines and
barring the doors. Each hold is an astonishing
sight in its own right, though outsiders are
almost never permitted to see the presumably
even greater wonders that lie within. Caravans
of dwarven lorekeepers, emissaries, seekers
and spousal interchange parties regularly cross
the mountains on impressive roads or canals,
both over and underground, with a small part
of the network open to human travellers for a
substantial toll.




In the east, the mountains curve around a huge
depression of hills, plateaus and swamps, forming
a large region commonly called the Forsaken
Marches, which has remained mostly lawless
since the fall of the Vermin, having previously
been an important province for both the human
and rodent Avrasi Empires. Some say that vermin
survivors maintain hidden settlements here
along the old Imperial Highway. Goblins too are
known to make a Garden here full of wondrous
luminescent fungi, and the realm also suffers
recurring populations of orcs that cause havoc
for nearby nations from time to time. There are
barrow mounds here, like many parts of Vetia,
where ancient dynasties rest, some of them likely
aided or manipulated by Naptaan agents, others
having discovered undeath independently or by
accident. The whole region is said to be infested
with strange and magical creatures such as
basilisks, fire beetles, wild griffons, mischievous
kobolds, covens of witches and even dragons.
Worst of all are the dreaded questing knights
from Equitaine.

North of the Forsaken Marches lies Zagvozd, one
of several small kingdoms forming a buffer region
between Sonnstahl and Volskaya. Zagvozd is the
best known of these thanks to the terrible War of
Death in the time of Emperor Frederick, when the
kingdom was revealed to be under the thrall of the
Karnsteins, a nest of Vetala vampires. Fortunately,
however, it has since been pacified, the vampires
exterminated and the realm given by the Emperor
to the new but trusted Neitsnrak family.

To the east again is Volskaya, covering the wide
lands between the Sea of Gods and the Volsk river:
a nation of forests and fields, but mostly fields,
only slightly more tamed than the steppe to the
east, where dwell strange beasts and birds like
the nachtkrapp (death ravens) and the bestial

upior. Its various boyar warlords were united
three or four centuries ago by five semi-mythical
siblings, forming a mighty army which seriously
challenged Sonnstahl and even besieged Avras
under Oleg the Immense.

Since that time, intermarriage with Vetian families
has ensured somewhat more peaceful relations,
leading to the establishment of a stable tsarist
monarchy that presides over a web of knyaz and
voivoda lords. Sunna has been semi-incorporated
into a pantheon of hardy native gods under the
guise of Sunchitza, alongside the likes of Gromovnik
and Mrozomor, who represent storms and winter.
A long-time source of anxiety for Sonnstahl,
Volskaya’s threat has been elevated further of late
thanks to alliances with Equitaine. Wladyslaw
of Zmayevatz spends much of his time in Guénac
since his marriage to King Louis’ sister Mathilde.

Meanwhile, Volskaya sees its own threats as the
beasts occupying the great marsh to its north,
and the horse lords of the steppe to the northeast,
not to mention the other peoples of the Makhar
wilderness: ogres of the Umber Horde, goblins
from the famous “Sailing City” (a moving mass
of tents), and rats who some say still live in the
ancient ruins.

Then, of course, there are the ever-terrifying
Warriors from the Wasteland beyond. It’s true that
the Dark Gods have wormed their way into the
religions and cultures of the Makhar nomads, with
their beloved horses and hunting turul, just as they
have among the pagans of Askland in the frozen
north: tribes rich in mineral wealth and raiding
bounties. More civilised peoples can be found
here too, in the south of Askland and north of the
Wasteland: lords receptive to Vetian traders and
emissaries. Whichever the god they seek to please,
Asklander champions test themselves against




trolls, wargs, giants and other monsters of the
mountains: gigantic foxes called brunnmigi, two-
legged lindworms, wish-granting fylgja, various
dreadful sea monsters and so on.

[t only remains to mention the Wasteland itself, a
region of dizzying size made utterly inhospitable
by magical poisoning. Once a rich swathe of
steppe, farms and citadels, it was demolished in
a single instant by a brief tear in the Veil created
by the eastern dwarves. In the thousand years
since that time, the contaminated area has slowly
receded, but it remains truly vast. Grimoirs tell
of how daemons can come and go at will in the
Wasteland’s center; mortal beings will succumb
to wasting diseases and mutations long before
they get so far. Those who can withstand the
magics longest are of course the Warriors
themselves, whose divine protection allows them
to live permanently on the Wasteland’s edges,
even travelling deep into its heart on occasion.
With them live the terrible creatures of their
retinue whose physiology has adapted to such
toxic habitat: lion-headed manticores, mutant
shadow chasers, feldraks devolved from dragons,
and daemon-forged abominations made from
both flesh and metal.
cannot last forever in the Wasteland'’s very heart.

But even such as these

In saying farewell, I should remind my readers,
who may have been dangerously over-awed
by the exceptional knowledge and erudition
displayed in these pages, that there are some
things that I have not had the space to mention.
Paper is so expensive these days, after all, and I
see my role as a curator rather than an exhaustive
cataloguer of knowledge.

In addition, of course, there remains much to
discover. Despite the remarkable catalogue of
exploration and correspondence so studiously
illuminated by the author, human scholarship
has yet to reach the limits of the known world.
The five known landmasses may hold great and
terrible secrets in their dark interiors; the vast
oceans may contain entire continents yet to feel
the footfall of humankind.

What new powers are yet to be found? What
riches, what hidden knowledge? Answering such
questions will be the exciting task of the younger
generation - if they can learn wisdom from their
older and betters.

The Sage is available for consultations from noon
until teatime Primidi to Venadi, 24B Via Urbana,
Avras. 35 scudos/hour, no returns.










MAGIC AnxD THE IMMORTAL

The world is divided into two spheres, the Mortal and Immortal. They rest atop one another as a mask

rests upon an actor’s face. You and all you have ever known reside in the physical world, with its trees
and slopes, which we can see and touch.

But there is another world, totally unknowable, as invisible to our eyes as that mask is to those of the
actor, but just as close - the world of magic. Here gods and daemons dwell, here lie wonders unseen by
any mortal eye. Here flows the wellspring of the flux: pouring from beneath Sunna’s very throne. The Veil
is all that separates the Immortal and Mortal Realms.

The flux, the essence of magic, seeps from the invisible sphere to the visible as through cracks in a glass.
At most times, the flow is imperceptible and steady. But at times of great cataclysm - just twice in history
that we know of - the Veil has been shattered for a moment, and the true devastation of raw magic has
poured through the gap, killing many and leaving daemons to feast on the remains. Magicians use the
flux of the Immortal Realm to create their magics or to quell the attempts of others. It can turn base
metals to gold and base men to dust. Like water it can be stored, though not in cups, and like fuel it can be
quickly exhausted. Magicians then, are artisans of this flux, bending the outpouring of the Unseen Land
to their will, we hope, for Sonnstahl and the glory of Sunna.

From the “educational” speeches of itinerant wizard Marco Iandoli

Look around you. Everything you see, touch and
taste, this is the Mortal Realm, the land of matter
and certainty. Yet behind this mundane facade, a
hair's breadth from our fingers, lies the Immortal
Realm. Home of the Gods, and sphere of magic
and its infinite possibilities.

Between this world and that stands the Veil,
keeping us from the full power of the Immortal.

Sometimes allowing a trickle of magic,

occasionally a flood, yet even the smallest of

rifts could kill thousands. You see, magic in high
quantities is inimical to mortal life - your history
lessons concerning the Inferno disaster have
taught you that.

Yet magic in smaller quantities permeates most
of our world. To those who have learned to shape
it, that's where the adventure truly begins. [ can
teach the slowest dolt to sense the power, but for
those of real talent, the possibilities are endless.




Magicians take all manner of forms. We all use the
same force, yet the traditions of teaching and the
cultures of each magician result in very different
effects. My own talents focus on the field of
Alchemy, yet I have also witnessed the wondrous
variety of the other arcane arts. ...

SOULS AND SPIRITS

The paths of Evocation, Witchcraftand Shamanism
encompass the ability to influence the souls of
Mortal beings, both embodied and discarnate.

MATTER AND ENERGY

Alchemy, Pyromancy and Druidism represent
the ability to shape, harness and draw upon the
substances and energies of our Mortal Realm.

POWER AND KNOWLEDGE

The traditions of Divination, Thaumaturgy and
Occultism seek their strength beyond the confines
of this world.

UNIVERSAL TRUTH

A pretentious claim of the practitioners of the
path of Cosmology, who claim to understand the
principles of magic, the Veil and the Realms, and
the precarious state of balance in which they stand.

Collected teachings of Simoni Kasradze, Tutor to
Princess Josefa

Beyond the Veil, the Immortal Realm beckons,
with its promises of infinite potential. Yet we
who are constrained by mortal bonds can but
dream of traversing that dimension of thought
and emotion. That privilege is reserved for
those inhabitants of the domain, born of its
insubstantial fundament,
Supernals - though every culture has a different
name for the servants of their own Gods.

which we name

Those few mortals who claim to have witnessed
the Immortal Realm for themselves return with
tales to bewilder and amaze. I have gathered
every such text and the one consistent feature
is the lack of consistency. From impossibly
proportioned castles to fields of cloud, from an
endless shifting forest to a great feast hall, from a
place of colour and sound alone to a vortex where
up and down are replaced by inward and outward
- it would appear the Immortal Realm contains
all that mortal imagination can devise and much
more beyond.

The Supernals of that wondrous place are no less
diverse in shape and nature. Forms are shaped
and discarded as one might treat clothing, yet
personality is enduring, and thus some patterns
can be discerned among the confusion. Supernal
servants who have chosen to serve a God - be they
angel, daemon, spirit or something else entirely
- are shaped by their service, adopting features
pleasing to their masters.

Those deific lords, the Gods themselves, are far
beyond mortal comprehension. Like an ant wit-
nessing the boot of a man, so are we able to perceive
the merest fragment of the true divine nature of a
Supernal who has reached the pinnacle of Godhood.




In vision, in voice, or in blurred memory may we
be granted some small aspect of their nature, but
we are doomed to remain separated from such
glories while we live. The Veil holds us apart, and
the Mortal Realm could not sustain a force of such
inherent magical vitality.

The Gods may be constrained to their palaces
of the impossible, yet in times of portent, their
servants may cross the boundaries between
worlds. From the Green Knight of the Equitans to
the strangest creatures of the elves, and from the
bound fire spirits of the Infernal Dwarves to the
devas of Sagarika, Supernals can be found across
the world. Most numerous of these in our Mortal
Realm are the daemons haunting our myths and
preying on our sinful urges.

In the darkest of times, whole armies of such
beings can sally forth from their insubstantial
sphere, clothing themselves in forms of matter
- flesh, bone and more unsavoury elements. Yet
the Cosmos is our greatest defence. This world
of matter resists the seep of magic from the
Immortal, the Veil heals over wounds in time and
restores normality. Without an influx of power to
sustain them, their forms soon unravel, leaving
the Immortal beings to return to their true abode.
Thus is the balance maintained, with Mortal and
Immortal Realms encroaching upon one another,
yet held apart - worlds forever a hair's breadth
from touching.

Immortal Beings and Where to Find Them —
Verdorben Kantu, Narrenwald Press, 784 A.S.
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This, then, is the world of the Ninth Aye. The wany

tribes, /:mydams and. creatures who weuld seek to claim

it, each with ids own storied. history. Acvss the glove,
thousand. jealous leaders plot to extend. their grip on power.
A thousand. warlords Flam their next mm/?aign of bloodshed.
Aud in the Realm beyond. = another myriad of gods and.
su/oemalg watch and. wait for their chance to change the
course of hésfwy to their own aduamtayc‘

(¢ is a giddy f’a[m7: to nawe these many threats and
wiachwications, to set /usf a fraction of them to paper and.
learn their thoughts and. intentions. To dreamn of the hundreds
wiore we do not know, the endless downfalls hat may
appmach in secret. To observe these schewes in wotion as an
astronomer toys with an astrolave, watching the way great
powers influence each other. And from the toialdy of all these
dzs/oamfe actors, to try and y/impsc 50mefh£mg of the future.

[ claim no 7L'ft o prophecy, hut one trend seems certain.
Conflict waxes and. wanes over time, and right now it is
growing. Discord. and. competition rises as anilable resources
seem to dwtndle. [n just the last wonth we have word. of fresh

war between the dwarves and. nmpa/c’ses of eastern @hn'a,

The (ufervals skinmish with Hiyhbom wiercenaries on the Sea
of Thirst. 771&)/ say the /'unylt of Virentia burns where Warriors
of the Dart Gods warch upon the sy[l/an elves of that realm.

Beasts and. Daeb have reawokened. fresh grudges in Silexia. And
ewen here in Vetia, we hear of open warfare between vermin
and. the undead, two forces which we have long pretended. do
vot even exist. Crerywhere the agents of each wdlture serve to
bring conflicts to the boil, and sooner rather than later these
cauldrons will erupt to dramatic and. uncertain results.

And so after all this, in view of these terrible and.
f@mi uphawals, what will the world look like tomorrow<
[n ten years, or a hwdred? What amendiments will need to
be made to this humble compendium? Which powers wil
ewerye trivwiphant, and which will be crushed. or fade o
noz‘hc‘ng.? When events have shaped. this world such that a
new Age is nawed, who will take centre s&zye? This, [ foar
is where my quidance ends, and. only you, dear reader; can take

up your own cause and see yourself victorious.

Anno Swmae 967



THE 9'™M AGE
FANTASY BATTLES

BACKGROUND
COMPENDIUM
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Many have sought to conquer the world of the 9th Age.
But what does this world look like? Who exactly seeks
to conquer it? And what were they doing during the
eight ages that came before? The answers to all this and
more are laid bare in this compendium, for any would-be
conquerors who dare to look inside.

)

. The 9t Age: Fantasy Battles is a community made miniatures wargame.
% All rules and feedback can be found/given at http://www.the-ninth-age.com/
All recent changes are available at http://the-ninth-age.com/archive.html
Copyright Creative Commons license: http:[/www.the-ninth-age.com/license.html
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