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ou are holding in your hands “Book 1-Universe”, the first book of the Shadows of Esteren role-playing series,
which can be read by Players as well as Game Leaders. This foreword will allow you to comprehend such a
new world more easily, by clarifying some of its guiding principles.

Dou't Oﬂe:

a Subjective Dresentatior»

The first part of the book is dedicated to a description of the
world, which you will discover through a collection of let-
ters, reports, and research works belonging to an old lord. It
will allow you to share the point of view of the natives of
Tri-Kazel, and to familiarize yourself with their way of per-
ceiving the world around them; an untamed region of the
world where magic and fantastic events manifest at the mar-
gin of one's daily life. Indeed, in the universe of Shadows of
Esteren, there are neither fantasy peoples such as elves or
dwarves, nor magicians casting fireballs. Most supernatural
or magical manifestations are relatively subtle and the uni-
verse is fundamentally gritty and realistic.

A» Incuicive Game S]/stem

Soon, it will be your turn to travel over these untamed lands
and face their mysteries. This premise shapes the second
part of the book, dedicated to the game system which essen-
tially explains how to resolve the most common actions,
defines mechanics for Demorthén Arts, Magience, Miracles
of the Temple, and Sanity. Therefore, it gives you the tools
to create and play your alter egos, the Player Characters.
Shadows of Esteren is a game of atmosphere where immer-
sion and interactions among the Players have priority over
any kind of simulative gameplay. This is why the game sys-
tem has been designed to be intuitive and easy to become
familiar with.

Che horrific
and che Got]ﬁic 1maqe1'r

Esteren is a harsh medieval world where Characters will be
confronted with horror and multifaceted threats. Gothic tra-
dition can be found in awe-inspiring landscapes where the
forces of nature rage, a perfect setting for tragic and passio-
nate stories. As for horror, it is dealt with in its classical, lite-
rary sense, which means a violent feeling of dread mixed
with wonder in front of a vertiginous reality. The stress is
put not on disgust or repulsion, but rather on the very
moment of the confrontation with mysteries and the strange-
ness of the world.

A Usniverse wich Secrecs

Esteren is a universe hiding many secrets that the Characters
embodied by the Players may come to discover, at least
partly. For horror to creep in at the very moment when such
revelations take their whole extent, it is advisable to first
depict an environment that will, at first, seem familiar.
Therefore, the universe of Esteren may at first seem down-
to-earth; this is on purpose. Such a choice sets supernatural
elements—and everything that could be related to the horri-
fic—aside, at least to begin with. However, little by little, dis-
quiet will invade such a common daily life and introduce
unfathomable things.

A C ompLete Series

Such a way of dealing with the horrific, and the basic prin-
ciple of the revelation have guided the structuring of the
series' various books. The goal of this first book,
“Universe”, is to depict the universe of Esteren as it is per-
ceived by its inhabitants. Most of the time, supernatural,
horrific, and fantastic elements only appear between the
lines, since they do not represent the daily life of most
natives in this world. Although nothing more is required to
play, the truth of things will only be revealed in its matching
piece “Book 4—Secrets”. This book, intended for the Leader
only, will fully disclose the ins-and-outs of the universe, and
give the reader tools to portray the revelations the Players
will experience.

pLaYer Characcers

in cthe Game

Although Esteren is a harsh world, the depths of which hide
unfathomable secrets, it does not imply the Characters
embodied by the Players are doomed to perish; their survi-
val, and above all, their success, will depend on their inge-
nuity and bravery. The advancement of the Characters, sym-
bolized by an experience system, gives the Players a great
liberty and many development possibilities. Complete
player aids, proposed on page 176 of this book, will also
help Leaders and Players to define the place of the
Characters in the universe of Esteren.




Cross-media

From the start, Esteren has been conceived to exist simultaneously on several media, which echo one another. The goal is to
favor the involvement of the Players/readers in this universe while introducing them to different experiences. Role-playing
holds an important place in this desire to present the reader with a rich interactive experience; it makes it possible to enter the
universe of Esteren and to play various Characters for unique adventures.

Other media have been designed to complement such an experience, namely:
“O]C (Mer and Obscuricies’. The original soundtrack of Esteren's universe, whose first opus was composed by

Delphine Bois, will introduce you to a mysterious atmosphere, sometimes delicate, sometimes unsettling.
You can hear samples on www.myspace.com/esteren

"Che (Mac Lyrs’ Legacy . Following the tradition of Point-and-Click adventures (such as Monkey Island, Broken
Sword, Runaway, etc.), this video game has the Player follow the journey of Yldiane, exploring with her a typical region of
Tri-Kazel's peninsula.

1nﬂuences

Many works have been an inspiration to build the universe of Esteren. It would be hard to list them all, but here is a selection:
In cinematography, Mel Gibson's Braveheart, for its landscapes, its roughness and its romanticism; Tim Burton's Sleepy
Hollow, as well as Francis Ford Coppola's Dracula, have strongly influenced the victorian and gothic dimension; Stanley
Kubrick's The Shining is a major source of inspiration for the interpretation of the horrific: a slippery slope toward horror,
where madness and supernatural elements take an increasingly important role.

On a literary level: Mary Shelley and her Frankenstein; or, The Modern Prometheus, Howard Phillips Lovecraft and the
Cthulhu mythos, Graham Masterton, and Stephen King are the main sources of inspiration. 9}
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— oern turned around the moment he heard the

| first footsteps echoing through the wide mar-
@ ble-flagged corridor. Feeling anxious, he pee-
red intently at the indistinct figure progressing

in the quivering light cast by the torches. It was without sur-
prise that he made out the weary, wrinkled face of his lord.
Yet, Wylard had not always been like that. Quite the oppo-
site; his natural charisma and presence had allowed him to
follow after his father without any opposition from the other
lords and with the blessing of the people connected with his
family. He was a respected, caring, just man, and a good
administrator on top of that; a rarity among his peers, most

of whom spent the majority of their time engaged in power
struggles.

But everything seemed to fall apart when his wife, the
lovely Edel, and their two fair children, were slaughtered by
Feondas. They had gone on a courtesy visit to Edel’s father,
a robust old man who had lost his wife a few years before.
They never made it back. Their horribly mangled corpses
had been found lying on the side of the road. Their faces
were twisted with pain, and their eyes still seemed to gaze
at some last horrid vision. In order to spare Wylard the sight
of such an atrocity, their remains had been buried without
letting him see them. His mind clouded by anguish, his body
overtaken by an immense weakness, he had not insisted...

But two nights after the burial, in a fit of madness, he dug
out the bodies of his dear spouse, his son, and his daughter
with his bare hands. He had read horror in their eyes and in
the atrocious wounds their flesh bore. He spent a long time
staring at this dreadful sight, as if hypnotized, before his ser-
vants found him at dawn, lying on the ice-cold crypt floor,
affectionately holding the maimed corpses against himself.
From that dark day, Wylard was but a mere shadow of his
former self. Of course, his madness did not manifest itself
permanently, and he remained lucid most of the time. But
his hazy eyes, his pale complexion and grief-ravaged face
were frightening. And in spite of all the love his people bore
him, they found it more and more difficult to obey his
orders.

For a long time, Doern stared at his lord who had stopped at
the threshold of the great room, his eyes lost in the contem-
plation of the shadows that clouded the high vaults. He wai-
ted for Wylard to step away from the chimeras the darkness
concealed, and then pulled him a seat.

“Thank you, my good Doern. Always taking care of your
old master.”

“But you are still young...” he could not help but answer.

“Quite the shameless flatterer you are. You know well I am
not. My vitality is giving out faster than other men’s. It will
not be long before I join my father in his tomb.”

“Don’t say such a thing, Lord Mac Readan. You still have
many days to live.”

Wylard gave a light burst of laughter that showed all the
extent of his derision. He smiled at Doern.

“Did you bring me what I asked you to?”

“Yes, my lord. There are your documents.” He pointed to a
thick file of parchments squeezed between two leather
covers.

As far as Doern remembered, his master had always collec-
ted all sorts of documents, manuscripts, and sketches that he
had often paid a fortune for, or that some passing bards had
offered him. They dealt with various subjects; with the
peninsula’s different regions, but also with trading or crafts.
Among those documents were a few letters sent to him by
faraway family members.

For many months after the grim disappearance of his wife
and descendants, Wylard had completely left his collection
aside. However, for some time, it seemed his passion for his
old manuscripts burned anew, his research focusing on the
acquisition of documents related to Feondas. Regularly, he
would read them entirely once more, taking notes feverishly
and comparing them again and again.

Wylard held out his hand and Doern brought him the file.
The old lord untied the laces that held the leather covers
together and took out the first parchment. He began to read
furiously, poring over the lines written in red ink which he
knew by heart...

Again, he read until dawn, when he fell into a nightmarish
sleep. Afterwards, he resumed reading, scarcely taking time
for a few sips of the brandy Doern had brought him.



When he was done with all of the parchments, late at night,
Wylard drew a long sigh. He had spent a small fortune to
obtain new documents depicting a roughly accurate pano-
rama of Tri-Kazel’s history and of its current state. Tensions
were clearly visible between the kingdoms of Taol-Kaer,
Gwidre, and Reizh, founded nearly a thousand years ago by
three brothers who, at the time, yearned to federate the bel-
licose clans occupying its whole territory.

Taol-Kaer had kept strong ties with the ancient Demorthén
traditions. On the contrary, Reizh had-at least
partially—adopted the so-called progressive ideas of the
Magientists, those strange inventors from the Continent. As
for Gwidre, it had appointed the One God dogma as the offi-
cial faith. That was the origin of the infamous War of the
Temple, the aftermath of which could still be strongly felt,
even today. Gwidre had invested itself with the holy mission
of imposing Soustraine’s religion everywhere in Tri-Kazel,
and the alliance of Taol-Kaer and Reizh had barely preven-
ted it from doing so. Today, both the landscape and the men-
talities of the people bore the stigmas of that conflict.
Much more interesting than this detailed panorama of the
peninsula were the numerous passages about the Feondas.
Indeed, those terrifying creatures that had destroyed his life
and those of thousands of men and women were widely
dealt with in the various texts. And he had noticed unknown
details that he had hastily underlined with excited strokes of
the pen, details that might allow him to enact his vengeance...

Wylard gave a sinister laugh, already imagining the first
steps of his plan.

“Doern,” he suddenly called, his voice producing strangely
deformed echoes against the darkened vault.

“My lord?” answered a sleepy voice near by.
“Come here.”

The servant obeyed straightaway, his gait uneasy, his eyes
carrying the burden of an uncomfortable night.

“Doern, I read all of these texts with great interest. I know
very well that each of them reflects but a part of the truth.
They are not about facts, but opinions and sometimes imper-
fect knowledge. However, they show our peninsula as it is
in its inhabitants’ hearts. Each one defends his piece of cer-
titudes and beliefs almost as fiercely as a wolf defends its
territory.

Maybe we are all but living at death’s door? Maybe we are
all surviving as we can, our heart crushed by sorrow, our
mind stricken with madness, and our chest filled with fear?
Fear of seeing the monsters that murdered our kin leap from
the shadows and devour us alive...

But you see, Doern, I can feel a solution taking form. It is
here, in all of these sentences that I read over and over again
with attention. Soon, I will be able to take action and break
myself from this consuming idleness.”

“My lord... could you finally have found what you have
been looking for?”” Doern’s voice was laden with awe.

“Not yet Doern! But it should not take long.” He paused,
staring at the parchments for a while, then resumed.
“Feondas have nothing in common with us. They may take
our appearance or physically look like us, but they do not
think like us. They follow goals we do not know and proba-
bly cannot even imagine. They can strike anytime, without
any apparent reason, spreading death and destruction among
our families like that, just like that... just like glancing at
someone. ..‘{!

¥

But as dangerous as they are, I am certain we can fight them.
I will not keep living any longer with the haunting memory
of a slaughter I was unable to prevent. It is time for me to i
act, and you will help me, Doern.”

“But... how could I help you, my lord? You know well that
I am a poor fighter.”

“That is not what I am talking about. I've spent entire days

trying to extract useful information from these manuscripts, _
and focusing has become increasingly more difficult for me. &
I will need a fast thinker like you to help me. It will now be

your turn to read these precious writings and analyze with
the greatest attention all the passages dealing with Feondas, 2400
even remotely. There must be some clues I missed.” Wylard 74
drew a weary sigh. “Sometimes, my mind starts wandering

and the meaning of the words becomes unclear.

However, do not neglect the other subjects, Doern, for they
will tell you much about our peninsula. The knowledge they
contain will allow you to deal adequately with some see-
mingly unimportant clues. As you know, I have spent many 1]
years gathering these documents, and some of them are
invaluable. I have also kept some personal letters that will
help you.”

Doern kept silent. He looked down at the documents spread
on the table for a while. His eyes burned with a new ardor
and he held out his hand to take one of the parchments on
which he could make out the presence of a wax stamp, bro-
ken long ago.

“I am exhausted Doern,” Wylard whispered with a weary
voice. The energy that had come to him upon reading the
documents was wearing off. The lord’s face was deeply
lined and his eyes seemed to have been pushed back into
their sockets’ deep shadows.

“I will see that you are conducted to your bedroom.” Doern
clapped his hands, and hasty footsteps could be heard
straightaway. Moments later, two young women came in
with worried looks on their faces. Doern briefly gave them
instructions and they gently helped Wylard get up.

Soon, the three figures vanished in the corridor’s trembling
shadows.

Doern sat down on a chair and began reading the parch-
ments without delay. .
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he slightest noise could be heard in the vast corridor. Torches crackled in the rusty
a brackets and cracking sounds came every now and then from the high ceiling, where
g vermin crawled.

, But none of that could disturb Doern. He was wrapped up in the contemplation of the
parchments that were so invaluable to his master. The first pages were letters sent by Wylard’s niece,
Céliane, daughter of his brother Baorig.

LY Doern had met them once, on the occasion of the birth of Wylard's son. That was several years ago, -
~4 b and Céliane was still a child at the time. Doern cautiously turned over several sheets where Wylard
o e f' ™ had drawn pictures and taken notes. He focused on a load of manuscripts, the characteristic writing
f,_,j,_ of which caught his attention. It was an account signed by the bard Jos Mac Peran, an exceptional
gt artist whose talent was rumoured to be entrancing. At first glance, it was a narration of the last royal =~
L/ council of Taol-Kaer. How Wylard had managed to obtain such a rare piece remained a mystery to '

Doern. However, one thing was for sure: he was now holding that precious manuscript in his hands. ba/ g

f
Many things were told about bards’ writings, particularly Jos Mac Peran’s. A reader would find him- Na ‘-vfr‘;
. self so engrossed by their contents that he would end up in an illusion, reliving the narrated events. It ARAY £
] was also said that one could get lost forever in this artist’s works. However hard Doern repeated him- ‘%78
self that all of this was only a myth, he could not help but feel some fascination, mixed with fear, <5 S
toward bards. X

The following document was a long letter about Feondas, which had been sent to Wylard by a Varigal 24
named Dalaigh. At the castle, it was a sure bet that his lanky figure would show itself once a year, at : 3
the beginning of summer. Wylard would provide lodgings for the Varigal for a week, sometimes a lit- .
tle longer; in exchange, Dalaigh would tell him of his travels and give him news of the whole king- 4
dom, and sometimes even of lands beyond it.

Doern quickly skimmed through the ensuing papers: a report of an assembly of Baldh-Ruoch's

Council, letters from a Reizhite academic named Maeve Oan, other Varigal tales such as Osvan Tadd’s

_ j about the Tarish people, documents about the neighboring kingdoms of Reizh and Gwidre, and even
o’ about the mysterious Continent...

He suddenly stopped when he recognized the seal of the Mac Iseanor family, close friends of
the Mac Readan, particularly of Wylard’s late wife, Edel. Doern sighed as images from

the past came back to him, long before the grim event that had overthrown their

lives. He dismissed the sadness that crept into his mind, put the bundle of

parchments back in a proper order, and began reading the first pages...
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he children had gathered around Céliane. The young woman was
watching them affectionately as they played and laughed heartily.
Ranging between six and thirteen years old, they were part of the
second age circle. They were Fearil’s future. Since she was little,
Céliane had known she wanted to become a Damathair, tutoring
the children of her village, as her late mother had done before her.
Céliane loved children; she loved their vitality, their spontaneity.
She yearned to have one of her own, and was eagerly awaiting her wedding with
Eoghan, which would take place in the next spring.

For some time, she had been feeling a gnawing apprehension; some vague, unplea-
sant sense of foreboding. Was it because winter was drawing near? Or because of the
anxious look on Baorig, her father, that she had noticed on a previous evening? As a
Demorthén, he was the community’s spiritual guide; one of its most important figures.

Lanclscapes of: che DeninsuLa

¢liane shrugged away from her reverie as the children went silent and
( stared at her. She smiled:

“We will resume from where we last stopped. Soon, some of you will
enter the third age circle, and it is important that you know our peninsula. Fearil,
our small community, is located in the north of the largest and southernmost of
the three kingdoms, Taol-Kaer, and the lands that surround us are vast.”

“There’s the mountains!” said one of the youngest.

“Yes, there are, Teren, those are the Mor Roimh, which means ‘High
Lands’ in our ancient tongue, and even now we call them so. Our valley is loca-
ted at the heart of these mountains, which go all the way through the length of
our peninsula and occupy most of its surface.”

“What about the Cordillera?”

“‘The Asgeamar’, according to our ancestors. Its mountains are even
more massive than the Mor Roimh and separate our peninsula, at the far nor-
theast of the kingdom of Reizh, from the Continent. The Mor Roimh may still
well be a deadly obstacle for ill-prepared travelers, but the Asgeamar Cordillera
is said to be impassable, and no one knows exactly how wide it is.”

Céliane paused. The mere evocation of the Continent, this mysterious faraway
land, could spark the imaginations of the children.

“But let’s get back to Tri-Kazel. On each side of the Mor Roimh, there
| are hills, plateaus, and a few spreading coastal plains. About seven hundred and
| fifty miles separate the Asgeamar Mountains’ foothills from Hob’s Cape, loca-
ted at the southwestern extremity of the peninsula. According to you, how many
days of travel are necessary to cross such a distance?”

After a moment of hesitation, the oldest one ventured an answer:
“Last summer, a Varigal passing by the village told me it takes at least
"’

seventy days!
“Yes, it’s true. Allowing for a few days to rest, that is what it takes.”
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i ow [ will tell you about our region in more detail. Our vale is located in the dukedom of Tulg, in the occidental part
N of the Mor Roimh. Further to the west, at the foot of the mountains, spreads the Sighing Forest.”
“And there are broad-leaved trees; oaks!”
“Yes Lena, you are right. But when you go up a little, the ground quickly becomes broken and steep, and conifers
quickly take the place of broad-leaved trees. Higher yet, the snow never melts. Even in our vale, it lingers on until the mid-
dle of spring.”
“Damathair, when will we be allowed to leave the village and go to the mountain?”

“Soon, at the next age circle... you are still children and you must know that the beauty of the surrounding land- g
scapes hides many dangers. Some paths run along steep cliffs, and snow may hide chasms. Our vale is fairly well-off, because
it is crossed by one of the dukedom’s main roads. It is large and allows mounts and caravans to pass by. Nevertheless, every >
trip in the mountain must be carefully prepared, unless you would risk your life. What is more, the caverns and chasms of the ==
Mor Roimh hold dark secrets that very few people are brave enough to face. The growls and grumbles you can hear do not ‘ ';
come only from the swift streams; the shadowy depths are inhabited, notably by Feondas. Those creatures attack anyone they- ,J
“happen across, from lone travelers to heavily defended convoys. The threat of an attack can weigh heavily, and can wear out -

ot ~travelers and beasts, even if nothing happens.”
‘.l

: fn"’ Céliane knew it was important that children understood well the dangers of the region, even if it frightened them

&

‘z:‘ Unfortunately, what she had said was no exaggeration, for the mountains did hide many deadly traps...

- Cri-Kazel -
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]livers and Seas
ow children, it’s time to come inside!” Céliane clap-
N ped her hands, and the small group that was playing
and bickering near the Damathairs’ house gathered
around her. In this early afternoon, the mist lingered on in
Dearg's vale and gave the village a ghostly look.

“Come in! We will go on with our lesson from the
last time about the peninsula. Today, I propose to tell you
about the rivers and seas. There are many streams in Tri-
Kazel, particularly in its eastern half. In fact, there are in this
region three rivers that flow into the ocean: the Donir, which
runs near the capital city of Reizh, the Tealderoth, which
constitutes a natural border between Reizh and our king-
dom, and finally the Klaedin, which waters our capital city
of Osta-Baille and ends its course at Tuaille, the stilted city.
Two other rivers with a lower flow, stemming from small
mountain streams, irrigate Gwidre. You all know of the
Kreizhdour, which runs on the other side of our vale and
marks the border between our kingdom and Gwidre’s. It is
hardly frequented by merchants as, unfortunately, its banks
are sometimes witness to skirmishes between the troops of
the two kingdoms.”

“It is because of the War of the Temple?” asked a
little girl.

“Yes. Have you heard the story told by the bard
who passed by the village this summer? It was about two
childhood friends living in the hamlet of Telh, not far from
here, who were separated because of this war. This story is
an illustrative example of how this period was a disaster for
all of us; a bitter fight between two kingdoms that were for-
merly brothers. Fortunately, things have settled somewhat. ..
I will conclude regarding the rivers by telling you about the
Pezhdour, further north, which is the main source of irriga-
tion for the great plain of Gwidre. Channels have been dug
by men, often at the cost of many lives, sometimes leading
the river very far from its original course and often at the
cost of many human lives, to carry its waters to the fields.
These constructions are often damaged, but they are essen-
tial to the cultivation of the crops necessary for the survival
of our communities.”

The children were particularly studious today and were lis-
tening attentively. Céliane smiled to herself.

“Now, let us talk about the seas and oceans. The
western coasts of the peninsula face the Furious Ocean. Its
raging waters have never allowed the Tri-Kazelians to
become a seafaring people.

S

When you go a few miles away from the coast, the currents quickly become extremely violent, driving the boats toward the
shoals, with dreadful winds tearing the sails, and waves that can submerge the unwary. The few Tri-Kazelian boats are small
fishing coasters, which remain as close to the shore as possible, like Tulg Naomh’s... On the other side, on the eastern facade,
an inland sea spreads, which the sailors name “Sea of Shrouds”. Like those of the Furious Ocean, its waters are treacherous
and very few boats venture far from the shores. Because of this, the many islands surrounding the peninsula remain unexplo-
red most of the time, even if we know that some of them are inhabited. This explains why, in all times, the islands have been
the source of legends for the inhabitants of Tri-Kazel. Maybe you have heard of the Tri-Sweszors, the Three Sisters, located

! in the Reizh gulf. They are said to house communities that have remained faithful to the Demorthén traditions, worshipping
» the sea spirits.”

- Cri-Kazel -



foam. Likewise, men would be killed by being tied up on
rocks before high tide. There are also stories about spellbin-
_ ding bards with painted faces named C¢ili. Those tales are
: part of the folklore of the Emerald Crescent’s region,
but very few peninsula men have dared to venture
into those wild islands to find out...

and this did not escape the children who were wat-
ching him in complete silence.

“Seasons in our mountainous region are
harsh, in comparison to how they may be in other,
more coastal regions. Here in Fearil, we have always
made do with this, and without complaint. However,

‘Ch e ‘Cb ree Si sTers Chis morning, Céliane was accompanied k‘)y S
her father. On occasion, the Demorthén '

& Arrclﬁ iPeLa,(]o would take part in educating the commu-

nity’s children. Baorig was only forty, but his worn

] t is said that on the Tri-Sweszdrs islands, as our ancestors skin showed how many years he had spent in the mid-

¥ ¥ named them, the Demorthén would regularly make sacri- - dle of nature.
“fices in order to appease the wrathful spirit of the oceans, % “Sit down, children. This morning, I will tell g

Loch. On top of the cliffs, at the bottom of which huge waves you about our peninsula’s climate.” The man cleared 3'
crash, Caernides would be hurled down and disappear in the his throat. For some days now, he appeared worried, ; '!1:‘

although the coasts bring the advantage of a warmer
weather, their skies are often covered with clouds
coming from the ocean and bringing hard rainfalls. I
had the occasion to go to the region of Louarn, near the great marshes of the West. The ground there is so wet that a horse and
its rider could sink into it.”

The Demorthén would often travel far away, and it was one of the reasons they were respected and admired.

“Generally speaking, the south is much more humid than the north of the peninsula. Indeed, northern winds are drier,
arider, and harsher too. The Ast is the most obvious example: that dry wind from the Gwidrite littoral has caused many deadly
fires. For us Demorthén, Ast is a restless natural spirit that only appropriate rituals can placate. Unfortunately, in those regions
dominated by the religion of the Temple, those practices have fallen into disuse and Ast blows all the harder. In spite of that,
the hills, the plains, and plateaus of Gwidre are not deserts; they are even intensely cultivated in some places, and have their
share of storms, even if those are less frequent than in the southwest of Taol-Kaer. In the plains, summer sometimes makes it
warmer, but from the first days of fall, the weather gets colder and it’s generally the time of the first snowflakes. The snow-
falls can cut a village off from the rest of the world for entire weeks, and the high winds turn into fearsome blizzards. This
phenomenon does not only concern high altitude communities; sometimes, during some winters, it may happen that the entire
peninsula is snowbound. Rivers freeze, nature becomes quiet and a traveler mad enough to go out may walk for weeks without 4

meeting a living soul.”

D Today, I told the children about Tugarch’. Maybe you have heard nume-
e rous times about that legendary metal spoken of in the myths and sto-
ries of the Aergewin? We got to see some depictions of weapons forged by artisans from
- that faraway time. As far as we know, only weapons made of Tugarch’ could bring down
the gigantic Feondas that roamed the world at that time. But the knowledge was lost, and |
no one knows how to forge this metal anymore. It is said that Tugarch’ shatters at the sligh-
test impact when poorly wrought. Worse than that, however, I heard from a Varigal that the
known mines of Tugarch’ seem exhausted and all the efforts undertaken to find new ones
~  turned up unsuccessful. Anyway, it seems like a good lead to fight against those monstrous
3 Feondas that keep infesting our regions.
J ' Here in Fearil, fall has definitely come and snows are premature. My father told me of his
worries; he foresees a hard winter for our community. For a few weeks, great murders of
crows have been flying above our village; let us hope it is not a bad omen!

éé iane

earest Wylard,

Your devoted niece,

-Cri-RKazel -
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the Pevrinsula

ow, [ will tell you about the inhabitants of the
peninsula. We are all descended from the
clans that lived on these lands for millennia.
Thus, our vale was first inhabited by the Mac
Govrian clan, before the two villages, Fearil and
Dearg, developed. The Tri-Kazelians survived the
Aergewin, Feondas, and an inhospitable nature;
this made us a sturdy people united against
adversity. Unfortunately, on this last point,
things have somewhat changed with time.
We have already talked about the War of
the Temple that made the three king-
doms fall into chaos and left strong
grudges.
Some communities pay particular
attention to preserving themselves
from ideas coming from the cities,
which they consider to be a perver-
sion. Such is the case of the Osags,
proud warriors anxious to live accor-
ding to the traditions. They say their
lineages go back to the most ancient
known clans.
We also know that, a very long time
ago, survivors of a threatened people
of seafarers landed at the southwest
head of Tri-Kazel. The Tarish, as we
call them, have for the most part min-
gled with the Tri-Kazelians.
Nowadays, it is said there only remain
a few groups of nomads who claim to
be descendants of those refugees.”

“I know a Tarish!” Little
Lena’s big smile indicated that she
was delighted to share such an
uncommon acquaintance with the rest
of the group.

“Ah yes, Lena! Tell us about
that if you want.”

“Her name’s Mirna and she lives in Dearg.
She came to Fearil once.”

“Ah, yes, it is true,” answered Céliane.
“She is indeed a Tarish, but from what I know, only one of her
parents is part of that people. Well, it is a good example.
You’ll most probably meet half-breeds rather than actual
Tarishes, but you may still recognize them by their high
cheekbones and aquiline nose. Finally, I must tell you about
the Continentals. Two centuries ago, a few groups of people
from the Continent came to settle on our land. Some brought
their new science, the Magience... we know very little about
it here, but some cities have overtly adopted it. Other
Continentals, the adepts of the Temple, brought their religion
claiming the existence of a single god. I have been told that
Continentals look very particular, but I have never met one.
From what I know, there have always been but a few. Yet, it is
said one can easily recognize those who have blood from the
Continent in their line, by their large height and slender
figure.”

- Cri-Kazel -
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ecords from the Temple indicate that there
must be about six hundred thousand inhabi-
tants in Gwidre. There are slightly fewer in
Reizh and approximately twice as many in Taol-Kaer.
Almost half of this population is less than twenty

years old and apparently, only one person out of ten
= lives in a city. In many regions, it is possible to travel
for days without meeting a living soul. Some milder

lands are home for many villages and communities.
However, there are more cities in Tri-Kazel than one

for notable commercial and intellectual exchanges.

Yet, on the whole, the presence of man on the penin-
\ sula remains negligible if compared to the great
A

%*’f ~spaces and wild lands that surround it.
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might think at first. The most known are the three -
kingdoms’ capital cities, but other towns form hubs
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before the unification of the kingdoms by the three brothers, the population of Tri-Kazel was shared between
more or less settled clans. Even if our world has changed a lot, those clans still exist in some remote regions.
In our kingdom, the Osags living in the Lands of De¢as are certainly the proudest representatives of those traditions.
Numbering between thirty and two hundred individuals, their clans are highly independent, as they are not under the control
of the royal power and have always lived according to the ancestral ways and customs. For example, when a conflict arises 19
between two clans, it is quickly settled by a one-on-one combat between two fighters representing the rivals. It frequently
happens that the Ansailéirs, the communities’ chiefs, duel in person. Sometimes, a greater number of warriors meet at an
agreed-upon time to fight. Yet, this does not mean they won’t organize a common feast on the next solstice!

m y son, if you want to understand our lands and our communities, you must know our clans. A long time ago,

et T s e Tas i

Che lﬂ(] o™ ClS

' he Inguards are set in places often far from civilization. Those bastions
Z are built to keep watch over strategic places, such as some mountain

v passes, as well as to spot the movement of possible hordes of Feondas.
The pay is often high, encouraging seasoned warriors to enlist for a few
years, but the majority of the manpower is made up of soldiers under-
going disciplinary punishment, young people on duty for their lord,
and heavily-sentenced brigands. Life in those bastions is very hard,
for the arrival of supplies is not always assured, and relationships
are very tense. Furthermore, discipline is very harsh for the sol-
. diers; some stories about Inguards falling due to mutiny encou-
h\ rage the current leaders to be very firm.
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Flora of che Three Kingdoms =

lowers have a significant part in the creation of colored pigments, such as the famous Gwylmith, the yellow color of which
is used in painting and dyeing. This small plant grows in the plains, flowering into a magnificent golden color in summer,
which leaves luminescent spots on the fingers when its petals are slightly squeezed. Some flowers have taken on a sym-
bolic meaning, such as the Crimson Promises. They always grow three at a time, which is why they are always mentioned in the
plural. The round petals of those flowers are of a deep red color. Folklore has it that if an oath is made while holding Crimson

.~ Promises, it will eternally have to be held... For a neophyte, a day of picking can finish with a tragic end, for some plants are toxic

"ﬁ-‘al_l_dzo‘_[hers hide their true nature, such as some Feondas of vegetal form attacking those who dare approach too close.

o .
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“During the Aergewin, huge creatures, Feondas that some legends describe as dragons, roamed over our peninsula.
But they now only exist in tales, like the giants that are said to hide deep inside the mountains. Today, it is time we
study the fauna of our peninsula.”
Céliane took out an old worn book illustrated with many pictures; the work of a bard who had lived in Fearil long ago. Since
then, the Damathairs used these illustrations as a support for teaching.

“You all know about the Calyre,” resumed Céliane. “It is a caprine animal, short haired, with a cream-colored brown-
striped fur. It has a small frontal horn it uses to search through berry bushes. It is an excellent, docile climber that provides
quality wool and sour milk used for making cheese.”

“There’s horses, too!”

“Yes, which are mainly found on plains. Their cousin, the Caernide, is more commonplace; its morphology is remi-
niscent of a horse and a deer at the same time. Frailer than an actual horse, it is a surprisingly light-footed animal, able to jump
across dreadful crevasses and to cross the thickest forests without ever getting its antlers stuck in branches. Although its
strength does not allow it to carry the same burden as a horse, the Caernide is used for riding and its ease in moving through
our lands more than compensates for its relative weakness.”

Céliane flipped a page and showed them a big bear-like beast:

“Ah! Tri-Kazel’s grizzly bear, a particularly aggressive and formidable species; an adult is commonly about ten feet
long and is able to strike down an armored knight from his mount... There, do you know about the Boernac? It’s like an ox,
only slower and bulkier.”

The following page revealed misshapen beings, with wasted, grimacing faces, sometimes looking like men, sometimes like
bizarre mixes of several beings. The children remained silent for a moment:

“Those are Feondas, and unfortunately, they do exist... They are responsible for many disasters and the threat they
represent justifies the forbiddance of going out of the village alone, as well as all the watch turns each member of the com-
munity has to carry out all year long.”

“But Damathair, we have never been attacked!”

“Yes, let’s hope the spirits of nature will continue to favor us for many generations. You will also learn that our most
fearsome opponents are most often other men. We’ll talk about all that next time children, it’s time to go home!”

.3 « D ragons do not exist anymore?” Little Teren looked as disappointed by this revelation as he was relieved by it.

al
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Céliane’s notes

herever he goes in the peninsula, a Tri-Kazelian will always be able to make himself understood. However, one will
\/\ ’ easily be able to tell which region he is from. There are many local expressions, and accents have evolved diffe-

rently. However, it remains that on the whole of Tri-Kazel, only one language is spoken: Tri-Kazelian.

T

Che Ancienc Con(]ue

have carried my research further on the subject, for many everyday terms come from an ancient tongue only very few

peninsula men still use. For example: “Feond”, which means “foe”; or “Daedemorthys”, which evokes the lack of res-
pect toward nature shown by the Magientists; or “Demorthén”, which simply means “guide”. Those are but a few exam-
ples. It is known that Demorthén have kept quite a lot of those ancient terms, particularly in their nomenclature of plants.
For their part, the Osag have partly kept the common use of that tongue.
Many wonder why the ancient tongue fell into disuse. Some believe it is the effect of continental influences, and claim they
are more ancient than people usually believe. That would explain why Continentals use a tongue with a root quite close to
ours. This theory is far from undisputed, for the Asgeamar Mountains remain a practically impassable natural frontier. To
some, only the missionaries of the Temple, guided by Jamian, as well as the troops of the Magientist Goran Aznor, have
managed to reach Tri-Kazel.

Others mention the fact that some words from the ancient tongue could hold some dreadful power, thus explaining

why its use was slowly abandoned. There are various odd conflicting theories about this, but most people do not care and
the only certainty is that the ancient tongue is falling slowly but inexorably into oblivion.
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Concinencal Books
he majority of books are handwritten and

his tongue is said to have some similarities with remain rare and precious. Adepts of the Temple
i Tri-Kazelian. From what my father told me, it is and Magientists from the Continent are capable

.

seldom used on our peninsula, aside from a few of printing, allowing for a larger diffusion of writings. In 5§
Magientist lodges in the kingdom of Reizh. Gwidre, I have heard that mainly religious books are prin- 2]
ted, while Reizh has the advantage of a more varied litera- 3

ture. Schools and universities, financed by the supporters 0 -i

C(Jﬂ'i S‘ﬂ of the Coptinent’s idealg, teach Wfitﬁng to their pup.ils, but ¥
also contribute to spreading the opinions of the Magientists 3.4

and the adepts of the One. In our parts—the capital city of z

Osta-Baille aside—books remain rare and are almost always M

which has no relationship with our current tongue, or

with what we still know of the ancient tongue. Its tones
are truly strange, and no one seems to have figured it out
yet. Many wonder about the origin of those people. It is
difficult to know more about this subject, for the Tarish
remain very secretive about their history and culture.

1 t is obvious that the Tarish have their own language,

in the hands of the leading citizens. Nevertheless, Varigals
strive to arouse some curiosity toward the written word
with their illustrated almanacs, which include proverbs and
agricultural maxims.

Reaclinq and Whreic in(]

It n Tri-Kazel, oral tradition remains the norm. In the peninsula’s communities, every-

thing is transmitted by word of mouth as in the clans’ time. The fact that only a
small part of the population is able to read and write is the major reason for
this. However, in the cities, an important rise in literacy can be noticed.
The construction of libraries and universities contributed to
spread the teaching of reading and writing. Despite this ten-
dency, those who know how to read and write remain a
minority compared to the whole population. Without the
teaching from my mother—who herself studied reading and ™
writing in Tulg Naomh-I would certainly never have had the
occasion to learn to draw and read letters.
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y dear Nephew, i ey e cre s ﬂr([j mracﬁ
‘ l ’I know how you are : 7 7 R R Ny i S
: haunted by a yearning i R ke, ] - .
: for an impossible evasion, seeking | Y 7
!, escape through books and tales as
b‘f,_i you remain ridden to this bed which
. your illness may never allow you to
\‘ leave. Unknown things have their
o share of intoxicating mystery; all the
more when one knows them to be
inaccessible. And, my duties requi-
!.f ring so much of my time, I have so

- little of it to dedicate to you.
’e All T can offer you are these few bits
of knowledge and rumors about those
places whose strange names you keep
murmuring when you strain your
eyes reading that old map you trea-
sure so much. I know you are already
well aware of the villages and ham-
d lets of our good kingdom of Taol-
Kaer, so I will tell you about our
. neighbors from Reizh and Gwidre; so

4 close and yet so far away for you. I
hold hope that you will find here

_ some distraction from your daily
272 ordeals. If you enjoy it, I will endea-

* vor to find more information about
St these places, as well as others. : : \)—
. Travelers seldom pass through our }
i little domain, but I know of one or
two Varigals who should be able to a’/o —
add some spark to these few lines.

) Forgive me for the lacks in the infor- -

k mation contained in these pages. As

you know, I am but an unrefined,
E uneducated lord from the country-
side. My greatest joy is having lear-
ned to read, and I know we are alike
in that.
With all my love,
Your Uncle
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I- Alliarce Bfidqe:

As far as people can remember, there has always been a
bridge there. The last time it was reconstructed was soon
after the War of the Temple, and it has been given its current
name to remind people of the new bonds forged between
Reizh and Taol-Kaer during this conflict. Believe me, it is a
heartwarming sight.

2- Che Ashen AfclﬁpeLa(}o:

Three active volcanoes have been recorded in this unpopu-
lated group of gray rock islands. It is rumored that every
now and then, the kingdom of Gwidre sends an expedition
to collect enormous amounts of volcanic ashes for the ferti-
lization of the kingdom’s northern lands. I find it a dubious
endeavor, for the results must be disappointing compared to
the efforts taken.

3- Broken S?:ones:

In the past, the Demorthén from the north of the peninsula
used to gather there for the Tsioghair. This is where, several
decades ago, the Temple’s authorities fought the practitio-
ners of ancestral traditions, the power of the One God facing
the ogham of the Life-Tree’s adepts. After the Demorthén
were defeated, the ritual stones were pulled down and a
church was built so as to conclusively dedicate this place to
Soustraine’s god. It is told that the priest, as well as his suc-
cessor, disappeared without any trace. In the end, the church
was abandoned. I think—and I doubt I am the only one—that
there is nothing the Temple’s congregation could do when
faced with the wrath of the spirits of nature who were offen-
ded by that slaughter.

4_ Cairns Island:

According to Albrech, strange piles of rocks arranged in
lines can be found there. They are scattered here and there
on the island, and are all alike except for how time has indi-
vidually eroded each cairn. No one has ever been able to
find out who could have assembled these strange piles. The
island has a bad reputation, but according to our cousin, the
nearby waters are particularly full of fish. However, nobody
stays there for long, as several disappearances are reported
each year, despite the fact that fishermen who settle there
during the busy season never wander away from their boats.

5— CQL\’Q‘I“T’I

A great inhabitable island on which the Temple supposedly has
built several monasteries. It is said that a sinister prison des-
igned to keep some of the king’s enemies is also maintained,
but no one knows for sure what actually takes place there.

6— CanclLe\voocl

A Varigal once told me that in the past, under the cover of
darkness, even the neighboring lumberjacks could see
numerous will-o’-the-wisps there. Adepts of Magience
consider it to be nothing more than a natural phenomenon.
Demorthén, on the other hand, consider these groves a holy
place, and have it that those lights are C’maoghs; spirits of
nature that come here to gather. These last decades, will-0’-
the-wisps have become increasingly rare and trees have got-

ten shriveled and sickly. Nobody knows why, but many
think that the Feondas multiplying in the surroundings are
responsible for this.

7 - Carmine Chasm:

No one knows why vegetation in this chasm is of a beauti-
ful, vivid scarlet. Grass, flowers, and leaves all have this
strange color, irresistibly reminiscent of fresh blood.
According to an old folk tale, a group of refugees from the
Continent was slaughtered there long ago. Many would
rather think that the spirits were offended by some terrible
sacrilegious act committed there. The few Demorthén I
know have conflicting opinions on the subject.

8- CLE]CFS of No [leturn:

The few individuals who managed to come back from this
coastline have described it as an immense mineral wall, hos-
tile and impassable. No one knows if someone ever mana-
ged to discover a way toward the center of the Continent’s
mountains. And anyway, what could one hope to find there?

9- Crail:

Craftsmen from this village have acquired some reputation
among the neighboring valleys’ village chiefs, who pay
quite a high price for the curios sculpted from the richly tin-
ted wood of Mor Forsair. However, I have never had the
occasion to see one of those items myself.

10- Grrows Peak:

I heard there are more and more of those black birds near
that summit, on the side of which an old castle clings. That
keep has been restored by the Nevermore, a family from the
Continent who settled there in the last century. Their blazon
shows a crow as well, but no one knows whether they adop-
ted it upon their arrival or whether their coat of arms was
already like that beforehand.

"- DLLLL‘FVOSC

This island's name is self-explanatory. Missionary Jamian’s
ship is supposed to have made port here, as well as some
others coming from the Continent after him. I have been
told that during the War of the Temple, Reizh attempted to
build a military port here in order to guard against a possi-
ble naval campaign orchestrated by the faraway Theocracy
to help Gwidre. The dreaded enemy never showed, and that
does not surprise me. After the end of the hostilities, the
island was abandoned. There must only be some ruins and
one or two rotten wooden wharfs remaining.

IZ - ea(JLels DCQ]&!

The highest summit of Reizh's mountains, which I have
heard can be seen from great distances. [ have been told that
there are eagles of incredible size—larger than man-that
make their nests there. Yet, I know of no one who has seen
those fabulous birds, should they really exist.

13- e’x];)iation:

Barely twenty years ago, the Temple’s Sigires descended
upon the city of Lightrock and arrested several hundred peo-
ple accused of heresy. Rumor has it that an unfrocked monk
led the heretics, and all of them were burnt at the stake. The
city was renamed and its new name is quite meaningful
regarding its inhabitants’ way of thinking. I have heard that

- Cri-Kazel -
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there are more and more of the Temple’s faithful going there
in pilgrimage. They aim to purify themselves of their faults
by accomplishing acts of contrition and penance, which I
cannot really manage to understand. I guess that for a
Gwidrite, Expiation must be a most holy place. And yet, I
know of Soustrainians that would not appreciate such a
sinister town.

14 - ]:airean Car:

It is a shame I never had the opportunity to gaze at the
famous “east viewpoint™. It is a cape going toward the sea,
and at its extremity there is a magnificent flat rock veined
with mica and quartz that is used as a natural altar. In the
past, Demorthén came in large numbers for their Tsioghair,
standing in front of the waters and welcoming the sun when
it appeared over the horizon, its rays making the old rock’s
crystals glow. People also regularly came to pay homage to
the spirit of the waters, Usgardh. Fairean Ear is still suppo-
sedly a gathering place for Demorthén from Reizh and some
of their colleagues from our kingdom. However, the fiercest
practitioners of the traditions seem to have abandoned it. It
1s said that they now gather in the Three Sisters archipelago,
away from others.

15' C]’\e I:Q.LL Cree:

This old elm was thus named for its foliage. It is green when
it sprouts each morning, and then reddens until dusk, when
it forms a matchless autumnal mantle. On the equinox day,
Reizhite Demorthen gather here and devote themselves to
rituals dedicated to the powerful earth spirit, Roimh.

:
:
b4 lo- ]:ionnfuaf:
l Two centuries ago, it was but a village of fishermen.
According to the Temple, that is where Jamian made his first
conversions. Since then, the town has considerably gained
in size and has taken its current name: “holy cold” in the
ancient tongue. It is where the sepulture of the missionary is
supposed to be, and this is certainly one of Gwidre’s most
holy places, after the country’s great cathedral in Ard-
Amrach. Priest Andrev, rector of Fionnfuar’s church, sits at
the capital city’s Great Cenacle.

17- r_’ool,s‘ Sprinq:

Cousin Albrech, who lives in Smarag, says that according to
the fishermen he knows,, drinking its water induces horrible
and usually never-ending nightmares. The few people who
have woken up have all gone insane and some of them must
even be locked up for their own good.

18- ]:Ofest O‘F \Vkispers:

The oceanic winds, which reach very deeply inland, often
blow among the trees and make disturbing rustling sounds.
There is word that some travelers go mad hearing those
noises. The spirits of these woods must be far from inclined
to let humans venture inside. As I have heard, the nearby
Sighing Forest is even more sinister. From what I know, it
did not prevent Gwidrites and Talkérides from killing one
another during the war. Could it be that the evanescent
_ Adhar, the ruler of winds, enjoys playing here at the expense
of human minds?

e e
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19- Leacach:
Wool coats and tunics from Leacach are highly esteemed for
their quality in the whole peninsula, especially in its coldest
parts. Your red blanket comes from there as well, and you
know how warm it is. For now, the master weavers still
refuse to make use of the Magientists’ looms, but one of
them will start doing so some day, and this is bound to bring
numerous problems. I couldn’t tell whether the quality of
their work will remain the same, but I know some people
will refuse to buy products crafted with the help of
Magience. Between you and me, I often wonder if some-
thing created through those Magientist processes is truly Ve
cursed, as some people believe. ‘

20— Norqordé DLaCcau.:

There, you can find an immense quarry that has been exploi-
ted for centuries for the exceptional whiteness of its marble.
The road leading to the Plateau was built as a result of the
Temple’s rise in Gwidre, as the One God’s adepts make
great use of it for their churches. In Taol-Kaer, marble from
Norgord is likewise renowned, but both you and I will not
see any of it where we live for a long time yet.

2]- DaSS O‘F GQOS-BOCI}WQ“":

It draws the official limit of Reizh and the territories of the
peninsula. It is supposed to be the only possible land route
to reach the center of the Asgeamar Mountains. However,
the road is not maintained, and traveling is perilous in either
direction. After that, it would take weeks of walking to cross
the mountains and reach the lands of Simahir, a certainly
very dangerous swampy area. Yet, it is said that communi-
ties or tribes live there, and some even say that their ances-
tors originated from the Simabhir.

22- Che Slope of the [Fallen:

It is rumored that the path to reach this place takes many
victims. As it is, nobody should want to risk his life in such
a climb. However, it happens that some mountaineer sud-
denly finds himself wanting to do so, without anybody kno-
wing why. Some come to their senses and climb down to tell
that there is nothing up there, except the bones of their pre-
decessors lying in the sunlight... as if they had just lied
down up there and peacefully waited for their death to
come.

23— C"\e \erckers:
According to Albrech, sailors typically say that when your
ship wrecks, you’re better off drowning than finding your-
self alone on these islets, battered by winds and spindrifts.
The sea is so stormy that building a lighthouse there has X
always remained impossible. However, believe me, Albrech
is no trustworthy man, especially when he wants to impress
some pretty girl.
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n the large royal council room in the castle
of Osta-Baille, sages and scholars had gathe-
3 6;’* unrolled parchments. In the way of the bard

Arenthel, Taol-Kaer’s king had decided to
have the peninsula’s history compiled.

A massive double door opened and Taol-Kaer’s king, Erald
Mac Anweald, made his entrance. Following him was his
wife, Queen Edena Mac Lichorl, accompanied by his most
trusted advisor, the Demorthén Algwich Dert. The monarchs
sat down at the council table, Dert staying back in the sha-
dow of the columns. One of the scholars stood up cau-
tiously, bowed, and then spoke:

“Majesty, we are honored by your invitation and by the
important responsibility you have entrusted to us. If you
will, let me submit our work to you.”

C]ﬁe Anc tencT Cimes

“We will start where everything began, at the creation of the
world. Of course, other beliefs from the Continent exist, but
our traditional vision of things is that our peninsula, like the
rest of Esteren, was shaped by the elements. Lands, seas,
and living beings—such as the Osag people all Tri-Kazelians
descend from—are the work of the spirits of nature.”

Che Aergewin

“The Ancient Times, during which our peninsula was still
called Creag, were marked by the horrors of the Aergewin.
There are many tales and legends about those cataclysmic
times when the peoples had to face monstrous beings. From
that obscure era came the word ‘Feond’ which means “the
foe” in the ancient tongue. That is how humans named their
opponents.”

The scholar unrolled a thick piece of cloth from which he
took out a cracked clay vase which he showed to the room.
On one of the worn faces, male figures could be made out,
gathering around ritual stones engraved with runes. In front
of them was a strange hulking creature whose shape looked
like that of no known animal.

“It is established that the Demorthén drove the beasts of the
Aergewin away using now forgotten runic invocations.”

red in discussion around a collection of

g i t the present time, the peninsula of Tri-
. A Kazel is composed of three kingdoms
with different beliefs. Only Taol-Kaer *
has remained faithful to the traditional
3 Demorthén beliefs, worshipping the forces of
" nature. As for the kingdom of Gwidre, it has
embraced the religion of the One God, a divine
creator who supposedly gave birth to the world
and invented life.

The third kingdom, that of Reizh, turned
toward the theories of Magience, which affirm
that the world as it is known is the result of che-
mical interactions between energies they call
Flux. These three dogmas lead to very different
versions of the creation of the world.

Che Samnccuaries of'
&,{t‘ﬁe Aevgewin

N egends tell that the Demorthén created
|'- I underground sanctuaries, in the center
' |

of which they kept safe the secrets of
their most powerful rituals. Those places
would also contain the sealed tombs of the
creatures of the Aergewin.
Some ritual stones engraved with cryptic sym-
bols are said to be clues, allowing one able to
decipher them to supposedly rediscover those
ancient sanctuaries.
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Chreacs
Cimes

“The last Feondas fled and burrowed deep beneath the sur-
face. It took humanity time to recover from those events.
But soon, the creatures surfaced again and started harrying
remote communities, in a more pernicious and subtle way
than during the Aergewin. They forced the Osag populations
to gather in fortified villages. Feond attacks have varied in
intensity throughout the centuries, but this threat has never
left and we are still forced to deal with it today. Moreover,
in those remote times, tides were much stronger, and many
valleys were regularly flooded. Added to the Feond threat,
these disastrous conditions led the peoples of the peninsula
to settle on higher ground.”

in che Ancient

Birch of: che temPLe

Another sage spoke:

“His majesty has demanded that these chronicles be exhaus-
tive. I have been instructed to tell you about all of that which
relates to the Temple, the official religion of our neighbor,
the kingdom of Gwidre. This cult originates from the
Continent, more precisely from the region of Chaina, where
the prophet Soustraine supposedly received his first revela-
tions from the Creator. In the peninsular calendar, those
events took place 503 years before the Oath-the date of Tri-
Kazel’s foundation. Since that time, Soustraine and his heirs
have preached across the Continental lands carrying the
message of the One God.”

Che ]:ounclat toNs

(year 0-160)

“The period of the Foundations begins in the year 0 and
ends around the year 160. It sets the political and cultural
bases of the peninsula, split into the three kingdoms we
know well today.”

]:ounclat ton of' Cri-Kazel

An assistant unrolled a large map on the council table. It was
faded and torn in some places. The peninsula was shown
there, split into a multitude of small territories. Each bore
the name of a clan or village.

“At the time, the peninsula had no political unity to speak
of. The isolationist Osag clan chiefs, concentrated at the
south of the region, continuously fought between them-
selves or against northern warlords. Then, three brothers,
heirs to the Klardel clan, started a campaign of conquests
and expansion that would become a legend. By dint of mili-
tary victories and diplomatic successes, Taol-Kaer, Reizh,
and Gwidre annexed the territories one after another. The
bard Arenthel, their loyal friend and advisor, accompanied
the three brothers, and played a major role in the negotia-
tions with the clan chiefs.

After almost thirty years of campaigns, the three brothers
pronounced the Oath, an edict that split the lands of the
peninsula into three independent, although allied, king-
doms. A common calendar for the three kingdoms was inau-
gurated, and the date of the Oath’s promulgation became the
year 0. The peninsula was renamed Tri-Kazel—‘Three
Kingdoms’ in the ancient tongue—and the names of the foun-
ders were given to the three countries: Taol-Kaer, Reizh, and
Gwidre. It was also at this time that the Varigals’ guild was
founded, under the direction of Arenthel the bard. These
men and women had the great responsibility of being the
messengers between the kingdoms. Along with the institu-
tion of a calendar and a common currency, they ensured sta-
bility on the peninsula. The last pillar guaranteeing the
perennial renewal of the Oath was established when the
kings appointed the center of Tri-Kazel; a place where the
boundaries of the three kingdoms symbolically crossed. The
citadel of Aelwyd Saogh, the ‘kingdoms’ heart’, was built
there in less than fifteen years to be a place where the three
sovereigns would meet every ten years.




Cbe Osacj \Vavs

Despite the foundation of Tri-Kazel, some regions remained dissident and bellicose. Beginning in the year 130, the situation
worsened in the south of Tri-Kazel when the kingdom of Taol-Kaer fell into war. The rebel Osag clans, in defiance of royal
authority, allied and pillaged the southern regions until they reached the gates of Tuaille, the capital city of Taol-Kaer. In the
‘ year 158, they were finally driven off, allowing the three kings, descendants of the founding brothers, to claim the whole
peninsula as theirs. Thus ended the period of the Foundations. Few clues about Feond incursions from that time are still avai-
lable to us, but isolated communities likely had to face repeated attacks.”

=
£y

; }' The sage gave a ceremonious bow to the king before sitting
Cbe L,CXSC ]:i(ibt OF ' down. Erald Mac Anweald turned slightly toward his advisor,
£ b the Demorthén Algwich Dert. The latter had not moved an
C‘ﬁe Bafbafm K”(J - inch, but the light in his eyes showed his deep interest in eve-
rything that was said.
fter almost thirty years of wars and “Very well! Let us go on, then!” The king clapped his hands
A pillaging, the royal armies of Taol- before settling back comfortably in his admirably carved oak seat.
Kaer drove the rebel troops back for )t With visible apprehension, a young scholar, his bearing and
good. This victory was possible thanks to the looks making his Reizhite origin obvious, stood up.

unconditional support of the Gwidrite and
Rheizhite lords near the borders, who sent the
armies necessary to end the siege of Tuaille.

-

The end of the war was symbolically marked ,
by the hand-to-hand fight between King Cbe Gfeat Centufles
Eblenn the Young, fifth sovereign of the king- (] 60- 360)

dom and heir of the legendary founder Taol-
Kaer, and the Osag king, Barabal the Giant,

3 ; “Sire, allow me to tell you about the most prosperous period
who had united the southern clans. During

L T L Tri-Kazel has ever known. After the defeat of the barbarian

_ this iconic fight, Eblenn defeated. his fear- kings, two centuries of peace came for the three kingdoms.

Y _ SOhe opponent. The. barbarian king’s axe, Trade and new technologies flourished. With the development

go With which he'was said to hgve cut off more + of agriculture, villages multiplied and prospered. During

Nz " than a 'Fhousand cnemy, sol(.hers’.heads, was, 193 those glorious times, the Demorthén traditions held sway,

: 1 lost during the .bgttle. It was 1nhab1.ted, TEmarg ‘ with kings and princes surrounding themselves with many

< 59 by .the Spirits; gnd peoplle still look for advisors chosen among the representatives of the cult of the

this ancient weapon in the region of the lands spirits of nature. Varigals also played a most important role.

of Deas today. The three brothers’ work had borne fruit. Despite a few border

disputes and some stirring from the southern Osag clans, the
three kingdoms lived in a harmony that honored the Oath.

-historr-
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As you know, it has only been for a few decades that we have had contacts with the Continent, those lands of mysteries beyond
the impassable Asgeamar Mountains. Yet, we have been able to establish that the bases of Magience were set at that time,
around the year 200 of our calendar. It would seem that the ensuing technologies spread very quickly in the Continental lands,
through the Magientists' order, before reaching the peninsula a few centuries later.”

Che lce Cra (360-450)

“Near the year 360, temperatures on the peninsula fell dras-
tically over the course of a few years. According to the
information we have gathered, that climate change also
affected the Continent. Winters lengthened, and the moun-
tains’ snows thickened and stayed even through the heart of
summer. Entire regions were cut off from the rest of the
world for a long time. Many fertile plateaus could not be
farmed. Within a few seasons, the dramatic consequences of
that cooling could be felt. A great part of the peninsula’s
peoples suffered an unprecedented famine. Many villages
disappeared, their inhabitants sometimes sinking to the
direst atrocities to try to survive. The White Famine lasted
long years and decimated the populations. Along with the
increase of Feond attacks, this was truly a dreadful time for
the peninsula’s inhabitants.

It was only in the year 440 that the climate warmed up signi-
ficantly. The thawing of the glaciers brought new tragedies,
since the ensuing floods and avalanches swallowed entire
communities. The three kingdoms emerged bloodless from
that icy period, and the newly viable roads allowed forgot-
ten landscapes to be rediscovered. It is possible that more
than half the human population disappeared during those
frightful eighty years.”

“Sage,” the Sovereign broke in, “tell us about the political

incidences concerning that period of great cold; it is of
interest to me.”

“The Ice Era’s first consequence was to cut the roads bet-
ween the different kingdoms, your Majesty. In accordance
with the Oath, the three kings met every ten years in order
to reiterate their alliance and to discuss Tri-Kazel’s situa-
tion. Unfortunately, the decennial meeting planned in 360,
which should have happened as usual at the citadel of
Aelwyd Saogh, was marked by the death of King Maelvon
of Taol-Kaer. On its way to the citadel, the royal convoy
disappeared in the snows and was never found. From that
day, those meetings never happened again, and the citadel
was entirely neglected. That tragedy illustrates what the
situation was for almost a century. The three kingdoms had
great difficulties in maintaining a few contacts and each
became isolated from the others. The idea of maintaining
the unity of the peninsula had given way to the more imme-
diate problem of survival. The Varigals lost a lot of their
influence and it is at that time that they became the popular
messengers we know today, traveling from valley to valley
to bring news, and asking here and there for food and lod-
ging. Following an unending winter of almost a century, the
three kingdoms did not look the same, and mentalities had
greatly changed.”



Che Rerewal (450-700)

“From 450 to the beginning of the eighth century, the three
countries were able to develop again. The strengthening of
each kingdom’s cultural identity marked this period of
rebirth after the Ice Era.”

o
v Great Kincjs and Policics

3’ “In Taol-Kaer, the Renewal’s most prestigious sovereigns

g are indisputably King Hild, who led a fierce fight against the

F Feond threat, and his brother, Gairn, who succeeded him
4 and founded the order of the Hilderin knights.

I In Reizh, King Firgon the Bold marked his time by devoting
'ty his reign to the organization of numerous expeditions
4 through the Asgeamar Mountains, trying what nobody had
'1 dared before him: explore what was beyond—what we now
| !3 call the Continent. Very few emissaries of the crown came
L1

back, and none of them could find anything more than wild,
inhospitable regions.

! In Gwidre, King Argaén the Builder distinguished himself
}T L by the colossal works he had realized in the capital city Ard-
» Amrach. During the course of a few decades, the city was
transformed by thousands of workers raising walls and
increasing the size of the inhabitable districts.”

Crolucion of: che Cicies and
DeoPLes

“Though Ard-Amrach was the most imposing city at the
time of the Renewal, the other towns of the peninsula also
developed. The agglomeration of Klardel, in Taol-Kaer,
which had received many refugees during the Ice Era,
increased in size and became Osta-Baille, a prosperous mer-
chant city. Downstream, the capital city Tuaille grew in
importance as its piers gained ground on the marshes. It is
also at that time that the famous stairway city of Tulg
Naomh was built, at the north of the kingdom of Taol-Kaer.
Reizh’s capital city, Baldh-Ruoch, was also extended when
the kings of the
Renewal ex-
panded the
royal citadel
looking down
upon the town
in order to
make the
peninsula’s
most beautiful
palace.”

=
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30 uring the Renewal, the Talkéride town of Osta-Baille expanded impressively. Officially recognized as one of Taol-
{x D Kaer’s great cities, it became the place where important guilds settled, which made it a paramount merchant town
N for those going toward the capital city of Tuaille. Foreigners flocked, mainly from Reizh, and the town grew, but it
L e, had not been designed for so many people. The already hard conditions of life for its people became catastrophic. I1l-concei-
& ved, Osta-Baille had grown too fast. It became a land of miasmas and diseases. Infections multiplied and spread at the speed

. f of a galloping Caernide.
. In barely two months, in the heart of the summer of 492, half of the population succumbed to what was named the Mauve
> Death. The lower town, urgently built below the plateaus when the mountaineers had settled in Osta-Baille, had transformed
’ into a huge open grave. Corpses marked by the plague rotted in the streets and the foul smell they gave off went up toward
N the plateaus. King Néahart was slow to react, but he finally decided to intervene. He sent an important contingent made of
b scholars, physicians, and soldiers, who put a stop to the epidemic within little time. For four weeks, a fire consumed the bodies

of the victims, spreading a sickening smell of burnt human flesh over the city. With the help of the king’s men, the city was
saved, and construction works began in order to modernize it. At that time, the town’s first aqueduct was built, constructed

= according to the plans of a scholar from Taol-Kaer. In that way, part of the waters of Deoir’s falls was diverted to allow the
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inhabitants of each district of the city of Osta-Baille to receive this precious liquid.
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CThe Concinencal Decades
(700-720)

b “Majesty, let us now deal with that period of great confusion
for our lands. Maybe you will hear some historians claim
that our peninsula has known in its history three successive
waves of Continental immigration, and that the most ancient
one goes back to more than three centuries before the Oath.
Nothing proves such affirmations; it is likely that the
migrants in question were in fact mountaineers from the
1] Asgeamar running away from the heat wave. Some of them
: probably originated from the Continental region neighbo-

ring the Simahir, situated behind the Asgeamar’s spurs.

However, it would be incorrect to talk about contact with the

-

Continental culture before the year 702. At that time, we
lived alone, without any knowledge of what was happening
on the other side of the immense Asgeamar Mountains,
apart from a few tales about the Simahir lands. However, at
the beginning of the year 702, inhabitants from the region of
Gleb, north of Reizh, saw three strange flying ships approa-
ching from the sky. We now know those were Magientist
artifacts; they had been heavily damaged during the cros-
sing of the mountains, and caught in a journey longer than
planned. Dozens of people emerged from those huge dama-
ged hulks. The group of bold travelers was led by the
famous Magientist Goran Aznor. That is how the first actual
contact between the Continent and Tri-Kazel occurred.”

-historr-
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Asrrival of maqience
in Cri-Kazel

With an elegant gesture, Queen Edena Mac Lichorl signaled
the sage to go on. He proceeded: “Therefore, it was through
Reizh that Magience set foot on the peninsula. The men of
this expedition quickly made themselves known, thanks to
their many inventions and to their artifacts capable of
improving the living conditions of many people. But they
also became the target of rumors discussing their honesty;
the Demorthén maintained that these inventions went
against the laws of nature and that the gathering of Flux
necessary for their function was an abomination. In the end,
the Magientists” wonders had little echo in the rest of Tri-
Kazel, and they could settle only in Reizh, the place where
they arrived.

Che (Nissioraries
of' che CemPLe

However, it would not be the last time Continentals would
make themselves known, for in the beginning of the year
713, a new group arrived. That expedition, led by the mis-
sionary Jamian, managed to cross the tumultuous oceans
protecting our peninsula and to reach the Gwidrite coasts.
Far different from the Magientists, these settlers were adepts
of the Temple’s religion who, as you know, wish to spread
their faith all over the world. The strangers began a long
journey across valleys and snow-clad mountain passes,
stopping only for a few days at each community. That first
expedition was often ill received, and the extremely harsh

popEe—s TR o TTT——————— g\

acing the Furious Ocean, a number of missionaries of the Temple perished trying to follow the way shown to them

b by Jamian. Numerous Tri-Kazelians tried to travel the other way around to reach the Continent, but today nobody
l attempts such a journey, apart from a few fanatics. Every road across the Asgeamar Mountains is as deadly as the

next, and after two centuries of contact with the Continent, the peninsula remains very isolated.

\ P Nowadays, rumors of wrecked ships full of treasures from the Continent present great opportunities for potential treasure

hunters. These people, who sometimes gather in small guilds, dive into the rough waters of the open sea, risking their lives,

% searching for riches about which nothing is known, not even whether they truly exist.
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traveling conditions cost many of the missionaries their
lives. Yet, some survived and managed to preserve their
beliefs and to convert new adepts.”

Che maturit]/ CSra
(f'vom 720 co presenz:)

“About two decades after the arrival of the first Continentals
to the peninsula, their influence began to be felt and to trans-
form the three kingdoms. The decades that followed brought
deep and often unexpected changes.”

Reizb, mcu) ienCisT Kingclom

“King leréonim gave Goran Aznor the right to carry out
research in Reizh, in exchange for spreading the secrets of
his technology. The king, surrounded with Magientists advi-
sing him in every aspect, accomplished great works in the
capital city Baldh-Ruoch. In the kingdom’s greatest cities,
Nebulars, as well as other devices improving the citizens’
life, were installed. Serious accidents did occur, such as the
crash of a prototype aircraft in the middle of Baldh-Ruoch,
which caused a huge fire. Starting from that day in the year
792, flying machines were forbidden by decree. The coun-
tryside saw the rise of strangely shaped windmills, which
ground grain faster than the traditional sort. The first
Magientist universities were founded and opened. The
population, at first suspicious, then charmed by these tech-
nical advances, saw the kingdom quickly evolve. Reizh’s
neighbors also began to show interest in these innovations.”
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“In the year 725, a horde of Feondas managed to sneak into Gwidre’s capital city and slaughter thousands of people. The chaos
lasted for weeks and made the Gwidrites fear a new Aergewin. In retrospect, that dark page of history seems to have been
written especially for the emissaries of the Temple who, led by Jamian, arrived at the hard-hit city’s gates shortly thereafter.
Gwidre’s king, named Eothén the Magnanimous, received Jamian with his missionaries and carefully listened to them.
According to his own words, when Jamian showed him a holy relic recently discovered in the Gwidrite lands, he witnessed
‘several genuine miracles’, which restored his hope. After two decades of fruitful collaboration, the king finally complied with
a request from Jamian, whom he had befriended, and that is how the first church in Tri-Kazel came to be built in 747. No one
thought about questioning that decision, for Eothén, who descended directly from Gwidre, had managed to make his lands
peaceful and safe again with the help of the missionaries. Less than thirty years later, in 775, the Temple became the king-
dom’s official religion. Following the example of the inhabitants from the capital city Ard-Amrach, many Gwidrites were
converted in a few years to the religion revealed by Soustraine. In slightly less than a century, the Temple became more
influential than the ancient traditions in Gwidre.”

“An interesting tale, my friend, but you forgot to specify the Temple’s methods of settling in the lands of Gwidre.”

Leaning on a gnarled staff, the Demorthén Algwich Dert had emerged from the shadow and stood at the right of the king.
“The Temple’s faithful ransacked the Demorthén holy sanctuaries and went as far as to bring down the megaliths that had
remained throughout our peninsula’s history. Moreover, Eothén’s conversion remains very suspicious, and it would not be

' . . .

L, implausible to suppose that the Temple’s envoys have manipulated Gwidre’s sovereign.”
> Dert’s committed words spread confusion in the assembly, among which

o a murmur ran.

However, the Demorthén signaled them
to go on, and the scholars
~ resumed.
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“The beginning of the period called the Maturity Era is marked by a catastrophe with dire consequences for Taol-Kaer. In the
year 748, the northern part of our kingdom was hit by torrential rains, which triggered deadly floods. Deoir’s falls spewed
raging waters onto the city of Osta-Baille, which was swallowed by torrents of mud, branches, and rocks dragged from the
mountain. The aqueduct of Drachnar quickly gave way, and the waters violently poured into the city’s streets, devastating the
houses and decimating the population. No one could send for help, as the roads were flooded and the bridges washed away.
Slowly, the river’s fury ceased, and the water withdrew from the lower town, leaving mud-covered bodies among the debris.

It was a tragedy as striking as the Mauve Death of the year 492, and it was very quickly named the Second Plague.
Unfortunately, that was not the last calamity for the Ostians. After the torrential rains, summer came and a blazing sun
shone on the city. Diseases and epidemics struck, bred by the decomposition of the corpses and the poorly evacuated
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stagnant waters. The survivors of the disaster lived in a pre-
carious situation, and only the heroism of the famous
Fulgyar, son of Ansailéir Merkyon, lord of the city, preven-
ted the worst from happening.

In the middle of the summer of 748, Fulgyar went alone to
look for help, but found nobody who would be inclined or
able to help him. He learned from mountaineers that
Kailleach, Taol-Kaer’s king, was returning home after a
journey to Reizh. The hero seized that opportunity and went
in search of the king, hoping to meet him on his way. Of
course, the chances of success were very slim, but destiny
must have intervened, for the young man found the sove-
reign’s convoy. Fulgyar explained the disastrous situation
his town was in, and seeing how pressed and desperate the
young man was, Kailleach agreed to go to Osta-Baille. What
an exceptional sovereign for daring in such a way to risk his
life in a disease-stricken region in order to support his peo-
ple! The king had come back from Reizh with a strange
figure: someone named Athaontu, a high-ranked Magientist,
holder of that science’s greatest secrets. The scholar wande-
red through Osta-Baille for two days, inspecting the place to
give the king a complete report. One week later, the
monarch made a public declaration near the cromlech under
which legend has it that Taol-Kaer had been buried. He
announced the city would be rebuilt, following new archi-
tectural principles, and under the direction of Athaontu.”

The king, who studiously listened to the scholars, made a
sign before speaking:

“My ancestor Kailleach was a king known for being very
close to our traditions in his daily life, and very respectful of
the spirits of nature. When he went to Reizh to renew the
friendship between the two kingdoms, he discovered the
wonders imported from the Continent, and thought it would
be good to integrate them to his kingdom, while keeping this
ancestral link with nature. He managed to convince his
counterpart to an exchange of their knowledge. Kailleach
gave one of his knight, Tearg, the responsibility to teach cer-
tain techniques regarding the art of war to the officers of
Reizh’s royal guard; in exchange, Athaonti would teach
Taol-Kaer’s king the rudiments of Magience. My ancestor
could not suspect the side-effects Magience would bring
upon our lands, yet I can only give credit to his decision of
having Osta-Baille rebuilt, as well as to the talent of this
Athaontt. One can only marvel at the magnificence of that
city, which undoubtedly is one of our peninsula’s jewels! I
understand that when he saw it, my ancestor decided to
make it the kingdom’s new capital city!”

“Indeed, Majesty, King Kailleach came back to Osta-Baille
ten years later, and he discovered Athaonti’s work. That is
how in 758, Osta-Baille was declared capital city of the
kingdom, and the royal family settled there. Obviously,
Tuaille’s people were greatly offended by that decision.
Apart from this city, the Magientists’ influence remained
very moderate in Taol-Kaer, which remained the most tradi-
tional of the peninsula’s three kingdoms. Yet, it can be spe-
culated that if the War of the Temple had not happened a few
years later, Magience would have ended up progressively
spreading in Taol-Kaer. It may even have settled here dura-
bly, as it has in Reizh.”

-historr-
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“We approach a very dark period of our history, which has
left its mark on numerous families in the three kingdoms.
Who among us hasn’t lost a grandfather during the fratrici-
dal war that opposed Gwidre to its neighbors Reizh and
Taol-Kaer?”

The scholar unrolled a map of the peninsula that showed the
current state of the borders.

“It is not presumptuous to think that the great changes
brought by the Continentals led to that war: expansionist
impulses from the Temple, Magientist experimentations on
lands outside Reizh, etc. In Gwidre, Magientists were vio-
lently driven away, and only a few of them kept leading
their experiments in remote or inaccessible regions.
Tensions between Gwidre and its neighbor Reizh didn’t stop
growing until 857, when King Kaergén, after consulting the
Hierophant Tomar, declared war against Reizh; the purpose
was officially to put an end to the Magientists’ repeated
incursions for Flux in the Gwidrite lands. Is that the only
reason that drove King Kaergén to follow Tomar’s advice?
Unfortunately, Majesty, we are not able to give a definite
answer to this question.”

“Do not worry about this, young savant. Sometimes, it is
preferable that some things remain unknown.”

The king ended his sentence with a smile full of mystery.
The scholar kept silent for a while before going on.

“Very quickly, Taol-Kaer allied with Reizh to counter the
Gwidrite offensive and prevent a victory for the Temple.
After six years of raging fights, the painful War of the
Temple ended with Gwidre’s severe defeat. It could have
been expected that all the people dead on the battlefield, as
well as the almost total ruin of the vanquished kingdom,
would have brought the people’s wrath on the Temple. But
on the contrary, the tragedy brought the already interdepen-
dent Gwidrites even closer.”

Presenc Day (864-907)

“Following the War of the Temple, the kingdom of Taol-
Kaer kept a cautious distance from Continental ideas and
preserved Demorthén traditions. If Reizh remains attached
to the advances of Magience, its countryside, on the other
hand, always stayed close to these very traditions. Only
Gwidre saw the Temple settle everywhere, from great cities
to small villages, and it is a kingdom where Magience is
strictly regulated. War has left scars, and tensions remain
high at the borders. Taol-Kaer and Reizh grew closer,
signing a treaty of alliance aiming to counter possible
impulses of conquest from Gwidre. In addition to this rather
confusing situation, it also seems important to me to under-
line that the Feondas have shown to be increasingly aggres-
sive and bold these last generations. The attack of Gwidre’s
capital city in 725 by a formidable horde can be perceived
as a major sign of the increase of the Aergewin’s monsters’
assaults. During these last decades, reports about the
Feondas’ agitation in the heart of the forests and of our
mountains’ gorges, as well as about their attacks against vil-
lages and travelers, kept multiplying. At the start of the year
908, which we will soon celebrate, all those difficulties hang
over Tri-Kazel and numerous tensions are palpable.

Majesty, that is how our work reaches its conclusion. I hope
it will be of use to you in writing your chronicles!”
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Feondas

D ear Wylard,

At last, here is the report about Feondas you asked me for. As you
know, being a Varigal, [ have wandered across Tri-Kazel for many years, and each road
of the peninsula has known the rhythm of my stride. Following your request, I especially
- wrote down everything I could discover during my latest travels about these dreadful crea-
tures. You probably already know of some of the information enclosed in this document. I
hope the rest will be news to you, and that you will learn more by reading these lines. I =8
think I have composed here a short synthesis of our people’s knowledge about such a vast
subject, and I believe it will help you to better defend your domain against this scourge. Of =
course, this document is not exhaustive, and we will probably discover more about the
~ Feondas in the times to come. We must learn to defend ourselves as best we can, and
~maybe one day we will find a way to eradicate this threat and live in peace.
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batis a ]:eond?

n this subject, theories abound. They are as nume-  look like atrocious mockeries of animals we know. One 5
rous as the steps that lead to the top of the plateaus  could see a monstrous transposition of mankind and its
of Osta-Baille. However, I have been able to draw domesticated animals in those freakish groups. But they
some certainties from that inextricable mass of conjectures. are not civilized; they are evil by nature and attack our .
Feondas cannot be classified simply; they do not specifically villages, slaughtering our people and our cattle, thus bru- '
belong to any species, but to the fauna for some, to the flora tishly annihilating entire communities.
for others, and sometimes even to the mineral kingdom. It is R .
difficult to give a general definition of what a Feond is since '

_ o

their appearance varies greatly. Despite this diversity, they "; R Vs
all share the common nature of being terrible monsters that al 3
ravage our communities. Some have the appearance of huge | Cbe hOWLiﬂg Chasms _'):_ ﬁ
wolves; others are like enraged boars of colossal build. Other : oy ," -
Varigals told me about trees, the bark of which would some- here are very few passages allowing Y gl
times contort itself into a monstrous face and whose clawed i convoys to cross the barrier that are the ;',"é._' t)i
branches can quarter a man to pieces. Mor Roimh. One of them, located at the &= 0= 8
It remains that most of them have humanoid shapes, and \ south of the Déas lands, formerly allowed the tra- S f‘}
even, in some rare cases, look far too much like humans for velers crossing the peninsula from east to west to 3 AR
‘. my taste. However, their body is very often distorted, stret- » save a few days, bypassing a detour towards ' '.:
. ching into poses that would make the most flexible athlete . Hob’s Peak. It has not been used for several gene-
suffer. Of greatly varying sizes and shapes, they are covered \  rations. Osags call that passage “Sianail”; for ) ‘v.‘
with moss, rock, and wood. Studies on some corpses even * unexplained reasons, that place has become a nest / ; A
: prove that these coverings are not merely debris, but part of for Feondas. The noises echoing in those gorges ( / ;
‘ their bodies. According to testimonies I have heard, as well are caused not only by the Vlolent Wlnds but 31,90 A -
as what I’ve seen from my own experience, the shade of by creatures that crawl in_ the S v g R
- their flesh is very strange under these various protrusions, darkness. . l % , 2k
’ ranging from a mineral gray to a green of the darkest woods, & X ""__!g
or even showing red or black hues. Sometimes, they are - A

accompanied by beasts as horrible as they are;things that
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. For a very long time, people have been wondering about the origins of the
wFeondas and their actual motives. As beliefs vary, so do explanations. But who can state he is right? During

my travels, I have gathered numerous testimonies; here are some of them.
I heard this first tale from a Demorthén friend. The Tsioghair’s annual gathering he attended that year had
been almost entirely about Feondas. This subject can stir trouble among the Demorthén, for their convictions
on it differ. Sellog, an old Osag Demorthen, caused a sensation when he encouraged human sacrifices in order
to pacify natural spirits.
Like him, some conservative Demorthén think that Feondas, in the same way as other species, are living
beings that have a part in the cycles. Sniomh and Aingeal, two bellicose spirits of nature, may have been res-
ponsible for the catastrophic proliferation of those creatures, which reached its peak in the Aergewin.
Therefore, the problem would not be Feondas per se, but rather their number, which can threaten the balance
of the world. According to Sellog, the resurgence of Feond attacks is a sign of the spirits’ wrath, which must
be appeased through sacrifices. The Demorthén who share this belief also think it is crucial to fight
Magience, for the Daedemorthys’ science goes against the principles of respect and humility toward natural
forces and stirs up the spirits’ anger.

However, not all of the Demorthén community shares that point of view. To some of them, Sniomh and
Aingeal are not simply chaotic spirits; they are malevolent, and the Aergewin was caused by their evil inten-
tions. Without the powers granted to the Demorthen by the other spirits, the world would have sunk into total
chaos. Yet, in those remote times, humans dedicated a respectful cult to spirits; there were many sacrifices
and Magience did not exist. To those Demorthén, making offerings or eradicating the Magientists would be
of no use: Sniomh and Aingeal are evil spirits and their offspring must be fought. Of course, those spirits play
a part in the natural cycles by incarnating death and destruction, but the creation of Feondas is an abuse that
shows their will to destroy our world. Those beasts are not part of the balance; instead, they are a danger
threatening it.

Adepts of the One God religion have a totally different vision of the Feondas. To them, these beings are
demons whose sole purpose is to corrupt humanity. They are attracted by overly strong emotions and by
vices, taking advantage of the weaknesses of men to infiltrate them and spread chaos. That is why one of the
ordinances of the prophet Soustraine recommends asceticism and moderation in all things. If an attack tar-
gets a pious community, it means that some among it foster impure thoughts. To overcome the Feond threat,
one should first overcome one’s inner demons. Having had, like you, a traditional Demorthén education,
these beliefs have always seemed strange to me.

Yet, during my travels, I have witnessed some scenes that have troubled my mind. One day, in a Gwidrite
community, a horde of Feondas smashed down the log palisades and spread into the village, uttering inhu-
man screams. The priest shouted to us to gather in the church while soldiers struggled to slow the beasts
down. After a few moments of panic, the community managed to take shelter in the holy edifice. Disbelieve
me if you wish, but no Feond entered in spite of the poor state of the doors that would not have resisted the
charge of a single Caernide! Other similar events would tend to prove that Feondas fear places dedicated to
the One God. Troubling, isn’t it?

The Magientists I got to meet in Reizh despise the Demorthén’s beliefs, and the priests of the Temple’s just
as much. As you know, these men of science have developed a theory about Flux, an energy every being and
every thing is supposedly composed of. According to their point of view, the Feond phenomenon is the result
of an “energetic entropy”; some obscure phenomenon leading to the existence these beings. Indeed,
Magientists established that all Feondas are freakish mutations of already existing species. Therefore,

they are harmful creatures that must be eliminated. However, I have noted that their theories do not

give much attention to the powers possessed by the Demorthén and the wonders accomplished

by the priests of the Temple. . \

It is time for me to end this letter. I hope you will manage to make ‘your own opinion

about the scourge that the Feond threat is. . ¥ |

Your devoted friend, 43/%1‘1?1 -"'""":;J oy
. . . Ty
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' eondas’ behavior may seem at first sight extremely limited, anarchic even, but a more accurate observation can prove
that this is not always the case. It is not a rare event that a more or less organized band of Feondas will attack fortified
and well-defended places together. Sometimes, you can even make out hints of strategy in some of their movements.

Recently, I heard that a Talkéride Inguard had been assaulted and entirely ravaged. The offensive was launched on different

fronts at the same time, and during its course, the monsters even dug to undermine the walls. The few survivors could observe

that, during those more united and composed phases, Feondas who seemed to be pack leaders looked like they were directing
the operations with growls or simply with signs. These Feondas generally have humanoid bodies and, in most cases, wear
strange ornate masks with decorative reliefs. Our warriors name them “Dréin”, which means “visage” in the ancient tongue.
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" The Feondas (Masks

Excerpt from a Magientist report

e know Dreins can usually be identified by
\/\ J those strange masks. However, other creatures
within their ranks hide their features in such a
way as well. These masks cover most of the face, sometimes
leaving the lower part of the jaws and mouth free; some cir-
' cle the head entirely, while others only hide the face. They
. are all covered with round pictures and carvings; some of
y them seem to copy ancient funerary masks, or may even
: : ,h have been taken from profaned bodies.
| J Sometimes, on rare occasions, the body of one of these
A mask-bearers has been studied, for Feondas’ bodies tend to
rot very quickly and decompose into a stinking mass. The
strangest thing is that it is practically impossible to remove
these “masks” from them. It is as if they were part
of the Feond itself, or as if it was fastened to
{ its flesh in a way that is beyond us. Most
attempts at detaching these masks having fai-
‘ led, it has been concluded that they simply
'\l i are an integral part of the Dreins’ skulls.
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As their origin remains unknown, we can only try to define

them according to their appearances and actions. Therefore,
we can say that Feondas consist of a species of monstrous
life forms dedicated to the eradication of mankind. Of
: course, their goal has never clearly been announced, but
what else can we think about creatures that spend their time
slaughtering every person they cross paths with?
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[* Y s far as anyone can remember,
A we have always fought
Feondas. No text, no tradition,
2 o legend tells of a time when they weren’t
i known and feared. The Aergewin was the
\ time when Feondas were the most numerous
and the most violent. In those dark times, Feondas
of an immense size wandered the world, spreading
death and destruction. Without the Demorthén,
humanity would probably be extinct. Most fortuna-
tely, the largest Feondas have disappeared, but
others have survived and continue to torment
mankind. Like rats hidden in the sewers of our
cities, they pullulate and regularly attack our
communities.

History proves that Feondas do not act in a
steady, predictable way, but seem to go
through more intensely aggressive periods

that sometimes stretch over several genera-
tions. Unfortunately, our time is marked by
a notable increase of their attacks. As you
certainly know, the amount of attacks also
varies with the seasons—fall and winter
being particularly dangerous. These crea-
tures seem to prefer cold weather... unless
they take advantage of the longer nights
and the ancestral fear of darkness rooted

in each human being to terrorize us.
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ou must also know that our whole peninsula suffers
from these attacks. However, what you might not
know is that the Continent is apparently hit by
Feond attacks as well. According to the few testi-
monies I could gather, the Continentals’ situation is similar
to ours, and it seems to have been so for just as long.
Therefore, the Feond threat seems to hang over the entirety
of humanity, and it is high time we put aside all our dissen-
sions in order to unite against it.
If we examine things at a more local scale, we see how each
inhabitant learns in his earliest days that one must never
wander away from civilized, populated places. Indeed,
Feondas are more numerous in wild regions. From what |
could observe and hear, they settle in the heart of deep
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forests, in steep gorges, at the bottom of humid caverns or at
the inaccessible sources of rivers. Always inhospitable
places man has not laid his mark upon. The more you dis-
tance yourself from roads and villages to venture into dark
or remote places, the more you risk meeting a Feond.
However, some claim they are also in our towns, covered
with heavy cloaks or hidden in the sewers, unleashing death,
destruction, and chaos in a veiled, vicious way. As for me, I
think that this is only tittle-tattle intended to scare children
that would be inclined to disobey or to escape their parents’
vigilance for a night... On the other hand, it is undeniable
that hordes of Feondas have managed to infiltrate the heart of
the best-protected cities to spread death on several occasions.
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Feondas of any type can produce poison. A visual examination will not suffice to see which specimens are venomous. So,
numerous Demorthén have studied the subject and developed antidotes, the efficacy of which remains unfortunately uncer-
tain considering the diversity of harmful substances collected. As it is, there have been cases of brave warriors who, several
hours after having brought down a Feond, suffered violent fits of shivering, nausea, and convulsions, sometimes leading to a
slow, painful death, or only leaving a flicker of life in a profoundly weakened body. Others had to have a deeply clawed limb
amputated, to avoid the rot that would spread throughout their whole body. Even more astonishing—and I saw it with my own
eyes, Lord Wylard—some of those substances damage the mind, with effects similar to those of the most powerful hallucino-
genic plants known to man. Those are only striking examples, a quick glimpse of a long list of effects I have carefully recor-
ded in another document I will send you later. Still, they are representative enough of the dangerousness of these monsters.
Facing a Feond, a warrior should always wear an armor preventing claws, fangs, or vines from reaching his flesh, or even bet-
ter, try not to be injured at all! A light wound may only cause a slight pain, but its consequences can be terrible.

Among the other strange capacities Feondas possess, I heard that some of them can make use of a form of hypnosis. I have
been told the story of a Hilderin knight who, after having been struck down by a Feond, was forced to meet its gaze for a few
seconds. Afterwards, he maintained he forgot what happened in the three days following that encounter, but testimonies state
that he has attacked and slaughtered many people, without saying a word, only growling, as if something had taken posses-
sion of his body. I do not know how trustworthy such tales are, but it is better to be ready for the worst.

DN~

Of che Struqql,e cu]ainst

]:eon as

he elementary pieces of advice to avoid being the

i target of Feond attacks are known to every inhabi-
tant in Tri-Kazel, from their youngest days, star-

ting with never leaving the community’s precincts alone.
That tradition gave our society—large cities aside—a very
protectionist side. Children are the responsibility of the
whole community, and everyone always watches over them.
In the fields, peasants, beasts, and shepherds never stay
alone outside. Everybody has to take part in the village’s
defense, in the maintenance of the fortifications, and even in
the militia. Solidarity is a fundamental value in Tri-Kazel,
and men who mean harm to others (thieves, brigands, assas-
sins, etc.) are radically punished; we already have enough to
handle with the inhuman threat and wish not to waste more

time in pointless rambling with the scoundrels weakening
us. The most serious misdeeds are punishable by death or
banishment; the criminal will have to face his destiny alone
in the wilderness.

Common sense implies that one should not wander away
from roads and marked out ways. Travelers, caravans,
Varigals, knight troops, or traveling merchants more or less
frequently use those. As Feondas usually appear far from
civilized zones, attacks are less frequent along ways built by
mankind. At the very least, there is a slight chance that the
creatures may be seen approaching, which actually does not
improve the odds of surviving such an encounter very much.
In deep forests, dangers are even greater: an unwary traveler
can be caught off-guard by piles of vines and branches that
will turn out to be enraged Feondas, or by a creature hiding
under a layer of moss, having almost become part of it.
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e all know that a Feond generally constitutes a formidable opponent, even for a trained fighter. Their bodies are
very resilient, and their strength is generally superior to any man’s. But much more than that, they possess very
particular capacities and powers that make them truly dangerous.



Neven's Cls;Lc_h’en

any centuries ago, during a period of particularly aggressive activity from the Feondas, a warrior
named Neven made fighting these creatures her life’s purpose. The monsters had decimated her family,
and rather than cowering behind her village’s palisades, she decided to hunt them without respite.
Neven left her village and journeyed throughout the peninsula’s roads. For years, she struck against Feondas, tracking
: them as far as their lairs deep inside the thickest forests and in the darkness of the steepest mountainous gorges.
All in Tri-Kazel know her legend; many paintings and sculptures decorate our communities, representing her atop a
mound of defeated monsters. Bards often sing of her deeds of valor. Everybody has heard of the way Neven saved
the village of Kafhgan by sallying alone, making her way with the edge of her blade through ranks of frenzied
Feondas to reach the monstrous troop’s leader. She then beheaded it while chaos was breaking out around her, claws
and fangs striking her robust body. That was how she died: under the blows of a whole savage horde which, disorga-
nized after its leader’s death, failed to seize Kafhgan.
Neven still lives on in the memories of many, and there is one group to which she is particularly important. Neven’s
Children are not related to the great heroine, but they claim her legacy as theirs. That troop of about fifty hard-trai-
ned warriors watches the peninsula’s roads and goes looking for Feondas directly in their lairs, where no one else
dares to set foot. They are at the same time admired for their courage and tenacity, and feared, for some believe
their actions aggravate the Feondas’ ferocity.
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protect ive Circles

t would seem that ancient Demorthen, at the time of the Aergewin, had powers largely superior to our
contemporaries. Among other things, they have since lost the knowledge of protective circles; however,
some of these sites are still active. There are places in Tri-Kazel, surrounded by ritual stones engraved with nume-
rous runes, in which Feondas cannot enter. Still, not all stone circles offer such a refuge, and a traveler should
only take shelter in those which protective power he is certain of.
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1 will end this report with a recollection of essential information that will be most .
useful to you: the weak spots of Feondas. Unfortunately, organizing a systematic, |- %
reliable defense is a gamble, since everything depends on the opponent. As these crea- l'\
tures come in shapes, heights, and compositions of various kinds, there is no general I \
rule. Indeed, a creature with rocky skin will be more vulnerable to heavy, bludgeoning .
weapons, whereas one with bark-like skin will essentially fear fire and slashing weapons. <
Against some of them, swift and quick fighting techniques are the most suited, while
facing others, no one will be more efficient than a heavily armored knight. Therefore, it is
advised that members of a garrison have complementary specialties. When the moment
comes, you will be able to act more efficiently, by observing your opponents and choo-
sing those among your men who will be the most suited to fight them.

There is nothing left for me to say but good luck, L :
( Dalgh” _
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Kalvernach’s University
Kingdom of Reizh, year 906

rofessor Mac Endgad vigorously banged his desk
D with his long, falcon-headed cane. Behind him, an
immense calligraphic map representing Tri-Kazel
had been hung.
“Silence!”
In the amphitheatre packed with Reizhite students, the
increasingly loud buzzing that had begun to rise immedia-
' tely died. A pupil hurriedly stood up.
‘ “Professor! How can you affirm that people from Taol-Kaer
and Gwidre are like us? They are clearly several centuries
behind our kingdom and its great advances!”
The pupil was obviously offended by his teacher’s last words.
Cheers were heard, which gave him the nerve to go on:
“Where Reizh tries to set up a fairer and more balanced poli-
tical system, Taol-Kaer stagnates in a barbarous, indecent
feudality. The dukedom of Gorm is a sinister example of
that. And that is without mentioning their refusal of medici-
nal improvements that sentences many inhabitants to unne-
cessary death in the name of absurd beliefs! And what about
the kingdom of Gwidre, where the Temple’s armies grow
more and more threatening, as shown by the exactions com-
mitted at the borders last year?”
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The pupil remained hanging on to the last words he had just
pronounced, which rang for a while in the vast studying
room. The teacher retorted with a calm, almost monotonous
voice, as if he had had to answer that same question many
times.

“It is not that simple. You are here to access a knowledge
that will allow you to think twice about this kind of crass,
shallow ideas.”

New echoes could be heard in the great room, but Mac
Endgad reacted more promptly, which brought calm back.
“When I talk about Taol-Kaer or Gwidre’s inhabitants, it is
in the perspective of our common roots that they are part of
Tri-Kazel’s people. That is the subject of today’s lesson. The
question you raise concerning their possible backwardness
is distinct from our general perspective.”

The professor took a few steps, lost in thought for a
moment.

“To bring an answer to that question would go beyond the
aim of this class. The advances that the kingdom of Reizh
has benefited from in the last few decades cannot be consi-
dered as the only standard to measure the success or decline
of a civilization. Take this for granted and let us go back to
our subject, which is the peoples of Tri-Kazel.”.

Professor Mac Endgad turned towards the map and indica-
ted the southern part of Taol-Kaer.

“It is very likely that the birthplace of our Tri-Kazelian civi-
lization is situated in that region of Taol-Kaer, now shared
between the dukedoms of Salann Tir and Déas. Therefore,
all of Tri-Kazel’s peoples share a link with the primitive
Osag people originating from this region. For your edifica-
tion, the word ‘Osag’ designates the wind in the ancient
tongue. The morphologic difference between Osags and the
rest of Tri-Kazelians leads one to suppose that the peninsula
may have known one or several waves of colonization in
very remote times, long before the formation of the Three
Kingdoms. The Osags have exogamic traditions, forbidding
them to marry someone of their own clan. However, it is
extremely rare that an Osag woman gets married to a man
that does not stem from her people. That tradition certalnly
explains the low d11ut10n of the1r culture. ’




I ord Wylard,

You have asked me for a report about those primitive people; these are its first fruits.
Forged by their country’s windy lands, Osags are generally strongly built and can easily be recognized by the

1 square, massive shape of their faces. I have met warriors from those clans whose skin is nearly as thick as lea- ©
ther. Those typical physical characteristics seem to come from the very hard conditions of their lives. Anyone
spending a few years in the south of Déas will harden or die; those lands are harsher than anything we know
in our regions. -

Men, as much as women, often sport long hair, plaited and tied. Women are always very active; at the same
time huntresses, warriors, and nurses. It would seem that the custom of the Damathairs, second mothers taking ]
the community’s children in their charge, originates from those remote people. All Osags have slightly slan-
ted eyes, which is not the case of Tri-Kazelians from other regions. Though the men’s faces often have a cer- ‘;
tain rudeness, Osag women, on their part, can be true beauties. ;
Tomorrow, I will attend a fight between two clan chiefs. Duels are commonplace among the Osag, and even
L A sometimes include women. They settle all sorts of matters: conflicts between clans, personal dis- 2
& putes, or even a choice between two suitors. Osags frown upon swords and favor axes. -
; Their sense of justice really is very far from that of the Reizhite courts!

= Your devoted,
_Nasve Oan

o
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- We will briefly mention ourselves, the Tri-Kazelians, the population of mixed blood that constitutes the near-entirety of Tri-
e Kazel’s inhabitants. We are generally sturdier than people from the Continent. With time, and an easier life in cities than in
g *_ mountains, some have lost that characteristic resistance, but we remain worthy descendants of our proud ancestors. In the heart
~ of our peninsula’s harshest lands still live the Osags, strong warriors remaining attached to clan traditions and little disposed
2 oaxs to abide by royal authority.

] ,'.

A Let us now talk about Continentals, and to begin with, remember that in Tri-Kazel, there are still very few people who orlgl-- % ;

nate from the Continent. Even if Reizhites from the capital city seem proud to have the same frail
build as people from the Continent, very few actually have an ancestor from those faraway lands
in their family. Men and women from the Continent are thinner and slimmer than natives from
Tri-Kazel, and also have more delicate features, which does not necessarily make them more
harmonious. However, apart from these few reductive common traits, it is quite difficult to
define precisely the morphological type of people originating from those faraway, ill-
known regions.

The last ethnic group that we must attend to is the Tarishes. If the date and place of
their arrival is known, their true origin remains a mystery that they themselves do

not seem able to solve. Also named ‘people from the West’ or more simply ‘trave-
lers,” Tarishes have marked traits. They have high cheekbones, often clear eyes, a
rather aquiline nose, and a slightly matte skin. There still exist a few Tarish clans who
wander across the peninsula and whose blood did not mix with the Tri-Kazelians’.
You must know that those clans play a more important part in the kingdom’s politics
than is commonly thought. Beyond the folkloric image of jugglers and acrobats
bringing some joy to villages cut off from the rest of the world, the Tarishes are
also very good smiths whose services are highly valued by certain lords, who impa-
tiently wait for their annual visit. It is established that some of them are also spies in
the pay of some potentates, and others become Varigals...

4 Today’s class is drawing to a close. Thank you for your attention.”

Professor Mac Endgad watched the whole amphitheatre as a whisper rose
and some pupils were already leaving their seats.



have crossed the snowbound vales of the Mor Roimh by myself. After the apprehension I

felt in the first moments, I discovered an astonishing community. Beyond their bronze-colo-
red pomp, the Tarishes gave me the impression of being sad, thoughtful people. Between two festivals
in villages where their resounding laughter rang, the journey went by in a silence that made the cara-
van look like a funerary procession. Sometimes, the crystalline voice of a young woman could be
heard, accompanied by a few mournful flutes that broke the heavy silence.
Although the Tarishes are not talkative people, I quickly noticed they were fluent in several languages.
The one they used most frequently was a dialect in which I could make out some Tri-Kazelian words
mixed with much more exotic sonorities. I will above all remember what one of them told me about o~ s
that. According to him, the degeneration of their native language illustrated the decline of their com-
munity, the size of which was inexorably decreasing. Young men frequently gave up on a harsh trave-
ling life to settle in one town or another in the Three Kingdoms, while young women preferred more e
and more often being wooed by outsiders. According to that man, one day would come when there
would be no one left to continue the travels initiated by those who had long ago landed at Hob’s Cape.
The mystery of the Tarishes' origins would then definitely sink with the disappearance of their culture.
Since that day, I, the Varigal, have been wondering what is driving me to travel through the world.

C hat winter, the Tarishes had offered me a place in their caravan. I was lucky, for I never could :
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There was a sudden silence within the circle of megaliths
where Aenor and his young pupil stood. The lapping of an
idle river flowing a little distance away could be heard, as
well as the singing of some birds returning with the first
buds. It was a clear, cold day in early spring; light was brea-
king through the thorny branches of surrounding firs and
dimly lit the undergrowth. After a while, the Demorthén
spoke again:

“Landscapes shaped by the spirits of nature will often fill
you with wonder, but the principles governing natural laws
will often seem unfair or cruel to you. That is how it is,
young lonnthén. Men have to adapt themselves to those

-Deoples and (MNercalicies-

laws, and not the opposite. It may be that natural spirits are

ring even in some remote parts of the peninsula’s country-
side.”

The Demorthén stopped talking for a moment, lost in
thought.

“However, do not get entrapped in overly simplistic expla-
nations. Since the dawn of time, well before Magience’s
abuses, mankind has had to survive the repeated assaults of
Feondas. Keep in mind that image of a raging tempest. Man
is not necessarily responsible, but he must wait for the spi-
rits of wind to calm down. To go into nature without taking
that into consideration would be pure madness.”

3 i m aster, are Feondas a people?” -
* Edward, the young Ionnthén, stared at his old angry for a reason that is beyond our ken and that their most == =
{ mentor, waiting for an answer. As he did each savage manifestations are unleashed without us knowing the =+
morning, he had come to meet with the venerable Aenor in reason. It would be fruitless to try to understand everything, Ak
order to perfect the knowledge that would make him a to control everything. The human being must accept his ‘;."‘._"é*.
Demorthén; keeper of nature and of peninsular traditions. limits and acknowledge his place in the life cycles.” e
“By thinking in terms of people, you look at the world from '
a human point of view. And the Triad did not shape the “Are men responsible for that anger?”
world according to such criteria. Mankind developed in : 'i
civilizations, gathering around traditions and cultural codes. “You certainly know that for several generations now, some T
Such is not the case of all forms of life, but you must not of Tri-Kazel’s inhabitants have decided to forsake N
judge them according to that criterion. In the eyes of a Demorthén traditions to dedicate themselves to e '
Demorthén, there should be no difference of worth between science—more precisely, Magience. They think the landisa =
different forms of life; all of them must be respected, for all reserve of raw materials belonging to them and that they can B
of them have a purpose. Each carries within itself the same harvest it as they please. They clear forests, dry up bogs, and E,-.g
essential energy; Rindath. That is something too often for- ceaselessly extend farmlands farther as towns grow. In that gt
gotten, nowadays.” respect, we can believe that humans stir up the anger of -
natural forces. Without respite, you will have to reason with %
“But... why do those creatures from the forest attack our your peers so that they remain humble and respectful . ‘:é
villages? What is their purpose, except slaughtering every- towards the environment that gives them life each day. Such -ty
thing in their path?” was our ancestors’ frame of mind, which is today disappea- 'E, :
-
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Baldh-Ruoch’s council. Kingdom of Reizh, year 906

her project of building a great hospital so that everyone, regardless of social rank, could access basic health-

care.
“Esteemed advisors, I am proud to present to you the royal hospital that should answer the tragic public health problems our
capital city suffers from. As you know, the poorest people cannot resort to the services of physicians or healers. It is our good
king’s duty to protect the most miserable against mundane illnesses, which have been curable by Magientist techniques for a
long time now, but which continue to decimate the population of working class districts. The opening of the hospital will be
associated with the erection of a new Flux refinery at the north of Baldh-Ruoch in order to provide curative equipment.”
The Magister unrolled a plan of the capital city and of its surroundings, on which everyone could discern the site of the future =
hospital and of the new refinery located in the outskirts of Taelwald’s forest. There also was the plant located in the suburbs,
built five years earlier, which today gave work to several hundreds of people. In the assembly, a voice boomed. It was Ronan
Kaereg’s, a man fiercely opposed to most of the Magientist projects.
“This is a scandal! It is because of your accursed plant in the middle of Baldh-Ruoch that those new illnesses have spread,
and now, you want to open a new refinery? Your hospital is just a pretext to extract even more Flux, which will only worsen ==
the pollution bred by your stinking installations! You do not care about Baldh-Ruoch’s people, and if you want to cure them,
you should immediately close that blasted plant!”
Almost instantly, a commotion spread among the assembly, making the vigorous exchanges between the various participants
incomprehensible. The Magister managed to speak again: _
“Then what do you propose, my dear Ronan? To call upon the Demorthén so that they come and heal Baldh-Ruoch’s people «
with their weedy mixtures that could poison a Boernac?”
There were a few laughs among the assembly, then the Magister pressed harder:
“You lie when you accuse the district’s plant of being the origin of the diseases. Our capital city suffers from overpopulation,

and the narrow, malodorous alleys propagate the diseases. Instead of brag-
___ By, g _ ! ging and systematically opposing everything we propose, you should fol-
low the example of Osta-Baille, which, since its reconstruction supervi-

m agister Alana Naighan, a member of Baldh-Ruoch’s Magientist council, was presenting to the king’s advisors

Baldh- RuOCl”S sed by Magientists, is a safe and pleasant town! You cannot deny pro-
DLC‘”C ¢ gress all your life; because of people like you, Baldh-Ruoch may
become an insalubrious, dangerous city! Your blindness and stub-
he edifice is unique in the | bornness are worthy of the most primitive Talkérides!”
pemnsula Three colossal @ This time, chaos spread among the assembly, and the leader of
chimneys belching out a the royal council had to adjourn the meeting before it trans-
thick, white smoke tower above its formed into an immense brawl.

immense foundations. That plant is
dedicated to the extraction and refi-
nement of Flux. It supplies most of '
the city’s Magientist installations
and gives work to several hundreds

of people. Access to it is strictly
controlled, and a militia equipped
with weapons powered by Flux pro-
tects its entrances.

The plant belongs to Reizh’s crown
and secret conflicts rage to obtain 1
control over it. Indeed, the king
nominates the plant’s Administrator, |
who recruits a council to manage the
plant and ensure its various activi- H
ties run at their best. The generated
riches are enormous, and suspicions
of misappropriation, corruption, and

heavy over the successive councils.
At the present time, Magister Urielle
Erzhine carries out the
Administrating duties.
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he Varigal raised his glass, looking alternately at
i the two men and the woman who had opened both

their door and a bottle of their last hooch product
for him, then took a sip of the dark, hot-tasting liquid. The
woman stood up, her stool scraping on the wooden planks
that covered the floor, as she left the house’s great room to
come back a few moments later, holding a large loaf of rye
bread, some goat cheese, and an old knife.
One of the hosts broke bread while the other cut and distri-
buted thin slices of cheese between everyone, not without
some difficulty in that task. They ate in silence for a few
minutes, slowly chewing each bite; then a new dose of alco-
hol was poured into each glass.
“There has been lots of rain in the valley these last weeks,
and with the cold weather coming, I thought that if I did not
quickly go to the mountain, the path would soon become
impracticable because of the snow. Now that I’'m here, I
thank you for having invited me.”
“When the mountain turns white, mountaineers are alone to
face the world’s dangers,” the woman said.
“You’re certainly the last stranger we’ll get to see for at least
six months,” one of the men went on, “if the winter isn’t
worse than last year’s, that is. So it’s only natural that we take
you in; otherwise, who will give us news from the valley?”
“And how come the city folks ain’t puttin® you up? They
don’t wanna hear about us?”
The Varigal stroked his thin mustache, starting to put the
pieces of the puzzle together. Apparently, the two men were
brothers, and the last to have spoken was backward, which
explained his difficulties with cutting
cheese, his constant nodding, his
uncertain gestures, and his clo- -
thing that could easily be qua-
lified as slovenly, even for a
mountaineer. Thus, the
other one was probably
the woman’s hus-
band, as well as the

head of the
family. Both 3
were in the T
prime of
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almost ten years younger than him, and the presence in the
room of a wood cradle indicated they had probably already
tried having children.
“Life is harsh here; you are left to yourselves at least half of
the year, whereas in the valley, and even more so in towns,
life is easier. City-dwellers do not think about survival, they
only have one preoccupation: to become richer than their
neighbors. A Varigal doesn’t bring riches, only information.
So, you’re called, you’re accosted, you’re asked plenty of
questions without ever having the time to answer... some-
times, you’re offered a drink at a tavern, but you’re never
offered board or lodging. Things have not always been like
that. During the nineteen years I have been traveling around
the Three Kingdoms, I can tell you people have changed a
lot. Now, it’s almost only in small remote villages like this
one that you can find hospitality, a glass of strong drink by
the fireside, and a comfortable mattress for the night... City-
dwellers have forgotten about all of that!”
“You must have seen a lot of people with all those travels,
and some high society, too.”
“I have seen a lot, indeed, many more than I could ever
count. And I keep no memory of the majority of them.
People are all different, but in each kingdom, you find the
same social castes. You’re situated on a very particular place
on Tri-Kazel’s map, near the spot where the three borders
meet. Away from the heart of each of the kingdoms, you are
influenced by none of them!”
“People from here are humble people, we live thanks to the
earth and to our animals. I’d like t’know how other people
are.”
“Believe me, you’re all the better not knowing; you
wouldn’t understand their preoccupations. But if you wish,
Il tell you more about them, if you’re kind enough to let
me wet my whistle with your jug.”
< “Go get some tobacco leaves from the shed,

b Darek. T’11 get a pipe ready for our guest,”

£, the man told his brother while fil-
ling the Varigal’s glass.




The tobacco was minced on the bare table, two big leaves in
all, and divided into three small piles; three pipes were scra-
ped clean and copiously filled, and embers were brought in
a baked clay pot. Darek was the only one not to smoke: he
wiped the table with his hand to gather the tobacco scraps
and noisily snuffed them up. Soon, an acrid smoke billowed
in the room.

“In Gwidre, in spite of all the misfortune the population may
suffer, nobody seems to worry since they all get lost in the
mirages of the One God and of promised redemption.
Without turning a hair, they accept epidemics, famines,
Feondas' attacks, and even seeing their children die.”

As he pronounced those last words, he discreetly observed
the couple’s reaction; she sadly lowered her eyes, suddenly
looking very weary, while her man became lost in the
contemplation of the embers, his gaze and body still. The
Varigal felt cruel, but knew he had guessed right, they had
lost at least one child. Mountaineers did not talk about their
private lives in general, so he had learned to read their every
move, their every expression as others read books.

“They are completely apathetic,” he went on, “and

only wake up to defend their Temple and its holy
relics. There is no laughing to hear in taverns or

in streets, even children look sad. They pray,
waiting for death like it was a rescue, and
try to convince you they hold the only
truth, and that you have to join

their ranks... As for the
Reizhites, they have suffered

so much from Temple
attacks and ruthless
incursions  from

Hilderin knights
that they’ve
become
suspi-

cious of their very brothers from Tri-Kazel, and a stranger is
never welcome among them, even if he is a Varigal bringing
good news. They never invite you in their houses, but also
fear that you stay outside. They have become so overprotec-
tive of their Magientists’ science that they think you’re only
there to steal their precious artifacts. For them, to live
without science now seems impossible, as if you couldn’t do
without their Nebulars at night, or their water-driving sys-
tem that brings into their houses that brackish, metallic-tas-
ting water. Yet, very few of them actually benefit from what
they call scientific progress, for only the wealthiest districts
possess actually functional installations, the other ones
being either under-equipped or equipped to the detriment of
the most elementary security. Indeed, in the suburbs’ filthy
streets, it is not rare to see black traces and large cracks left
by the explosion of a poorly maintained Nebular... Of
course, those are only generalities about the city-dwellers,
since the more you go away from urbanized centers, the less
you feel the pressure the powerful exert on more modest
classes.”
“It seems to me you have passed over the Talkérides,” the
husband said while drawing a long puff from his pipe.
“Indeed, it’s good of you to remind me.”
The Varigal emptied the bottom of his glass, took an ember
with the pincers, put it on the tobacco and took small
puffs from his pipe, until the heart glowed red.
“Taol-Kaer is our civilization’s birthplace; everything
began here and everybody on the peninsula should
remember that... With those words they welcome
strangers in the  capital city; Talkérides know
about everything, have already heard about eve-
rything, can advise you on everything and
always do, as if you weren’t capable of
understanding things as well as them. They
think they are the last heirs of the Three
Brothers who founded Tri-Kazel, the two
other kingdoms having, according to
them, fallen under the Continentals’
bad influence. And so, they think
2 they are chosen to play arbiters in
y every conflict, which brings the
abuses we know of from Hilderin
knights, all of them acting as
Ry shortsighted looters. I’'m not

k2 fond of them; they’re
._.i 5 haughty and disdainful,
e 'S they think themselves

superior to their neigh-
bors, and I won’t even
tell you about their
obscene jokes or the
insulting terms they

use to talk about
those who do not

belong to their
little  world.
Now, I avoid
traveling

too far into
Taol-Kaer.
Anyway,
there are
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very few interesting things to gather and you’re far from being as well received as here...”

His sentence ended with a long yawn, which was quickly echoed by the slow-witted brother. It was late, and it looked like
tomorrow would be a cold and windy day; being ready would require some rest. The couple took their leave and left the room.
The Varigal wrapped himself in his cape and laid down on the comfortable mattress that had been brought for him to a cor-
ner of the room. As tired as he was, he did not immediately fall asleep, for in the fire’s glow, he could see Derek’s shadow,
caught in a backward and forward motion, rocking the cradle and humming in a low voice the words of a lullaby...

Che Nocion o]c ]'\in(]dom

Extracted from “Peoples, Populations, and Journeys” by Aeldred Firdh

A

fter centuries, you have to admit that as soon as you leave cities and major commercial routes,

such a concept is still more a theory than an established fact. The majority of Tri-Kazelians live,

as their ancestors did, in villages that are sometimes not very accessible. If the feudal system has offi- =
cially put an end to the ancient loyalties between clans, they often persist through the simple fact that a good ' ), T pu
number of rural lords descend precisely from clan chiefs’ lineages. Moreover, for the most isolated mountaineers, a \,; “
traveler coming from the capital city is nearly as exotic as one arriving from the other end of the peninsula. Ancient ’ L‘
customs preserve the villagers’ sense of hospitality, but they are still careful and sometimes even distrustful. Travelers _-r": ‘
are often welcomed, as long as they mind their own business and do not stay longer than necessary. o
Things slowly change, as Daols take the place of barter and common language is insidiously substituted for local dia- '
lects. However, there are also places where people persist in using local speech when there are strangers around. Even
in the most frequented cities, taverns and markets swarm with regulars exchanging gossip in local dialect, simply so they

can affirm their identities and roots.
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Border becween Caol-Kaer and Reizh
Vear 905

1 n the hillside of Talamh’s vale, Lord Dagon’s standards flapped in the wind. Several hundreds of men

O and women had gathered and formed a mixed battalion. Most of them wore thick clothing and stud-

ded leather breastplates. They wielded their farming tools; pitchforks and axes as their only weapons.

& A few soldiers wearing gambesons and chain mail bore the arms of Talamh’s vale on tabards with fading

colors. The only horsemen were about ten armored knights, companions in arms of Lord Dagon who was
exhorting the battalion:

\ “We have gathered today to make our lands respected and defend our country’s values! Reizh’s Magientists

) think they can get away with anything when intruding in our territory, turning our lands upside-down and poi-

ll, soning our harvests with their blasted machines! Because of them, our community has lost many of its mem-

\ bers! Reizhites have been quick in forgetting the help we have given them against Gwidre’s felons. They have
¥t | yielded to insane fancies from the Continent! Now let our weapons reason with them!”

A clamor was heard among the peasants forming the rag-tag army.
“Death to the Magientists! Death to Reizh’s traitors!” they repeated angrily.
Far away, on the opposite crest of Talamh’s hills, the first flags with the neighboring Reizhite dukedom’s

- ¥ :_ colors appeared. Preceding that small army, three horsemen bearing white flags were approaching. Two emis-
N, A0 saries of the Talkéride lord rode to meet them.

“The prince of Reizh demands that your Lordship withdraws his troops and let our Magientists carry on their X
research works in your domain. In the name of the alliances between our kingdom and Taol-Kaer’s, your king %
| gave us the authorization by edict. As his vassal, the duty of Sir Dagon is to abide by that edict and withdraw
| & at once.”
* The Reizhite horseman had unrolled the parchment bearing Taol-Kaer’s royal seal, which authorized the pre-
N sence of Magientists in Talamh’s vale. One of Lord Dagon’s emissaries raised his helmet’s visor and revealed .
a scarred face. He pointed to the horseman from Reizh with his gauntleted hand and said with a loud voice: ).
, “The king of Taol-Kaer is not here to see the poison your cursed Magientists pour in their wake! As soon as
\ he knows, he will send Hilderin knights here to reason with you! Withdraw at once and never come back to
' this valley or it shall become your graveyard!”
In the Talkéride ranks, soldiers and peasants saw the two knights of their lord gallop back. There had
been little doubt on the outcome of the negotiations-the battle would certainly happen. There
would be a few moments of waiting, to see if the Reizhites would decide to withdraw, before
sounding the charge.
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D earest Father,

Here is the news you expected from me. The first days =~
of my journey have been rather hectic, and I only now have the time
to settle at a table, to put the following down in writing. I am very
proud that among all your children, you chose me to go meet the
king in person in the capital city of our kingdom, and in spite of the -
hazardous journey, I will prove worthy of such a task.

Pocks TR\ b Duledom of Sesl

nclepen NCce

of 1
: ¢ .
S ire, o

! do not blame the sages of the council of
Seol for their wanting independence, but
it would seem it has triggered unexpec-
. ted aftereffects. As a member of this
council, it is my duty to inform you of
§ &my most urgent concerns. The pressure =
of the merchant guilds on the policies of
_ this town is becoming worrying. I mean

no offense, but your liberality toward
. them has greatly contributed to that. The
 “council is aware of the interests at stake,
4;”ﬁbut is worried about the consequences.
Wil our town fall under the thumb of a ',
. few greedy merchants when we have just &&=
; started to free ourselves from the yoke of S8
i the capital city? 3

l left our magnificent city of Seol on a beautiful spring morning, in

the month of Giblean; I can still picture your face at the window of
your reception room as I descended the stairs leading to the sail
wagons’ starting decks. As lord of our dukedom, you could not accom-
pany me, for | know how precious your time is. Dealings with merchant =~
princes, diplomacy with neighboring dukedoms, taxes, and the many
administrative interferences monopolize all of it. Our high level of
independence regarding Taol-Kaer’s royal power grants us some liber-
ties, but it also requires us to work on numerous fronts to keep it; which
is what I am doing by going to meet the king himself.

Reaching the city’s main square, I saw the source of our wealth, the ori-
gin of the dukedom’s name as well as the town’s: Seol, “sail” in the
ancients’ language. Under the shadow of the fortified wall and of the
great barbican protecting the city’s entryway, sail wagons had been ali-
gned. Their drivers were busy checking they were in working order
while equipment crates from nearby warehouses were being packed. In
order to avoid treacherous currents and monsters haunting the waters, [
had opted for such a vehicle. Anyway, there were few boats, as the
almost deserted and ill-frequented harbor showed.

TaTSYssN Ty T

Your devoted,

j{enw

Patria{ch of the Council

The wagon I boarded was fast and small. Without freight and with few
passengers, it would easily transport me. So, I found myself traveling



at a swift pace on the Gaineamh, the Great Beaches bordering 056 Du‘(e O'F G
: : ClO‘ » o1

the south of Seol. I knew our dukedom was of modest size as

its borders only encompass the city and its close surroundings; ) 3
however, I was surprised when the driver announced before the O iy pght, the steep and rocky 0 e
end of the day that we already were in the dukedom of Gorm. z mOUHiams gaye way o smgother ' "
The borders of the kingdom’s lordships are hardly watched, . slopes, covered with vegetation. 1
except maybe in case of rivalries, as between Tuaille and Osta- caught sight of the first groves of Mor Forsar,

Baille the great forest that covers almost a third of the -
kingdom. We were moving swiftly on the sandy : oy
road, along great seaside beaches, but my mind 7 o

was taking its time to wander through all the

- — r‘"“w“ legends concerning the verdant landscape; the
- best, as well as the worst, is said about it, but I

l think no one could truthfully boast of knowing

Lonq-Stancltnq GfuchJe

all of its secrets.

S ire, '
As you asked me, I went to Tuaille’s court in order to investigate with utmost secrecy. I was able to hear

what was said in the shadows of the alleyways. Nobles from Tuaille still have not forgiven your ancestor, King
Kailleach, for depriving their city of the status of the kingdom’s capital city, nearly one hundred and fifty years
ago today. The population also keeps the memory of it, and considers it a humiliation. This is why your authority
is not as respected as it used
to be in those lands.
Crossing the border of this :
dukedom bearing your ; Dukédom Gf Dilan Dikedom'of
colors means enduring the Kel-Loar
worst troubles, and every- Dukedom of Tuly Ard9lonach
- thing is done to complicate
A the lives of your faithful
servants. I do not think Dukedom o
there is an actual rebellion : Sagznn r[i,rf Dukedomiof
~ brewing, but it would be ’ 3 Osta-Baille
- good to put some order back : : Dukedom, of Tuaille
in this region. < < ,

Deanaidh -
B uaille

Your faithful,

;lw/ Camz[
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of the kingdom of Taol-Kaer. It is crossed by a stream, a tributary of the Tealderoth River. Very few dare to venture
deep inside, apart from us Demorthén who do not fear the numerous spirits of nature that dwell within. There, a
human being can go back very close to his roots, to the nature that makes him live. Of course, the great forest is not only‘
inhabited by spirits: many dangers lie in its depths, the dreadful Feondas among them. <

Emerald Elux

"

. . B . .
! n immense, dense and legendary forest, made of broad-leaved and coniferous trees, Mor Forsair covers a large part =

es, stranger, Flux is the energy Magientists draw from nature, an infamy in itself. In that forest’s centuries-old trees
flows a crystalline, olive-tinted sap. It is intolerable that Lord Blonag harms it so much with his sawmills’ intensive
exploitation. His subjects cut into wooded zones at a frightening pace, and nature will probably answer their aggres=
sions violently. From what I know, Blonag, as respectful of the traditions as he may seem, deals with Daedemorthys
and sells them those age-old trees that seem full of a Flux those monsters appreciate very much. A sordid trade flows with Reizh’
unscrupulous merchants. Each morning on the sea’s waters, you can see huge trunks drifting, emptied of their sap and vulgarly

122

thrown away for lack of room to store them! This ignominy cannot last; the Demorthén of the region must unite!

~Taol-Racr-
R O v - vt Sl SO . SRS T e R
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After a four-day journey, I was told we would make a two- q
day stop at Smarag, the dukedom of Gorm’s capital city. I i
was delighted at the idea of sleeping in a bed to relieve my g
aching body, for sail wagons are as uncomfortable as they
are fast. : i

E

I took that pause as an opportunity to look around Smarag, -
which could be a fine city, overshadowed by emerald
slopes, if the sea wind blowing from the first lights of
dawn did not carry nauseous emanations up from the har-
bor and the sewers in every street. Even worse is the sul-
lenness of those bent under Lord Blonag’s yoke. Here, he
is secretly called “the pig” and is said to be as hideous as
he is depraved. He has promoted slavery, hired a cruel
militia that commits the worst exactions, and forces the
inhabitants to work to exhaustion, without respite.

Gorm is our neighbor, and I will personally inform the
king of what is happening, but I heard that Blonag pays
sufficient taxes to the throne to be left alone. That dreaded
lord has already survived two assassination attempts; I
secretly hope the next one will succeed...

In the end, when I left, I did not mind going back to the
wagon’s discomfort and to the smell of spindrift.

The Dukedos 77
o{: Osca-Baille i !
Koskcxﬂ, a Corrupted Cit]/

ome time afterwards, I reached the dukedom of xi"
Osta-Baille, in which lies our kingdom’s capital £
city, and which border extends to the end of the }.-
Great Beaches, after which rocky, boggy coasts take the A

place of long banks of sand. That is where Koskan stands,
a town only sustained by the passage of sail wagons, tra-
velers, and the transit of freight. I had planned to make
only a quick stop here, just long enough to find a caravan
leaving for the capital city or a Varigal agreeing to guide
me. However, I have now been here for three weeks, and
it is from here I write to you. The town is swarming with
brigands of all kinds, taking advantage of the constant
coming and going to perpetrate all sorts of crimes. I
became aware of that when I was attacked, my light escort
badly hurt, and all my possessions stolen. Believing in
royal authority in the very dukedom of our nation’s capi- -
tal city, I went to see the watch. And I was disgusted to dis-

cover that here, everyone is corrupt. They considered me

to be the troublemaker and threw me in jail! When they

finally deigned to free me, I thought it better not to push

my luck, but that situation will definitely be brought to the

right ears! The daughter of Seol’s lord must not be treated el
that way! Still, I am now without money. I managed to :
find some food and to write you this letter, hoping that you

can send me some help. !

. e el
. v.—,av"‘.';: —’32-_ i a e aidt



A ]loT'aL Incerview

D earest Father,

I cannot thank you enough for the few soldiers and the Daols sent to Koskan. Thanks to them, I could leave that town.
A raid in order from the Hilderin knights could restore some order there, but even they seem to have lost some of their
pride in that region undermined by vices! Then, I traveled north-west, heading for the capital city, Osta-Baille. How
happy I was to discover that captivating city I have heard so much about. Whatever ill may be said about them,
Magientists are really capable of miracles; the architecture of that city is the most beautiful proof of that.

In the end, I was lucky enough to be received, only two days after my arrival, by King Erald Mac Anweald, direct des-
cendent of one of the three founding brothers of the kingdom’s peninsula, Taol-Kaer himself. What thrill! He is a tall
man in the prime of life. In his veins flows the heritage of generations of respected sovereigns. [ was very nervous,
but his kindness reassured me. I could understand that our kingdom is in good hands, even if I had a few doubts about
that during my journey. If the members of our dukedom’s council could meet our king, maybe it would calm their des-
ire for independence. Our sovereign remains very attached to the traditions that put him on the throne after his ances-
tors. He knows how to speak to people and be likable. I realized this in the course of our brief interview, wherein [
transmitted your words of loyalty, but also your requests for a few additional liberties. Dear Father, I must confess that
our king, in spite of his manifest goodness, looks very unfavorably upon such desires of autonomy. It is even said that
in some communities of remote valleys, royal arms are trampled underfoot. The king angrily evoked that insult, and
proclaimed in my presence that such an affront would be washed in blood.

Therefore, our council should moderate its thirst for independence. On that account, I do not know if our complaints
regarding taxes will be accepted. Tomorrow, I must appear before the royal council, which will convey to me the ans-
wer; the king himself is very busy, and will probably not be able to receive me again. Consequently, I will finish this
letter after this new interview, in order to inform you of the decision concerning your request.
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4 ere, | can only confirm what you had implied: if 3 ST &2

h anything is certain, it is that the king is very well = ;

seconded. He is wise enough not to think himself q//’// /O f‘ t]'\e tem &
e all-knowing and keeps a council to help him with difficult ‘Ew P oo
;f decisions. The court of Osta-Baille is composed of many % ; lnﬂuence i» our
v 4 princes and representatives of the various dukedoms. Most G s 2 Pig
&' of them arrive during summer and only leave in the follo- y K‘”‘]dom :

wing spring, waiting for our peninsula’s harsh winters to
end before going back home. Then, others take over so that
the previous ones can spend time among their people.

ire, 3
S You asked for more information about the! \ﬂ

importance the Temple has taken in our i:’

The royal council is made up of ten people, including the e L, N SR , 'E
") king and the queen, as well as the kingdom’s most eminent segleny. Umormatghyuihave 10 aimityi i, \’\) .
X ] disregard them in our good kingdom. I am afraid & %+ " 4
¥ personalities. You have told me about the most important of h a e to the dete s / /
W those advisors, who is of course a Demorthén, a representa- elrt i ¢ uenc]e)w1 Iil;) 5 ;)p dg‘:'o wmg;,l il ‘e 0- g
‘ tive of our peninsula’s centuries-old traditions. Algwich mertl 2 0:1{1 l,em(lh .enhra dl o ovs;ever,',our
‘. Dert is still the man you described to me, about fifty years B 4l eeay s Turd reglo.r}s:
v ! 4 o e People from the Temple are generally very ill-
old, but still very fit physically. It is said he regularly goes : : T
3 = : received, and to question ancestral popular beliefs
“x. v alone into the forest to meet the spirits of nature there. His 3 a2 i :
A O e e B ca R e is, Dl e 1. 4150 brings hostility. There are cases of missionaries of
M ] : the Temple who have been driven away with . \
: caught sight of Queen Edena Mac Lichorl, a tall, charisma-
{ . Tl : stones, and even killed.
tic woman who inspires a deep respect. The council is also
w s 9 g On the other hand, where people are more welc {
~ composed of the king’s younger brother, Gustin Mac ’ S o h ties. thall
' Anweald, a warlord whose reputation goes beyond the king- in M 1;11ng la oitlnew s sluc TES Injoug 01tles K b
p dom’s borders. That man has the responsibility of leading < ;:mg ettse I ;S r;ltoredea;lly ehp ronilsihl i ES
p the armies of the dukedom of Osta-Baille, and the Hilderin  ofa better life after dea EIVES 10D% 10105 :
W knich hi q fioh - *  do not appreciate the idea of their being dispersing p
i} ights are under his orders. He is as good a fighter as a stra . th LA Uepee ¢ ; 90
. tegist, but also a jovial person, surprisingly direct for fng)jormips Pt ofziaue: M iSWEE Ol N,
- R =lhiert 10wty simoble lincage have invited a representative of the Temple, for\
| ; : «; their expansion is undeniable, and it is logical that fl
ﬁ The other members of the royal council are relatives of the e relicion, haggppresoiiedan court. |
5 g However, you are also right to see the Temple as
‘ king and a few of the greatest aristocrats and scholars of the s i ey i .
) capital city. The sovereign is respectful of our traditions, but lsonll(e tmgh ta Cﬁ)u undermine ot E]r;ty’
} he must forget none of the peninsula’s authorities. The court foo ?} 4 da 1sh aplsﬁmlr(lg ar}rllon% ol 1IeigHDIee
) and even the royal council sometimes receive guests from Al t“I” SR i:re s iy etcontle & 1
? Gwidre and Reizh. You obviously know that since King DURRe (;:an Onty; SREQUIASCTHANNO S
' 2 Kailleach, one of the council’s seats has always been occu- TG BUaL -
W, . A . . Your faithful,
N pied by a Magientist. Our good king, who wishes to recon- / [
b & nect with Taol-Kaer’s traditions, has abandoned that habit. e ’um -
i‘ r However, Magientists are not totally excluded from the
- court, as the presence of Emalie Simil shows. This distingui-
* 4 shed visitor, who is said to originate from the Continent, has
- been His Majesty’s guest for almost two years. Her myste-
, rious looks are accentuated by a pale face underlined by S
L mauve Mekones undulating under her skin. I still cannot . e :
understand how Magientists can make Flux flow under the 2 - ; o’

:
~.
.
-
-

skin in such a way, which is said to be at the price of awful
pains. In order to satisfy everyone, the king has even
recently repeatedly invited a representative of the Temple to
his council; Miryan Deckhir a priest renowned for his open-
mindedness. Miryan knows how difficult the situation of the
Temple is in our kingdom, and in spite of pressure from
some high Gwidrite dignitaries, tries to pacify the tense
situation at the border between Gwidre and Taol-Kaer.
Among that cosmopolitan, varied court, I noticed a young
woman of barely twenty years you had never told me about,
who turned out to be the king’s bard. She keeps in the back-
ground, her face covered by a strange elaborate domino
mask, watching everyone with an amazingly profound stare.

-Coaol-Kaer-

In the end, the royal council has accepted your requests,
allowing more freedom in the mana‘gement of tax-collection
in our dukedom. This promises good things for our city’s
trade! As I told you, our majesty looks suspiciously upon
those who exhibit too great a thirst for independence. In
exchange for that decree in our favor, he trusts our family to
defend royal colors. As a token of goodwill, and to give you
the time to sign the agreement in your hand, I am to accom-
pany a diplomatic expedition to the dukedom of Tulg in
order to meet the princes of that remote region. Therefore,
this is my last letter from Osta-Baille. In a few days, I will
set out to the north, but I hope to see you again as soon as
possible, for I miss our land greatly.




|

too few to pose any threat.

Your devoted,

Dukedosrs o]c che Wesc

y Dearest Brother,
1 l ’ I hope this missive attached to the envelope
for our father will reach you. Indeed, I have

gathered in Osta-Baille all the information you desired for
your upcoming great journey on the western coasts. What I
have learned only confirms that it will suit you perfectly,
with your love of great landscapes and lands left to nature.
As you know, in the far western part of the kingdom, there
are two dukedoms.

Che Lands O‘F D‘eas

he Lands of Déas are composed of Taol-Kaer’s
i southwestern cape at the extremity of the penin-

sula. That region, much like its inhabitants’
hearts, is hard to reach. The land is rocky, steep, and the
landscapes have remained wild. The weather is turbulent
there, and the lands are swept by northern and southern
winds alike. I had been told about the inhabitants of Déas as
boors to whom civilization would do much good. However,
after a meeting with a group of emissaries, I no longer
believe such gossip. Those people, gathered in warrior
clans, call themselves Osags and claim that they descend
directly from the peninsula’s most ancient inhabitants. They

., a-& L A—

n Alliasrce ( Nission

|
K Following the discussion we had with you yesterday evening, we have accep- ! 3
' ted the requests from the dukedom of Seol. That small stretch of land only lives from &
trade and does not disturb our prerogatives. Should there be a revolt, Seolians would be [' ¥

However, we thought it useful to solicit the Duke’s daughter to join the mission to Tulg.
As you have noticed, she possesses a natural charm and a certain knack for diplomacy,
which will certainly help our emissaries. Moreover, she will be the proof that it is pos-
sible to obtain some independence while respecting your power. I hope her example
will influence the lords of that dukedom.

j/gta/a‘ ,/%u‘ L71‘#}71
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claim to carry the only unmixed blood of all Tri-Kazel, and
they fiercely defend this belief. I advise you to be very care-
ful with your words if you go there. Also avoid mentioning
your link with royal authority, for it is very ill perceived in
those regions. In the Lands of Deas, an assembly of clan
chiefs makes decisions. Demorthen are very highly thought
of, and are always asked for advice. The assembly chooses
a leader among its members, who becomes the representa-
tive of the dukedom to foreigners; the position is currently
occupied by clan chief Isean, a warrior known for his mys-
ticism and respected by all.

Those traditional communities do not gather in great towns,
but instead still live scattered around the whole region.
Apparently, you can spend entire days traveling without
meeting anyone; which does not mean you have not been
noticed by the Osags. It is probably due to Demorthén tradi-
tions being so strong that you can find the great Comhlan
there, the most important of ritual stone circles in the whole
peninsula. It is said that hundreds of rune-engraved stones
stand in concentric circles there, and that Demorthén from
the whole of Tri-Kazel go there for reasons only they know.
Still in the same region, I advise you to go to Hob’s Cape,
the peninsula’s very extremity where ancient Tarishes are
supposed to have landed many centuries ago. I know not
whether it is still possible to find traces of their arrival.

-Coaol-Kaer-
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The Dukedos» o]c Salann Cir

ight at the north of Déas is the dukedom of
Salann Tir, the country of salty lands, facing
the ocean. There, the lands and men alike
are slightly less harsh than in Deas, although the two
dukedoms look very alike. Unlike Déas, the royal
power was able to establish a firmer grip in that
region. A governor named by the king himself endea-
vors to maintain the unity of the clans under the
colors of Osta-Baille; he lives in a castle overhanging
a little village in front of the sea, which houses a gar-
rison of Hilderin knights. I was told you could see
immense saltmarshes, which make the fortune of a
few cultivators. However, more generally, Salann Tir
is a rather poor dukedom.
I have learned from the other members of our delega-
tion that the current governor is a theoretician who
was schooled at the capital city, a very intelligent but
still inexperienced man. Nobody questions his willin-
gness, but many find him incompetent and he is accu-
sed of being the cause of the last famine because of
his poor management of resources.
I cannot but advise you to visit Tursal’s alignments,
long files of ritual rune-engraved stones. It is said it
is a mystical place, venerated and protected by the
neighboring clans. Numerous legends are told about
it, such as the one saying that the ritual stones are
actually a huge army that was petrified by mons-
trous creatures during the Aergewin.

- We must remind the king where he comes from; where
- his power took root. Our action will steadily gain

. Kaer, or will be the one of a new kingdom!”

The Ciey o Cuatlle

ur city may have been abandoned by the royal
court, but we can still be proud of it. From a
mere fishermen village

Tri-Kazel’s greatest fishing ports, thanks to the calmer
waters in the bay formed by the delta, among other
things. Beyond our doors stretch the Amhan Glas, the
gray bogs, which make for a very effective natural
defense. Of course, there is a paved road bordering the
Klaedhin and leading to Osta-Baille, but it is already
congested with caravans and travelers. Therefore,
attacking us massively and by surprise is impossible. It
will take a lot of courage for those blasted Hilderin
knights to come and enforce their royal order in our
region!

Tuaille is an architectural wonder. Throughout the cen-
turies, our people have claimed land from the marshes
by building numerous constructions on stilts. The old
districts, corresponding to the former fishermen wvil-
lage, are high-built, whereas canals allowing boats
access to houses and shops cross the most recent dis-
tricts.

ground. Tuaille will again be the capital city of Taol-

settled ' in  the o8
Klaedhin’s estuary, our ancestors have made it one of
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ear Father,
I am happy I can finally write to you, so that I can

tell you what happened to me during such a strange
journey. I have discovered places the existence of which I
did not even suspect.
From Osta-Baille, we went into the mountains. From steep
walls to sunken valleys, I realized how the reputation of
: those who built our bridges was justified. Their construc-
i tions are omnipresent, and they make journeys not merely

easier, but basically possible.

We have traveled riding Caernides, with enough
armed men in our group to keep most brigands
away. Discussing with the king’s noble emis-
saries | was accompanying, I could understand
that their role was to make the situation calmer
in the dissident dukedom of Tulg. So as to
limit the risks, the Varigal who was guiding
us made certain we could spend most of
our nights in inhabited places. Therefore,
we slept in remote villages, surrounded by
simple palisades, or sheltered in for-
tresses sometimes amazingly hanging
from almost vertical walls.

a

TONTP—"

of Dulan. Actually, nothing indicated that we had crossed any border as we

traveled. However, I was told we were now on the lands of Lord Lan Mac Torrach, who descends from a
lineage of the king’s cousins. He is a hard, extremely strict man, so much so that in his lands, laws are enforced in
an implacable and cruel way. The lord and the royal banner are feared, and public executions, as well as torture, are
common. The slightest sign of insubordination can have dramatic consequences. Consequently, Mac Torrach is hated
and feared by part of his people, but respected by his army. He was described to me as a muscular and rather impres-
24 sive man, a warrior capable of cutting a head off with a single slash. I could witness the application of his law of iron
- and blood with my own eyes. In a village where we had spent the night, we were awakened before dawn by cries. A
g young man the whole village liked, very poor and resourceless, had picked apples in the garrison’s field. It was
without further prosecution that that the guards hung him high, claiming that mankind was attacked too often from
the outside to have to bear with thieves and traitors.
A powerful and loyal ally of the king, Mac Torrach often receives financial and military aid from the capital city.
Truth be told, this is likely because his land shares a lengthy border with Gwidre. Although the war is long over, there
are still tensions. Come to that, even if our course distanced us from the border zone, I could see the stigmata of the
War of the Temple: there is a good number of ruined fortresses and deserted communities in the region. We went out
. of our way to avoid a valley covered with tumuli; a burial ground where victims of a terrible battle from that time
"T“ “urest. It is said that the spirits of deceased warriors haunt the place and that sorcerers wander among the cairns in order
A ﬁ"tp carry out obscure rituals. I did not feel much like verifying the truth of those rumors and I was glad we circumna-

vigated the place. It remains that in the bottom of my heart, I keep some uneasiness from it, and something like a
‘light black veil passes before my eyes each time I remember that dark cavity.

! fter a few days of traveling, we went into the dukedom
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W hen we were through Siagal’s col, the mountainside grew smoother, disappearing far away into the deep forests,
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The Dukedom of Tulg

revealing the ocean’s colors. At the north, the Kreizhdour’s course takes the shape of an azure snake, marking

the border with Gwidre. That is where we entered the dukedom of Tulg. From the col, one can easily understand,
through the landscape and its multitude of barely accessible valleys, the mentality of that territory’s inhabitants. Indeed, each
community lives according to its own rhythm and in its own way, looking to preserve its independence and to increase its self-
sufficiency. Of course, there are a few exceptions, such as that village named Fearil where we spent the night. The Mac <
Govrian family was totally decimated there, and Hilderin knights from the capital city have taken their prerogatives back.
Further on, the lands of Mac Eald’s tribes stretch along the river and the border with Gwidre.
I want to dwell a little more upon one place that marked me during our journey, an abandoned Magientist factory we saw from
afar. There were a few big warehouses covered with metallic sheets for roofs, as well as several great silos. In places, metal-
lic sticks protruded from the earth, and we could see large girders and rusted mechanisms littering the ground. No one has
ventured there in ten years, for the place is said to be haunted by dreadful malevolent spirits, and considering what Magientists
are capable of, I can believe it.
Our descent to the dukedom’s capital city took a few days. Tulg Naombh is built on the mountains’ spurs, facing the sea and
the forests below. Built with rocks from the region’s cliffs, it is called The Stairway City. The name of the dukedom, which
means “rock” in the ancient tongue, actually comes from it. Indeed, the town is composed of many levels, manmade throu-
ghout the centuries. Beyond its walls, other terraces stretch, covered with farming plots that supply most of the inhabitants.
We have been received by Princess Cortessa Mac Lichorl, Duchess of Tulg, sister of the Queen of Taol-Kaer, and I quickly A
understood how complex her task in those lands was. What ruler could manage to unite those communities in a lasting way? =%~
The representatives of the various regions of the dukedom form an astonishing, mixed assembly. I could understand that plots _ *
and betrayals were very common, and that the princess had already avoided several poisoning attempts. I will not dwell fur-
ther upon the discussions between our delegation and the princess, as some secrets have no place in a letter. Still, the situa=, -
tion here remains very tense.

our Highness, -
I have investigated that ruin of a Magientist factory that is rumo- {
red to be haunted. I witnessed with my own eyes that under cover |
of darkness, people gather there. Dressed with costumes masking |
their identities, they intone morbid songs around esoteric circles. Most
likely, it is a sect of sorcerers and we have here the answers to the strange
glows and to the numerous disappearances reported by the inhabitants \
of the neighboring vales. It may be, Your Excellence, ! '
the occasion for you to put to the test the good intentions
of Vector Saerén, recently arrived at Tulg Naomh. 4 |4
In Gwidre, religious of the Temple tirelessly hunt ' ,‘:.;;
down those kind of sectarians; I am certain FE 7
Saerén would be glad to rid our dukedom of }
such a threat. /
Your faithful servant,
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- ear Friend,
D I wanted to announce to you that the restoration of our city is fmally

;' < violence ravaged the city. The Feondas were so numerous that the entire valley was swarming, as if invaded by worms.

=
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hat detour through Tulg, accomplished in the interest of our

i good relations with the throne, having gone well, I now have
to organize my return journey. It seems the most direct

way goes through the dukedom of Kel Loar and its windy hills
exposed to currents from the littoral. I am glad to leave the
more brutish and primitive regions I have crossed and return
to civilized provinces. I think I will make a stop at the ducal
capital city, which gave the dukedom its name, to visit its
famous library which is said to be gigantic. The duke of Kel
Loar’s open-mindedness and culture are reputed in the whole ,
peninsula. The many intellectuals who have decided to settle mm\ ,..,..,;umm.,,,“u.
in that city are proof of a tradition of the mind. hm” m» Qill ll‘\‘

Che Reconstruction O‘F Kel Loa : W ‘ h\ |

almost over. It is now twenty years ago that a Feond raid of unprecedented

The slaughter, perpetrated by several of those frightening mask-bearers, was truly horrendous. The survivors’ accounts

\
tell that the Feondas had various shapes and sizes, each as monstrous as the others. The walls did not hold. The buildings , -‘,‘
were torn down, trampled, burnt. The inhabitants were massacred without any distinction. I had just succeeded my father “ ) ~5"'n
as head of the dukedom, and after that catastrophe, I was distraught, convinced that I could never bring the town back. ‘ 4

Then, the Magientists came to help us. Even before the tragedy, they bestowed their gifts upon us, in spite of the contro-
versies it spawned elsewhere in the kingdom. They planned the reconstruction of essential infrastructures, making use of
their science and techniques so that the town could rise from its ashes in a reasonable timeframe. These last twenty years 57
were long, but we are reaching our goal, and Kel Loar is even more beautiful than before. Our population can be proud
of itself; its efforts were not fruitless.

One day you will come to visit our town to see the buildings that still stand, such as our library or the palace. But you
will also see the still-visible marks of the ravages caused by the Feondas, such as Jeath’s windmill. Today, it is nothing
more than a strange ruin; a structure of steel poles and beams with which lush vegetation intertwines. It is unfortunate,
for the Magientist mechanisms it held performed wonders.

I am glad I can therefore invite you again and show you around our new city.

3 Your friend,

I would also like to stop at Eschen, along the coast. You probably ‘ .

know of that mysterious islet, at least by reputation. From the coast, v

it can only be reached at low tide, when a small rock path assembled t has been six months since I recei-
by former inhabitants appears. The rest of the time, Eschen is cut off ] ved that last letter, and my daughter
from the world by an arm of the sea in which no one would dare to Aoda still has shown no sign of

sail, for its surroundings are almost always covered with a thick white life. The men I could afford to dispatch
mist that no eyes can pierce. 28 have lost her trail in the heart of the
I would really like to see the circle of stones standing on that islet. I mountains, near a small village named
have been told Demorthén hold a traditional cult there, accompanied Terkhén. Since then, nothing. I am in
with bloody sacrifices in the honor of wild spirits of nature. I have 4 despair. Her escort, as well as the

also been told that Feondas have never laid foot on Eschen and that the
only people who attempted to settle there have disappeared, leaving
behind them their small, empty house less than a year after their arrival.

Varigal who accompanied her, have
also disappeared. My fears run high.
However, even if she is dead, I want to
know. There is nothing worse than
However, Father, I will not dawdle on my return journey, and I will uncertainty. How foolish of me to send
be delighted to see you again. This is my last letter. I will tell you of | her on mission like that! I ask of you,
many more things directly. Altogether, I have found this journey to be Lady Edel, help me find my daughter!
very enriching. Moreover, I was proud to act on your behalf, and I = npus Nae Tssanor

hope I have represented you in the best way.

B e &2& “_f,z_h-e

MM - d TN
.&'T Fr.» B and e N AN “ 7..& NS ‘c\’(“ﬂ‘.




ALY

L ah

. "

e Bl B

vl

s
- -

i S Y i

e
W
-

. e
- %N

R s

Cavtocj rap}ﬁ]/ o{: CaoL-Kaef

ear Brother,

Here is a copy of the map I have referred to during my journey. It is fairly useful, although it is incomplete. I have
added several annotations, thanks to many discussions in the capital city and on the road about places which I was not able to
see with my own eyes, or which I have not given much detail on. Unfortunately, I could not find more accurate maps of the

dukedoms of the west and south which interest you so much.

Take care of yourself, Your sister

Absman Glas:

The gray bogs are rightly named after their depressing
atmosphere and the miasmas of their thick mists. Their
waters are full of fish, and also abound with edible plants of
all kinds. Unfortunately, many Feondas hiding among the
reeds lie in wait for unwary travelers.

Aisir Ceombor (the mistway):

Travelers progress along the cliffside following a long chain
made of corroded bronze, linking stones that look like they
date back to utmost antiquity. Each stone is engraved with
Ogham glorifying the air spirit Adhar, who nevertheless
seems indisposed to dissipate the surrounding mists: they
are so thick it is often impossible to see your own hand at
arm’s length.

Brégan:

Although its lord bears the title of Duke, everyone knows
that Brégan is only one small town among others. However,
for about a century, many glassblowers have settled there.
Indeed, they favor that welcoming village over the corrup-
ted city of Koskan, and I completely understand their point
of view, believe me. Their presence has done wonders for
the duke’s coffers, and he shows himself at the royal court
more than his predecessors.

Caiginm:

This bordering village was attacked, taken over, and taken
back again no less than six times during the War of the
Temple. In the end, Feondas slaughtered the last soldiers
who were still there. Nobody remembers whether those poor
men wore Gwidre or Taol-Kaer’s colors. The village was
rebuilt and fortified because of its strategic position, but
often, Feondas still attack its outer walls.

Cascle of che Reeds:

A solitary tower and a few wall sections are all that remain of
an ancient castle, whose founder has been forgotten along
with his reasons for building it in the middle of the swamps.
The place is reputed to be haunted but constitutes one of the
few refuges for those who venture into the Western Swamps.

Deanaidh:

The only true town of the Lands of D¢as, Deanaidh is a neu-
tral place where Osag clans gather when they trade and
when their chiefs establish new alliances. A few merchants
from the rest of the kingdom also go there.

Faol Rod (the Wolf’s Breach):

An old Osag tale says that every twenty years, a virtuous
warrior must fight a huge wolf covered with thorns and
barbs in this narrow pass. The Osags say that no hero has
ever survived the fight, but that their sacrifice drives the
monster away from travelers coming to Deanaidh from the
dukedoms of the east.

]:carit

A small lumberjack village dominated by the fortress of
Smiorail, which guards one of the main roads between Taol-
Kaer and Gwidre.

Kaer Dacqis:

A small but quite important town, the wood industry of
which is well-known in the region, particularly at Kel Loar.
You got to see a few samples of the furniture they make in
Father’s audience room.

LLCWCLLC"’:

This village, populated with fishermen and salt workers, is
the capital city of Salann-Tir, a rather poor dukedom. Its
inhabitants are said to be sober, serious, and trustworthy.
The ducal castle is an old fortress occupying a nearby cliff,
dominating the whole bay.

Ruel's Crossroads:

Named in memory of a Demorthén who died there in anti-
quity, when he sacrificed himself to stop an immense Feond
that stood “higher than a treetop”. A standing stone marks
the place where the courageous Demorthén supposedly fell.

Sad Pills:

According to tales, the villages and towns of the Buidh
Cuidearn were suddenly depopulated during the Ice Era.
Whether Feondas or an epidemic exterminated the survi-
vors, nobody really knows. There are still adventurous pros-
pectors who come from Koskan and look for ancient iron
and copper mines. Whether their efforts are crowned with
success or not is another matter.

Sun‘&cn ]:orcst:

Bordered by the gray bogs, it is known for its trees with sna-
king roots and unhealthy foliage, as well as for the nume-
rous Feondas hiding there.

-Coaol-Kaer-
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Cerlkhen: YeLLow Pills (Buidh Meall):

A fortified village of strategic importance, since no less than The southern wind brings huge amounts of sand here, and

four roads lead there. Certainly the most essential agglome- moreover, local vegetation is rather rare and stunted. In 9 |

ration of the Dukedom of Tulg, after its capital city. Seol, we have established a long time ago that the fabled r{
gold veins, which supposedly gave their name to those hills, c t ' A

Cilliarch: do not exist. However, you would be surprised by the num- ke

Their apple trees are not the finest—far from it—but ancient ber of people at the capital city who believe the opposite. ;»

secrets that make Tilliarch’s cider a truly delicious drink are
passed down from father to son.
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ear Brother,
You will find in this letter all the documents I could gather about Osta-Baille. I hope they will be use-
ful to you in making preparations for your journey. As you must suspect, nobody here at Gouvran n

has seen this city with his own eyes, and only a few Varigals have occasionally brought us news from this faraway
| region. I have even written down for you the story told by one of them who claimed he had met someone named

Edwick, a famous bard in Osta-Baille. As manager of our town’s small library, I was able to go through all the archives ll
, and discover some interesting documents. I also learned that nearly twenty years ago, a member of the Maorl family
from Gouvran, Ugaid Maorl, made the journey to Osta-Baille. His old father told me about it.
~ Their son had become a Varigal; he was barely sixteen when he left our Gwidrite community to undertake an incredi- |
ble journey. So as not to cross the dangerous mountains of the Mor Roimh, he had planned to follow the coastline until
reaching Hob’s Cape and then to make his way to the Talkéride city of Tuaille. From there, he was to go upstream to
reach the famous capital city of Taol-Kaer. His journey would have lasted more than four months. Unfortunately, after
=7 his last letter sent from Osta-Baille, which you will find enclosed, he was never heard from again.

‘p I was also able to get another letter, an anonymous one. There is no manner of appraising the veracity of its words.

' Be careful and remember the fate of Ugaid!
IF Take care of yourself, my brother.

s

May the Creator protect you,

- ?ﬂ en

I.SCOVY approach! My name is Edwick and I will be your guide in Osta- i
g{ OF t]qe C itTo Baille, approach! Before taking you throughout the steep streets of
the city, I must tell you of its origin, so that you can best understand the

importance of Taol-Kaer’s capital city.

D lease approach, bold travelers from everywhere in Tri-Kazel,

O

- Birch

~ »

oy o I have your full attention? Good! Then let us start know this story, don’t you? Who does not know of the epic
L D from the beginning: the birth of Osta-Baille. It was tale of these heroes who left to found the Three Kingdoms?
-y long ago, a time the people of our kingdom still sing Our king, Taol-Kaer, spent his life serving that high pur-
. . of and celebrate. Scattered clans lived in these mountains. pose, but’he always kept the. village that had seen his birth
= One of them would take a crucial importance; its people close to his heart. That is why he returned here to spend his
. lived in the small village of Klardel. Safely set on a high last days, after abdicating in favor of his son who was rei-
plateau, the community prospered, far from the threat of the gning from the city of Tuaille. Some of his close relations
~ creatures prowling around the mountains. Then came the followed him in his last great journey, and together, they
= day when three brothers were born, sons of the.clan’s chief. extended the size of Klardel, supervising monumental
. They were named Reizh, Gwidre, and Taol-Kaer. You all works such as the construction of the first bridges hangi
A ' over the chasms. . 3
o " !
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Osca-Baille

s the years went by, the population of Klardel
A increased and the plateaus became crowded, even

though people had resorted to tall buildings. In 245,
a particularly icy winter struck this region of Taol-Kaer. A
great number of neighboring mountaineers, running from
the cold, came to take refuge in Klardel, a town better equip-
ped to endure the severity of winter. A new district, built
through collective effort to shelter the people from the
mountains, was quickly established. It emerged under the
high plateau bearing the original village, on the banks of the
lake formed by the Klaedhin. Its new inhabitants named it
Osta-Baille Guerdie, which means “Under the city looking
upon the world” in the ancient tongue.
The Ansailéir of that time thought that name sounded good,
and that it actually would be appropriate for a new agglome-
ration, more important than the old Klardel. After many
stormy debates, the town was renamed Osta-Baille. The
increasing population made the extension of the city
necessary. Everyone, whether Klardelite or
mountaineer, put his heart into such a work
and many trees were cut down for the
construction of houses and for fire-
wood. Over the centuries, attacks
and disasters followed, but each
time, the city emerged stron-
ger. The most outstanding
period was probably when 8
Magister Athaontu
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undertook colossal projects,
which made our town one of
the most beautiful of all
Tri-Kazel. A few years
later, in the year 758,

King Kailleach des-
ignated Osta-

Baille as Taol-

Kaer’s capital

city.
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away.

sity of war.

Che Apsail ¢ir

waged war against each other. The following year the Gwidrite armies, disciplined and

more numerous than expected, invaded Taol-Kaer, their incursion reaching as far as Osta-

Baille. The faithful of the One God besieged the capital city for several weeks, but to little avail; the
assailants had reached the harbor, under the plateaus, but could not take the higher levels. The capi-
tal city was self-sufficient, having plenty of water and food in its underground reserves. It resis-
ted the Temple’s men, and after a siege with heavy casualties, its inhabitants drove the enemy

C he year 857 was a tragic one for Tri-Kazel, for it was at that time that the three kingdoms

Many deeds of valor were accomplished during the War of the Temple, in which valiant Ostians
of both genders made themselves famous in front of Gwidre’s armies. Their tales are told in the
“Lar an Baille”, the songs Ostian bards created to perpetuate those legends. The people hold in
high esteem those warriors who showed bravery, cunning, and strength in the face of the adver-

the ancient tongue our ancestors spoke and means “guardian”. Traditionally, Ansailéir were
clan chiefs and had a seat at a community’s council. This title is still borne among Osag
clans and most of the villages still use it. In important cities, this title is conferred by the king to
the person who will be in charge of administrating the town. Angwulf Eober is the capital city’s

_) O sta-Baille is led by an Ansailéir who guarantees the town’s prosperity. This title comes from

D ear parents,
I have reached my destination. The journey that took me to Osta-Baille was a long and, I confess, labo-

7
o
H

rious one; during these four months, the hardships of the road have tired me. However, my morale soared when I
saw the great gates of the lakeside harbor. I am truly impressed by this city that I have been told so much about,
and where I had never set foot before. Since I know you never had the chance to gaze at Osta-Baille with your own
eyes, | have written my first observations on the city. Of course, I still have much to discover.

o reach the docks of Osta-Baille, I embarked at
Tuaille on a ship named “The Plower” and on
which we sailed upstream on the Klaedhin. In
some places, the banks of the river have been widened so
that two large ships can pass at the same time. But I will not

~ dwell upon the details of my journey and will instead tell

"y

you about my arrival. From afar, Osta-Baille is very impo-
sing, justifying with its size and its architecture its status as
a great city of Tri-Kazel. When I arrived, the sun was
timidly casting its winter-weakened rays on the open gates
of the capital city’s harbor. Sails down, numerous ships
were anchored in the lake and I was lucky enough to see the
“Morgacht”, the boat of Taol-Kaer’s king. Ban’s lake is
moon-round, and the harbor takes the form of a crescent on
a good part of its periphery.

_'}Nelcomed by the unceasing roar of the Deoir, that never-

. ending waterfall belched from the mountain’s bowels, I

&

~ remember [ was sprinkled with thin droplets when I finally

Arweal family was controlling the docks, for as soon as I
arrived, one of its members came to us to record our names
in his sizeable ledger. I remember very well his hoarse voice
when he asked us about our business and how long we
expected to stay in town. He also informed us of a few rules
about how we were supposed to behave in town before
giving us a pass, which is mandatory to go around freely. It
is possible to get one at any entrance of the city, as long as
you do not pose a threat to public order. Should you come to
visit me one day, remember than you must not leave the
areas open to strangers, or you will be sanctioned. Ostians
care for their security as well as for their secrets. I could feel
people here were somewhat distrustful; but considering the
way things are nowadays, who could blame them?

As a Varigal, I did not simply come to visit this city. [ had to

look for a certain Master larann to deliver a small package
to him. I think my first ordeal was to find him in that huge
city clinging to the mountain. Once I had some information,
I knew I had to go to the Scholars’ district; however, to
reach it, I had to go through almost the entire city. At least
that is what I thought.
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Bdn's Compan]/ Note from Preden:

ere is what I found about the Arweal family previously mentioned by Ugaid. I do not know if such
h information is still relevant. Make good use of it.
“Born in upper middle-class and leading Ban’s company, the Arweal family is at the head of one of
Osta-Baille’s most powerful guilds and owns the greatest fleet of merchant ships. Currently led by its patriarch
Erman Arweal, a robust man with graying hair, the Company appears to be diversifying its activities. It is said
to be in contact with various organizations such as the Temple, or Reizh’s Magientists. Is it merely gossip
spread by competitors, or reality? No one can confirm either version since the Arweal family jealously keeps
its secrets. The other striking personality of that family is probably Erman’s daughter, Milena Arweal. This
young, slender woman is an unrivalled navigator, and is said to be fascinated by adventure and the finding of
treasures lost in the deeps. For that matter, the methods she uses to access them remain subject to many rumors

and some say she makes use of Magience.

The Arweal family is trusted by the king and enforces security by controlling the arrivals of ships and tra-

U"’"".

velers. This authority and supremacy are envied and contested by numerous rival guilds. The guild of
the Mac Niadan family, a powerful ship owner specialized in the escort of vessels transporting tra-

velers or cargo, can be mentioned as an example.”

the docks, which the locals call Osbeal. If I
understood correctly, it means “way leading to the sky”.
It forms a semicircle going through the entire lower town,
cutting across Céad and Thabair, the two streets coming
from the town’s gates.
The Osbeal has been built to facilitate traffic within the
- lower town and to allow quick access to Osta-Baille’s har-
bor and entries. Fifteen yards wide, it allows the larger cara-
‘vans to circulate easily. It is paved and serviced by a very
fficient sewer system dating from the town’s rebuilding
% gafter the Second Plague, when it was devastated by terrible
‘ﬁoods.
* The lower town is a city within the city, where one can find
»  all of life’s necessities. Most of its inhabitants descend from
the mountaineers who established themselves there in the

l followed a long street starting from

+
~past, or from the people who have come to settle as the years

went by. The great majority of those who live here are far-
mers, breeders, and craftsmen. They keep the capital city
®alive with their produce: they farm the vast fields on the

-Osca-Baille-

dther side of the Be 7
great road, supplying the g

- hlgher districts with food. In
Osfa-Ballle you could spend your
entire life only in this district, without ever having

to go up to the plateaus.
After following the Osbeal and Céad, I arrived at the base of
one of the two massive peaks bearing Diol and Tradail, the
two highest districts. The great stairs leading to Diol have
been dug in the rock during the first years of the town’s
creation. I can hardly imagine the thousands of people who
have climbed them through the past centuries. More than
one must have lost his breath during the ascension before
the Magientists, then under the direction of Athaontu, built
great machines capable of quickly going up and down from
the lower town to the higher town. To do so, they dug the
rock and created a clever system with pulleys and counter-
weights, the details of which I will spare you. Anyhow,
thanks to this, it is possible to quickly carry heavy loads up
or down. Likewise, inhabitants can make it to the higher dis-

tricts in great numbers without having to undertake a tire- -

some climb.
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he buildings’ architecture and the very design of
i the streets are different according to the city’s dis-
tricts and correspond to the various phases of
urbanization. The habitations built on the two plateaus are,
for lack of surface area, tall buildings, which led to new sto-
reys progressively being added to the houses. Bridges have
been built to link some of them and in the end, viaduct
streets were constructed. The whole thing looks messy, and
seems to remain standing thanks to some unknown miracle.
However, set your mind at rest, dear parents, it seldom
occurs that one of those edifices crumbles, at least not natu-
rally.
Diol is the not-to-be-missed district, the one where strangers
mingle with the population. It is the district of travelers and
':festivities where you laugh and cry, and where alcohol
intoxicates Ostians during long party nights. Here, you can
- find many taverns with owners and waitresses who will

,
-

- ' . gladly welcome strangers as well as Ostians. Actually, this
: -g‘p/‘ is the only district in which the former have the right to stay
E-’-"",:_ ‘to sleep and feast. Speaking about Diol, I have to tell you

(4

= bout the famous Architects’ Square. It is said that at the
- time of the construction works undertaken by Athaontu, the

. Y. r
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v -Osca-Baille -

esigned by Athaonta, the elevators are
machines with a carrying capacity of about
fifty people or a great quantity of merchan-
dise. There are three of them and they are maintained
by workers trained by Magientists. In spite of their
vigilance, it sometimes happens that one or two of
these devices break down.

Anyone wanting to go on an elevator has to pay two
ember Daols. This symbolic sum, paid to the
Magientists, ended up bringing wealth to the shops
where the elevators’ worn out parts are repaired.
Located next to Diol’s stairs, these shops face the
annoyance of the residents who put up with the noise
and pollution of the works going on there. The shops
are gathered in a great warchouse watched by a private
militia in the pay of the Magientists. The hangar itself
is filled with a heap of machines, of various materials,
and of spare parts stocked or even abandoned. More
than thirty people are employed there.

Suspected of using the money gathered from the
exploitation of the elevators to finance occult
researches and experimentations, Diol’s Magientists
have quite a bad reputation in the capital city. Primus )
Ector, a gaunt, untalkative man, currently manages v
their shops.

for passing travelers in Osta-Baille. I also saw a few buil-
dings of interesting architecture, such as what Ostians call
an amphitheatre: a semicircular stage located below stairs
called “tiers” welcoming the public. The best bards play
here, and I already had the occasion to spend some very
pleasant evenings here. )

I had the opportunity to cross a good number of cities since

I left Gouvran and I must say I have never seen a city as safe

as Osta-Baille. Between the guards and the Hilderin knights,
rogues keep a low profile. However, I have noticed the sol-
diers are somewhat nervous, which could be explained by
rumors of twisted creatures and Feondas, roaming at night
and emerging from the sewers. No one is able to offer proof
of such stories, but people are truly worried. I have been for-
mally advised not to go out when night has fallen on the
city, and I noticed that the windows of many houses have
bars on the first floor.
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]l ebuilt after the Second Plague, the modern Osta-Baille was conceived at the time by the Visi(;ﬁ;ry

Athaonti. A resolutely modern city, the means required for its remaking were the most important in the”

history of Taol-Kaer. Osta-Baille has a feeling of Magientist modernity, drawn from the cities of Reizh. It
abounds with small revolutions making the lives of the Ostians easier. Sewers, elevators, viaducts, Nebulars, so many
innovations that, for that matter, are so rare in the rest of Taol-Kaer. The most beautiful of those accomplishments is cer-
tainly the unseen one: the water-conveying system. Athaontu put in place a system using hidden pipes to bring from the
heart of Deoir’s falls the water necessary to supply the city.
Since the coronation of King Mac Anweald and his resolute policy for a return to traditions, Magientists have lost a lot of
their prestige. Although everybody appreciates the advances they have brought, many people speak of their disdain for the
peninsula’s ancestral beliefs and traditions. Their official presence being reduced, Magientists keep a very low profile and
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To me, the bridge linking Diol with Tradail is one of this
world’s wonders. Inspired by Magientist realizations, it is
about a hundred yards long and looks down on the lower
town. Clinging to the imposing mountain peaks like a spi-
der to its web, it looks like it can resist anything. At its
t extremities, guards stop passers-by to know of their desti-
Q nation and check the passes they received when they ente-
4 red the city. My Varigal status allowed me to cross the
bridge without much trouble to go into the part of the town
forbidden to strangers.

There, I was entrusted to Toscaires, people hired to take
visitors in charge. The one who led me to my destination
was named Erildin, and we very quickly took a liking to
each other. I think I befriended him, and I hope I can intro-
duce him to you one day.

- you can seldom be seen wearing their distinctive clothes in the streets of the capital city.

Tradail is the district of trades and guilds. The buildings are
more recent than in Diol as they were rebuilt after the
Second Plague. Relatively unpopulated and abounding
with large avenues and squares, it is a place of flea markets,
trades, and bazaars. Moreover, a good portion of the guilds
have a branch there, so as to be represented in the capital
city.

In Osta-Baille, vegetation is a rare thing. Although the
houses are often covered with a green moss, its growth
favored by the ambient humidity, there are few trees and
flowers. That is why the Ansailéir had three great gardens
built in Tradail, where you can find incredible specimens of ‘g
the Talkéride flora. Those gardens are, I was told, a place
where conspirators meet, but also the favored spot of cour-
tesans. The district of Tradail is the place to go for all of
those who come to do business in Osta-Baille. It is veryig@

likely that if you are looking for any merchandise or pros
duct, you will find what you seek. 1

f there is one place to see in Osta-Baille, majestic and bathed in a
supernatural aura, it surely is Taol-Kaer’s grave, located right in the
center of Tradail. Seven aligned rocks form a cromlech circling a e
huge marble slab on which is written in the tongue of old: “The hero sleeps ﬁ
the sleep of the just, and shall come back when time crumbles.”
% A mysterious sentence, from which many legends were born. What is
known about the tomb only reinforces the enigma it constitutes.
During the Second Plague, every building was in one way or another
ravaged, except for one: Taol-Kaer’s grave, which had visibly
suffered no damage... -
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il " Deoir's Flowers
rd o) ! J"

= o« his is probably the most known herbalist
-0 i shop in Osta-Baille. A branch of the
: Horticulturists, a famous guild of herbalists,
this shop contains treasures coming from all of Tri-Kazel.
It owns several neighboring greenhouses where garde-
ners nurture rare plants. The rest of the shop is a vast
library where books stand near many misshapen bottles. b
The heaping of vials and the lack of light necessary for d@/ 3
the protection of the most fragile petals give this place an /
unmatchable atmosphere. The place is run by professor
Tallafor, a short smiling man wearing small magnifying w
spectacles.
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his armory belongs to the Boilermakers guild, which

i owes its name to the activity of its creator—Garrick

Jamial, a cauldron maker—and constitutes a very

powerful guild of armorers in Taol-Kaer. The Jamial family is

still at its head today. Their emissaries seek Tugarch’ in all Tri-

Kazel, and their artisans are rumored to be the last of the penin-

sula to know how to work that legendary metal. The king often

calls on the Boilermakers’ services, notably to equip the Hilderin
knights, which gives them great prestige in the capital city.
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Antiquities of CTradail

+

irmin Floyd was the first antiquary on the plateau and
made his fortune at the time of the reconstruction
undertook by Magister Athaontii. Owners fascinated by
Magientist novelties abandoned many ancient objects. The
merchant meticulously gathered things that would otherwise
have ended up in a furnace. Little by little, he acquired
a unique collection. Today, the Floyd family is a
legend in the world of antiquaries. It owns in
Osta-Baille a warehouse where the peninsula’s
greatest collection of ancient objects is gathered.
“Antiquities of Tradail” is the small shop that
once belonged to Firmin Floyd. It has been kept
by the Antiquaries guild and you can sell, buy,
and exchange many objects there.

During my journey, I could only see the district of
Uasal from afar, and my Toscaire took care to
keep us away. I easily understood that I was not
entitled to go there without an authorization and
that my social rank probably forbade me from ever
penetrating its walls. However, I learned that the
nobles are very hungry for knowledge, mainly the
Magientists’, and that those are more likely than
others to gain entrance to this district. Being gran-
ted the advice of scholars seems to be favorably
regarded in the court and during social events orga-
nized by the Ostian high society. The district of Uasal is
worthy of its dwellers’ ambitions: there is space, foun-
tains, and several high mansions look down on the poor
commoners living in indigence. Uasal is resplendent with
bright colors, contrasting with the rest of the city of greens
and grays.
Below Uasal was the destination of my journey, Saoithin, the
district of the Scholars. I remember I was impressed by the
place’s heterogeneous architecture. It was there, in that old
district built according to local traditions, that Athaontti founded
his school dedicated to Magience. Some people are convinced that
he did not build it in that location by chance, but I learnt nothing in
particular to support such a suspicion.

-Osca-Baille-
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Achaorci's Univers it]/

ffered by King Kailleach to Athaontt to thank him for the reconstruction of Osta-Baille, the university was
built according to the architectural principles of Magience. Twelve years ago, King Erald Mac Anweald shut
down this symbol of the incursion of Magience on the peninsula’s ancient lands. That closing followed a
serious accident in the university: an experiment turned out badly, and triggered an explosion in a laboratory followed
by a foul, greenish smoke which spread into the neighboring streets. This emanation contaminated part of the district

Although it has been closed, rumors have it that the building is still used, in spite of the vigilance of the
a .. soldiers patrolling the district. Smugglers, courtiers, and Magientists are one after the other
: “ accused of going there at night to secretly organize meetings with sibylline motives.

men and women eager to know the ins and outs of our world’s mysteries. I spent a few hours there, and it is a place . ‘

of exchanges between the various schools of thought and belief, where you can even see Magientists fraternizing with
faithful of the Temple. The great library is without a doubt Saoithin’s most important place. L8
To finish, let me tell you about Riochas, which overhangs Osta-Baille and dominates the city with its imposing helght ot %y. ";/
The king’s castle is carved in the heart of the mountain. Only the great walls are visible with their large doors sym—
bolically held open since the end of the great war against Gwidre.
Father, Mother, I will send you another letter soon. I plan to stay in Osta-Baille for a week, and then, I will have to leave.
Kiss Dearthair and Inion, who I will not see grow up. I bear you in my heart. I miss you.

Your son

; . Cgaid
Who Leads Osca-Baille?

O sta-Baille is managed by Ansailéir Eober, seconded in this task by governors who are five in number,

S aoithin is also home to the great library of Taol-Kaer, where invaluable books are read and reread by dozens of curious _

"b_' Ty

one for each district. Riochas is led by Mastre Gréldir under the aegis of King Erald Mac Anweald.

Each governor chooses three people who stay for a year in the district they lead; they bear the title of
administrator. Once a week, the Ansailéir gathers the five governors and their assistants to take care of the city’s
business. When an important decision comes up, a vote can allow a settlement between conflicting opinions. _*
The administrators bring one vote each, each governor votes as if he counted for three, and the Ansailéir A
for five.
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Do not come!
I refuse to greet you, to encourage you by whatever kindness
to think you will be welcome here! A thousand times would
I prefer to harm you rather than see you come to this city,
seduced by its beauties that are nothing but factitious lies! If
you had seen what I have seen! But I do not want you to risk
being exposed to those horrors.

Therefore, heed me, do not think I am depicting an atrocious
image of the city by some kind of morbid enjoyment.
Everything I will be telling you is the exact truth and I hope

: : % will be enough for you not to leave our home.

As you know, I had a hard time finding work, and so, I had
~ to take up everything nobody else wanted. Maintenance of
the sewers, rat hunting, night patrolling, grave digging...

- Believe me, the reality under the surface is very far from what the guides say about the city!

s
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gle for it and will do anything for a little more of it.

The more gold there is, the more those who already
have some are terrified at the idea of having less than a rival.
All of the city’s political system is based on patronage, a
relation of gifts and dependency. Know the right person,
make sure he owes you; that is the key to everything.
Do you want to be taken care of in a dispensary or a hospi-
tal? In theory, hygiene in the city is a priority to avoid epi-
demics. In practice, you’d better give an ember Daol to the
guy at the entrance, another to the assistant, and an azure
one to the doctor. Double it, at least, if he must be disturbed
at night, and more according to the district.
If you are socially above them, then everything is fine.
Otherwise, you are useless to them, and the only value they
give you is that of your purse. And I am not even talking
about the way they look at the “hicks” from the countryside.
Oh, some young people are welcome, those who have
family here, a place to go, or who simply are extraordinarily
lucky. Such is not the case for everyone, and I learned one
thing: one should not rely on luck.

' I nywhere there are riches and power, dogs will strug-

Waic-and-see and Drestige

What happens when everyone wants to shine, to let his rival
wallow in some disastrous failure, to take his place as
quickly as possible in a context in which fortunes can be
made by speculating on commerce and science? It is very
simple: when there is a risk, everything is weighed accor-
ding to the political interest there is to draw from it. To seem

!
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ere is the anonymous text on Osta-Baille |
told you about at the beginning of my letter.
It seems to have been written by a man who

P

1 worked there at night. So many are those who narrate
l Osta-Baille’s splendor, whereas the shadows in this 1
3 city seem to harbor the worst abominations. ‘
BN

-\ '|

- & Be careful,

efficient is much more important than actually being so.
You don’t believe me? Let me tell you a story that almost
took a turn for the worst. It all began as I was setting rat
traps in the sewers along with one-day colleagues in the
administration’s service. We came upon a purulent, bloated
corpse. It was a woman, or at least what remained of her,
partly devoured by the rats. At the morgue, we were told she
had died from a strange illness. Soon after, we started get-
ting other cases in the port’s lower districts, near the sewer's
main entrances. We saw the problem coming. We had to find
where it came from, and we had a lead pointing to the higher
districts. Our superior refused to allow us to investigate
there. Why? Other officials would have known there was a
sanitation crisis among us. So the district’s big shots had the
sick ones put in jail; some survived, others didn’t. We never
knew what caused that, and I wouldn’t be surprised should
that filthy thing reappear one day, but worse.

Liq]ﬂts and Shadows of' Uasal

It’s not for nothing that the nobles from the district of Uasal
hide behind their walls! Oh, of course, it is very beautiful
there: gardens, courts, classy buildings... How can I know
all of that when, supposedly, commoners like me should
never set foot there?

This law preventing coming and going, it is already a sign
of the city’s rotting state. When people use their relations to
impose laws serving only them, the situation can only dege-
nerate, that’s for sure. Small step by small step... Nobles are
very far from being innocents worthy of the moral qualities
their arrogance credits them with!

In order to ensure themselves idyllic and absolutely perfect
days, they make it so that the lesser servants, who are of
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course numerous, remain as quiet as possible. It means coming early in the morning or at nightfall to do your work; going
through back alleys which are this district’s trademark, or through more or less secret passages built by such or such family
through the sewers which, as a result, are quite lively. In the whole city, the sewers’ network can be traveled, but here, the sys-
tem was brought to its maximum. Servants, maids, cooks, tutors, artisans for various repairs or delivery boys supplying the

reserves... All of these fellows know the secrets of the high society from up close. It is not rare that prostitutes are discretely / fé
brought, sometimes very young girls straight from their native countryside. o
To work, you must have a mission letter marked with the seal of a family head, so as not to be brutally expelled. Beware, I fw;i
do not mean that you are just thrown out, but that the guards on duty actually do as they please. Some do not hesitate to take NG
your money, women have to take the soldiers’ goodwill out in trade, and occasionally, they decide they don’t like a guy’s face Y/
and murder him, just like that, for “fun”... ’,;

Niq]ﬁts of' Osca-Baille
A Cit:]f Under che Suvf'ac:e

that magnificent city”... Each time, it makes me

want to throw up. During the day, you can still
believe safety is guaranteed. But when you live here for
a while, you know you must not go out at night unless
you have a very good reason, a sharp weapon, and if
possible, a comrade in arms. Past the sunset, you should
be wary of everyone you come across, and that goes for
the guards as well.
The shadows are those of armed beggars, of gangs of
lost kids who do not hesitate to beat drunkards to death
for the few coins they carry... Bandits are on the prowl,
and to them, the only good witness is a dead witness, as
it is the only way to avoid ending up on the gallows for
robbery. The law refuses to leave people living as crimi-
nals alive, but precisely, the threat of being hanged leads
them to an even greater violence, to ensure they are not
recognized. They dump their victims’ bodies in the
sewers. They are not all dead when they are thrown
away, but the rats and other things take care of finishing
them off. The currents drag the body away from the
scene of the crime to carry it downward, towards Ban’s
lake, and rats make identification hard... Actually,
investigations on street crimes are practically impossible,
and the murderers’ impunity is a fact of life.
You can find anything in the sewers, not just victims of
aggressions. When someone does not want a child, the
newborn is simply abandoned there, left to the rats and
to a cruel death in darkness, horror, and despair. And
that is not uncommon, believe me, I picked up many
lifeless small bodies...
At night, mostly cutpurses prosper, affiliated with such-
and-such band for their “protection”. At night, the most
frightening of faunas considers all the streets lost in the
shadows to be part of its domain. Often, they come from
the port’s district, where prostitution and smuggling
feed the most powerful of them.

S ometimes, I hear travelers say they feel “safe in

Others dwell in the sewers to take shelter during the
harsh winters. The city depends on its water supply all
year long; it is therefore essential that it remains in a
liquid state whatever the weather outside. So, the sewers
have been built to maintain a fresh, but constant tempe-
rature. The poorest take advantage of this to take shelter
in spite of the rats, the stench, and the fact that you
sometimes discover bodies literally torn apart.

What is the nature of what lurks in there? I do not know.
Some talk about Feondas, but I can only say I once saw
a figure reminding of a stooping man, moving as
quickly as stealthily.

Cime of DLQ(} ues

And still, all of this is when things are going well! It
only takes a bad harvest to see the price of bread soar,
waiting lines in front of bakeries, and riots of starving
people capable of lynching those opposing their wrath!
Shortages are not uncommon, at best one every ten
years, they say.

Hunger is always the companion of hatred and sickness.
In winter, people mostly die of pulmonary infections, in
summer, it is the season of fevers; rats, fleas, and lice
multiply. Fountain poisoning has always been dread-
fully feared, and in such a case, foreigners are bound to
be the first to be accused.

This city welcomes travelers, but at the slightest pro-
blem—unemployment, shortage, or sickness—foreigners
somehow are in the way. Osta-Baille will never be a
home for us. I will leave as soon as I can put some
money aside.

Once more, I tell you: do not come here.
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them enough to be able to say I know them well.

is the metaphor that naturally comes to my mind
when trying to describe Gwidre’s inhabitants, miss.
* They are said to be stern, taciturn, sad, and cold. Yet, having
been among them for a long time, I can tell you that this first
impression, as strong as it may be, is very far from showing
- the truth. It takes time to obtain the trust of a Gwidrite, so
* that he may freely open his heart and tell you about himself
and his country. But then, what fervor, what joy, on your
interlocutor’s previously rigid features!
To understand the Gwidrites, you have to remember the
miracles and promises of Soustraine. The mere mention of
the Temple’s founder gives them the necessary strength and
courage to go on with their daily tasks, without ever giving
up in front of adversity’s many faces. Gwidrites believe they
bear on their shoulders the heavy burden of freeing the
peninsula from the Feondas and from the other threats han-
ging over the kingdoms’ happiness, Magientists being
among the first on the list. The depth of their devotion to this
objective is only equaled by the energy they apply to it.
Thus, their taciturn and stern character is but the reflection
of their inner concentration.
Gwidrites are indeed continually absorbed with prayer,
,' which is for them an authentic spiritual attitude going
o beyond the need for words, dogma, or decorum. They never
L T allow frivolities to break the attention they focus on their
~ God. They are all the keepers of the precious light entrusted
the One God and they make a point of not letting this
ght go out. Therefore, their acts are dictated by alertness
perseverance, and not by some alleged xenophobia.
from their image as religious fanatics, widely spread

! matrix of austerity around a luminous crystal; such
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t is now time, young lady, for me to tell you about
your father’s native kingdom. In Taol-Kaer, there
are many unjust and unjustified rumors about
Gwidre, most of them linked to the animosity
Talkérides hold against the representatives of the .
Temple. Fortunately for you, your mother is more ) o
enlightened than many of her fellow nobles. In spite of my

bad reputation maintained by narrow minds, she decided to hire
me to perfect your education. I hope that I will be worthy of my function as a tutor and that I will manage to
inculcate you in some fundamental truths about our beloved peninsula. Although I am not Gwidrite myself, I have lived among

because of the unfortunately bloody actions of extremists,
Gwidrites look at existence with utmost lucidity. They
consider it natural that religious events mark the rhythm of
their lives; ceremonies and sermons concentrate within
them Soustraine’s message and clearly express the will of
the Creator. These are necessary milestones on the road to
hope, reminders of what matters; conversely, they also bring
to light attitudes one must avoid, for those bring but lies and
vanity.

Along the centuries, Gwidrites have acquired a discipline.
Its origin lies in the models of firmness and reason that their
first monarchs were, and of which Eothen IV is indisputably
the paragon. Respectful of the divine law as well as of the
laws enacted by men, they work zealously for the good of
the community. Of course, those who do not work toward
the general goal are severely reprimanded and they may
even spend some time in the rooms of “return to reason”. It
may seem harsh, or even excessive, but the results stand and
Gwidre is a rich kingdom, with a strong army at its service
to defend it against inner threats as well as outer ones. :
As you can see, miss, we are far away from the untrustwor-
thy stories going on about alleged sacrifices and tortures. = ’,A
Gwidrites hate senseless suffering and pain. Both play a role ' £ xa
in re11g1on because they can harden the soul and the body toi F

enjoying it intermittently. Above all, they know they must
remain focused on their objectives if they do not want to
give in to discouragement.
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obviously, on their spiritual life in particular. One of the most visible consequences of the new

religion’s rise to power was the almost systematic destruction of the stone circles, most of them
inherited from the faraway Aergewin. The megaliths, after they were roped, were pulled down by oxen
or Boernacs. Some were transformed into construction material, but most often, certainly because of an
atavistic superstitious fear, they were thrown into streams, the Pezdhour River, or the ocean.
Of course, Demorthén and people faithful to the ancient traditions violently opposed the destruction of
their places of worship. Blood was spilled, lives were broken, but in the end, the Temple relentlessly
went on with its task of “liberation”, until it had practically erased all trace of the ritual stones from the
West’s fertile plains. The Demorthén, along with some of their most zealous followers, fled into the Mor
Roimh Mountains, where they determinedly raised new circles of standing stones in hostile and remote
places.
It is told that sometimes, during particularly dark nights, pale figures seem to hover above the ground,
tears of blood slowly seeping from their dead eyes, hands held in front of them like vengeful claws. They
whisper the names of those who had brought down the ritual stones in the past, and in the morning, the
unfortunate ones who were called are found dead in their beds, their eyes wide with fear, streams of
blood oozing from the corners...

Che Temple’s advent in Gwidre had many repercussions on the life of the inhabitants and,

Tales of Tri-Kazel, Volume I, by
Kathryn Kalbeth.




A New ]:ait%

S ince the year 775, the Temple has been the official reli-

gion of the kingdom of Gwidre. This conversion, initia-
ted by King Eothén IV, was largely followed by the peo-
ple. Remote and wild regions of Gwidre may remain faithful to
the Demorthén beliefs, but a majority of the kingdom lives h
according to the precepts established by the prophet Soustraine.

-
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During winter, frost is commonplace and tempera-

tures reach negative values, for the most exposed

places.

The lush western half of Gwidre is known by the
name Abundance. It comprises many lands made
fertile, in spite of the hard weather, by irrigation
and serving as fields and orchards as well as vast
pastures for sheep, bovines, and goats. Typical vil-
lages of Abundance always include the high,
square shape of the local church or chapel, and the
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et us now examine in greater detail, if you please,

" A 3 I miss, the geography of Gwidre; this will surely allow

you to understand the influence it can have on the
natives’ mentality. The kingdom occupies a slightly bigger
territory than Reizh, but is much less wide than Taol-Kaer.
Ard-Amrach, its flourishing capital city, is located along the
Pezdhour. That river, its still waters springing from the
Ordachai Peak before forming a large bed, branches into the
Almerine Delta, about three hundred miles to the northwest.
Gwidre’s only river—except for the Krezdhour in the south-
west, which forms the natural border with Taol-Kaer—the
Pezdhour has been given a multitude of artificial arms by
digging long irrigation canals to supply the western plains
with water and silt. These important works were executed
under the supervision of the Temple. In its entire eastern
half, Gwidre is occupied by the Mor Roimh, which literally
cut Tri-Kazel in half.

Whereas Taol-Kaer and Reizh benefit from the protection of
the Mor Roimh, which stand in the way of the violent, dry
northern winds, the plains of Gwidre suffer them directly.
The weather is particularly harsh and temperatures sel-
dom rise above seventy degrees in the heart of
summer.
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Forest
of Whispers y

compact figures of small, but sturdy cottages made
of wood or daub. Those are circled by the green
and yellow stripes of the fields, spreading as far as
the eye can see, sprinkled here and there with a few groves
of broad-leaved trees and thornbushes. The yellow flowers
of gorses and the mauve ones of heaths frame long dirt
roads; you can find them growing along low walls or hedge-
rows delimitating the periphery of the cultivated lands.
Many odoriferous plants grow randomly or in flowerbeds
disciplined by man’s hand, and everlasting winds carry their
fragrance through the dry air.

Gwidrites are not famed for their skills as decorators, and it
is true that buildings are almost exclusively functional.
There are no statues, sculptures, engravings, mosaics, or
embellishments. Right angles, robust pillars, small windows
letting in little light, massive towers, flat roofs; such is the
typical architecture in Gwidre. I will add that many feature-
less wells and taps are set at every strategic spot of the
agglomerations, whatever their size, and must remain unu-
sed during the coldest weeks so as to avoid water freezing.
This has a very precise reason: eastern winds dry the earth
and the materials terribly, and the smallest spark can set a
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village aflame as if it was a piece
of straw. Therefore, the access to
water and the ways of conveying it
are, along with the defense against
Feondas, the major preoccupation
of the inhabitants.

Rumors have it that on the whole
littoral border, an evil wind called
the Ast-also known as “The
Traitor’s Kiss”—soft, but terribly
dry, sets grass and small trees
ablaze with merely its breath.
Whether this is true or not, fires
have left many scars of charred
earth all over Abundance, and
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Bancloch's G uild
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Ibanite is a rock of immaculate whiteness, very dense, and extremely resistant. It can only be found at
A one place in the peninsula, Arden’s quarries, located a few miles away from Gwidre’s capital city. Most
of its inhabitants are convinced that this is a divine gift, although the discovery of Albanite greatly pre-

cedes the coming of the first emissaries of the Temple to Tri-Kazel. However, they precisely claim that this holy
offering was a sign announcing the favor of Gwidre by the One God.
, Either way, Albanite has always been mined by Bancloch’s guild, an organization as powerful as the rock’s price
| is high. Three quarters of the stones extracted from the quarries are reserved by royal decree for national use and
' cannot be sold to the other kingdoms. However, the remaining quarter can be bought at phenomenal prices and
only kings and the richest lords of Taol-Kaer and Reizh can obtain some.
Bancloch’s guild, owner of Arden’s quarries, is immensely rich. At its head is the patriarch of the Mac Mannan
family, Priadn, a cunning and careful man, who never goes without his two bodyguards, Bor and Karadnen,
colossi who have sent to the grave more than one thief or debtor. Rumors claim that since the mysterious disap-
pearance of his wife, three years ago, Priadn frequents Mist, the strange mistress of the guild that rivals the Each’
Fist, though nobody could ever prove such an assertion.
Of Priadn’s two sons, only one plays a role in the family business since the elder lost his mind in mysterious cir-
cumstances. Draydn, the younger son, directly supervises the extraction of Albanite, and never goes without the
ten men at arms charged with ensuring his security. Indeed, Arden’s quarries are not that safe for the Mac Mannan
.. family. The workers are very badly paid and work in particularly hard conditions, with merely a break at mid-
day for lunch. Several riots occurred in the last decade, during which dozens of workers found their deaths

" ; at the hands of soldiers in the pay of the Mac Mannan family. A fierce hatred nests in the heart of many
- workers, and some think about a plan to make Draydn fall in a deadly ambush.

:
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he western half of Gwidre is entirely covered by
i the giant range of the Mor Roimh Mountains, the
highest peak of which is the Ordachai. Few
Gwidrites stay here, even if compared with Taol-Kaer and
Reizh, there are many more of them who have chosen to live
in trying conditions. Villages were built in middle altitude
valleys, but it is not rare that you can find chapels and ora-
tories of the Temple at the summit of the mountains.
Hermits and a few priests, recommending a harsh asceti-
cism, live in those places of faith lost in the middle of now-
here. And, unfortunately, it is also not rare that they are des-
troyed in Feond raids.
Some Gwidrites have discovered ancient cities dug into the
. rock walls, left empty, and have decided to settle there.
& Once restored, those stone cities could house up to three
T thousand individuals, providing them with the
= means to supply themselves with water and to

L fend off Feond attacks. It is said there exist half a
A% dozen of these underground cities, but for my part,
e [ have only seen one. In winter,
. passes and paths are obstruc-

ted by thick snow and
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Che Corvus Abbe]/ '

: mong the border fortresses where the young
AGwidrite soldiers serve, there exists a fortified
y abbey with a sinister reputation. Its troops are made
up of criminals and felons sentenced to several years of
military service. The Corvus abbey is located in an extre-

mely dangerous region, and very few prisoners live
i through their punishment.
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tic religious people. Priests, as well as warriors, those
faithful of the Temple apply themselves to lead the
scoundrels they are sent on the right path.

s

o
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buffeted by ferocious gusts of wind. Only a madman would
then venture to travel in the mountains.

Precariousness induced by difficult life conditions only
strengthened the solidarity and selflessness of the inhabi-
tants, who find great comfort in the weekly ceremonies cele-
brated by the representatives of the Temple. The mountai-
neers’ faith, constantly tested, is even more deeply rooted in
their hearts and souls than that of the western Gwidrites. At
the price of a hard and constant labor, the inhabitants were
able to make their small agglomerations havens of peace
and safety in the middle of a hostile environment.

Gwidre has installed Inguards along the Krezdhour River, as
well as on the roads crossing the mountains and leading to
Taol-Kaer and Reizh. Soldiers serve here three years in a
row before letting their younger brethren take over. Every
man old enough to hold a weapon-that is, of at least sixteen
years—is bound to fulfill such a duty. The soldiers designa-
ted to protect the borders at high altitudes are picked
randomly, and get one : o
month

of freedom before going to
one of the many outposts, in which they make sure no indi-
vidual enters Gwidre without being authorized to, and also
take part in Feondas elimination missions. Two soldiers out
of five will not come back, victims of the biting cold, of
Feondas, and of episodic incursions by Taol-Kaer or Reizh’s
armies. They are celebrated as heroes, and their families are
given medals of honor by a military officer charged with P
civilian relations, as well as a fine sum by the Temple. This
money will be used to lead a proper funerary ceremony, «
even if this almost always happens in the absence of the 3 _‘-5:: i
deceased’s body.

—_—
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f the other kingdoms can pride themselves on having

several major cities, such is not the case of Gwidre. All
the power is condensed in a single place: its capital city,
Ard-Amrach. Populated with almost fifty thousand inhabi-
tants, Ard-Amrach is an imposing city that can be seen seve-
ral walking days away. Built with Albanite, three imposing
outer walls protect the inhabitants. They stand twenty-six,
thirty-nine, and more than sixty-six feet high respectively.
The outer walls were built this way so that should one of
them be taken, the next one’s defenders may easily fire pro-
jectiles on the assailants below. However, with the excep-
tion of the dreadful attack of 725, the first wall-and with
greater reason the two other—was never taken. Moreover,
Feondas never ventured in the proximity of the city since
this attack, as if they were repelled by a mysterious charm. ..
The three concentric walls defend Ard-Amrach from the
south, the north, and the west, whereas at the east, military
and fluvial harbors are protected by heavy chains fixed to
massive fortified towers integrated to the walls. Small doors
were opened in the eastern walls to facilitate the carrying of
goods from the docks.
A series of three great double doors open on the western
walls and constitutes the only land access to Ard-Amrach. A
large alley paved with Azulrock allows access to the
suburbs, under the strict observation of the local militia kee-
ping watch from the cover of the arrow slits and from the
parapet walk. What are called suburbs are actually the com-
mercial and popular districts of the capital city. They were
built at the foot of the huge hill supporting the Noble March
(Ard-Amrach’s high districts), the Holy March (reserved to
the representatives of the Temple), as well as the king’s pri-
vate gardens. At its top, there is the Iradion, the splendid
royal palace with its high Albanite donjon rising proudly
toward the sky.
Entering Ard-Amrach, a visitor will discover a noisy town,
agitated by the incessant coming and going of pilgrims,
merchants, porters, militiamen, and representatives of the
administration and of the Temple. Three quarters of the
city’s inhabitants live in the suburbs. They work from sun-
rise to sunset, at which point they stop all activity to spend
an hour in prayer, be it at their workplace, in their home, or
in one of the many chapels built for such a purpose.
Foreigners are invited to keep silent during the whole dura-
tion of the prayer. As a general rule, they take this opportu-
nity to have a good meal in the quiet inns and taverns
remaining especially open for them.
Offenders are warned verbally the first
time and, in case of reiterated distur-
bance of public order during the holy
hour, they are to spend the night in the
nearest guardroom. For those who
have still not understood the lesson,
" ~_ there is no lack of jails in the capital
city... Only the members of the mili-
tia and of the private guards do not
pray during the holy hour, for obvious
reasons of security; they fulfill their
spiritual duty before going to sleep.
This is also the case of the innkeepers
o - housing foreigners.
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The wealthy and leading citizens, as well as the members of
the Temple, can access the Noble March through stairs or
strongly inclined ramps. Located nearly one hundred and
sixty feet above the suburbs, Ard-Amrach’s high districts
present large, straight avenues, bland but tasteful buildings, w43,
small parks, and kiosks that lean against massive hexagonal
pillars. To enjoy these astonishingly picturesque places for a
people little inclined to decoration, one must have the neces- oy
sary authorizations. The militia ruthlessly sends away all
those who do not own the documents proving their legiti- L
macy to access the Noble March. 4 el
Beyond this, three hundred and thirty feet above, the Temple =
occupies the Holy March with a vast, bland, and massive A4
architectural complex, the central point of which is the N
Prima Cathedra, a huge church built in 747. Inside, those ;4
officiating are Hierophant Anthénor, personal advisor of the -
king, and the many priests under his authority. Every day, =~
hundreds of pilgrims—escorted by the royal militia—go to the
Prima Cathedra to pray, as well as in the many adjacent cha-
pels. A colossal clinic, located on the southern part of the
Holy March, welcomes the most seriously ill, as well as the
invalids or the heavily disabled. Miraculous recoveries hap- L
pen each day here, but the Temple must refuse new patients
every day. A deep calm hangs over the whole of the Holy - '
March, creating an almost supernatural atmosphere exalting
in the hearts the necessary fervor and mysticism for acts of
faith. ‘
Looking down on the spiritual complex, the royal gardens
form a luxuriant monochrome tapestry; a terrestrial vision
of the ice paradise promised to men when their spirits join
the spiritual world. A hundred landscape gardeners work
here all year-round to make it one of the wonders of our
peninsula. This place is unique in a kingdom that, inciden- =
tally, distinguishes itself by the austerity of its works. It is
said you can find plants from the Continent, and from every =
corner of the peninsula, all of them in white, luminescent
hues. From the humblest floral composition to the complex = =
and symbolical labyrinths, everything is made to draw the
mind toward reflection and amazement, and the soul toward
relaxation. Belvederes suddenly revealed beyond a vegetal -
archway offer stunning viewpoints on the river, the city, or.
the plains of Abundance and their fine threads of silvery
channels.



Standing majestically at the top of the hill, the royal palace is defended by a circular outer wall, ten feet high, restlessly patrol-
led by the most vigilant members of the royal guard as well as Temple Blades. The square Tower, or Tower of the Order, rising
above the central part of the palace, contains the royal apartments, which remain of an astonishing sobriety compared with
those of the kings of Taol-Kaer and Reizh. A massive construction of fortified stone, the tower is nearly a hundred feet high, oo
and its top stands more than a thousand feet above the level of the Pezdhour. Like a slumbering mineral giant, its impo- \.3';' [
sing shape is only bored with a few high and narrow windows, reminding of half-closed eyes lost in some appea- ".;.I’
sing dream. b

Private audiences are held in the south wing of the palace. Also, once a month, everyone can come to
 present his complaints in the Hall of Hearings, a long rectangular room of amazing acoustic pro-
perties, with on each side ten alcoves, which contain the busts of the previous reigning Ag
monarchs since the settlement of the Temple. Occupying a great part of the central buil- "‘ij]
ding, the Hall is a construction dating back to the ancient times, which was integra-
ted to the current palace by the royal architects because of its remarkable state of :
conservation. It is accessed through the royal court, which has the royal sta- el
bles on its left side; a long T-shaped building made of rotproof wood contai-
ning His Majesty’s forty horses. These splendid equines only carry the king
and his relatives, as well as the couriers he sends all over Gwidre.

The north wing is the place for reunions between the king and his advisors,
as well as for the banquet hall, the kitchens, and the Library of Laws, the
shelves of which nearly crumble under piles of codices and volumes about
the various forms of legislation. At the west, the great library occupies a
hemispheric building, linked to the palace through an elevated covered
walk from which you can admire the glittering bed of the Pezdhour. In this
library, you can find the official chronicles of the kingdom, account books,
reunion reports, but also less formal texts such as scientific or historical
treaties. Religious texts are kept by the Temple in the Hierarchary, adjacent
to the Prima Cathedra.

Che S]ﬂacl]/ Side of Ard-Asmrach ¥

Confidential report addressed to his eminence, Lord Rokr’an Firdh

ou might believe that the criminal kind does not have the means to exercise its questio- 3 -
nable activities in a city like Ard-Amrach. However, such a judgment would be founded on ¥
the evidences of a reassuring facade maintained by the power in place. Never would the king, his advisors,
or the high dignitaries of the Temple admit that punishable acts are committed each day in the suburbs and,
rarely, in the higher districts. Yet, such is the reality hiding behind the sparkling immaculate walls of Gwidre’s capital *
city.
For the most part, Gwidrites are respectful of the laws, or more exactly, for part of them, aware of the severity of justice.
However, a certain part of the population, even if it is just a minority, intends to make its business as it pleases. One part
of this minority is made of opponents to the Temple, and another part of hardboiled criminals. The first ones seize every .
opportunity to throw a stick in the wheels of power so as to bring back the ancient traditions. They have at their dispo-
sal an important influence network, the most important figures of which are among those closest to the king. Spies from
Taol-Kaer and Reizh have infiltrated them and now supply them with help, while benefiting from their information. The
king is aware of the existence of these “protesters”, but he seems to ignore that they get support from the highest spheres
of power.
The exercise of actual criminality has been exploited by two organizations. The first one, historically constituted soon 4
after the foundation of Ard-Amrach, was able to maintain its authority all along the centuries by seeing to the obedience
. of its members through the immediate application of expeditious punishment. Called the Each’ Fist, this guild of wrong-
- doers specialized itself in the robbing of strangers, extortion, burglary, and forgery.

Recently, a new organization has formed and makes cash by trespassing on the Each’ Fist’s activities. Perfectly
disciplined, its members always manage to disappear without trace or to make the members of the Fist fall into
ambushes. Rumor has it that a woman of great beauty, with an extremely pale complexion, goes around in the
suburbs at night, and that the touch of her icy fingers freezes forever the heartbeats of her unfortunate vic-
tims. People call her “Mist”, and it would seem she is the one leading the criminal organization rival to
.the Each’ F1st
L]
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the official cult in this kingdom. Each person entitled to administer justice must refer to the holy texts to pro-
nounce a judgment, the only exception being the king who has kept a total sovereignty in that matter.
Religious tribunals are a specific magistracy for the Temple, and they only settle internal cases for the cult. Essentially,
they judge the members of the church deviating from the path enacted by Soustraine, notably when breaking the
Ordinances. In religious cases implicating common people, such as
heresies or violence against ecclesiastics, it is possible, with the
agreement of the royal authorities, that suspects may be judged by
a religious tribunal.

C he judiciary system in Gwidre is based on Soustraine’s writings ever since the religion of the Temple became

L

A Ceroralized Dower

' he current king, Dalenverch IV, is a relatively young
i man of thirty years ruling Gwidre with an iron fist in a
velvet glove. His face sometimes shows deceptively
simple features—you can believe me, miss— under salt-and-pep-
per hair cut short (a compromise between the ancient clan
fashion and the austerity of the priests’ shaved heads). Even more
than his predecessors, he gathers in his hands an almost total
power, from which only those who manage to get into
his good graces benefit.

' '4} The Hierophant Anthénor, high chancellor,
L supreme ruler of the Temple in the peninsula,
and Dalenverch’s special advisor, is, according
to the rumor, the only one having some

influence on the king. Currently the last repre-
sentative of a long lineage of spiritual guides,

Anthénor must know that the current king, as favo-

rable as he may be to the interests of his religion, is
much harder to maneuver than the previous monarchs. He
is therefore said to try by all means to make his cause progress,
going so far as to distribute plenty of Daols or sumptuous pre-
sents to those whose services he requires. According to some, he
would draw as he pleases from the abundant treasure gathered
by the Temple along the centuries...

The many lords of Abundance grumble against the king, who
according to them, deprives them of their natural preroga-
tives. The management of resources placed at their disposal

by the Crown is scrupulously controlled, and Ard-Amrach
often meddles with their private accounts. If a crime goes
beyond the local lordly jurisdiction—-which Dalenverch can
decide at any time—it is judged at the capital city. That way, the

Crown collects consequential sums or goods by administering justice
itself in cases of expropriation or inheritance. As for religious crime, they
fall under the exclusive jurisdiction of the Temple.

The few mountaineer lords only partly feel the influence of Ard-Amrach

on their business, in spite of how zealous royal emissaries are in doing their
duty. The steep vales, near the Talkéride and Reizhite borders, are very dif-
ficult to access and protect them efficiently from the royal influence. There,

Dalenverch’s authority is nothing but a ghost story good for scaring children.

L
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o Diinthéf's Cabal

j ince agents of the king or of the Temple
S are present in every one of .
q Abundance’s lordships, it is very hard !
for the nobles of this region to organize in order
to preserve their power. Many of those who
attempted to oppose the king in one way or ano- 1
ther have been tried for high treason and thrown
into dark prisons where they lie for the rest of
their lives. However, a group composed of ten
lords has formed a cabal.
They decide, during secret reunions most often
held during the night, what actions to take to
regain control of their business, or even to
undermine the authority of the crown whenever
possible. Suspected of being sorcerers making
use of occult arts such as the Oradh, these lords
also have to deal with the Temple’s Sigires who
relentlessly track them. Diinther’s Cabal, from
the name of the locality where the movement
formed, acts with utmost carefulness for now,
making very certain not to be infiltrated.

=
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There, miss, your lesson is over.
I hope that what I taught you today will prompt you to consider
Gwidre in a new perspective. And now, if you will allow me, I
will retire to my apartments. I wish you a good day, and
will see you again tomorrow.



earest Uncle,

Allow me to disturb you for a short while with the

account of my first weeks spent in Reizh. You have not spa-

red your breath in attempting to deter me from undertaking

that long journey. According to you, I was not adequately pre-
pared and would gain nothing but pains.

“Reizhites are idiots fighting for fancies from the Continent; they let
themselves be subdued by the Daedemorthys’ junk like moths by a torch’s flame, and believe that power can be sha-
red like baubles between people of different blood.” These were your words, do you remember? You had even grum-
bled that they had forsaken the heritage of the three brothers and that they did not deserve to be Tri-Kazelians any-
more. To you, they are puppets of the Continent, subjects obeying faraway masters who do not condescend to tread on

the soil of our peninsula.

- - .

———

Echoes of che Pasc

must admit to you that thusly warned against these peo-
ple, I really did not expect to be welcomed by them, or to
find someone sufficiently open-minded to offer me the joy
of a pleasant conversation. It was not the inhabitants of the
frontier zone, suspicious and sour people, who contradicted

your allegations.
Indeed, soon after I had crossed the large Alliance Bridge
spanning the calm waters of the Tealderoth River, I reached
a small village encircled by a sturdy log palisade. Inside,
there was a great statue of the warrior hero Daendetes, a
reminder of the War of the Temple. It brought to mind the
union ratified between the armies of the Talkéride and
Reizhite clans

when Gwidre attempted to invade the two kingdoms to put
them under the yoke of the ideas conveyed by their new reli-
gion. Most fortunately, as you know, the war started in 857
ended six years later with the heavy defeat of the enemy.
Today, there remains nothing of this fifty-year-old conflict
except a veiled opposition to the expansionist aims of the
Temple. The friendship formerly bound between the
Talkérides and the Reizhites has come undone, a fragile
relic which the ambition of Taol-Kaer’s king and the care-

less haste of Reizh’s monarch have broken for good.
As answers to my questions, I only received heavy silences,
spiteful glances, and indistinct grumblings. A few miles
away from the border, the speech of the locals was already
becoming thick with a faint accent. Therefore, my speech
immediately marked me as a foreigner. Some of them reco-
gnized me exactly for what I was: the subject of a king
determined to extend his territory through any means
at his disposal. Thus, it was very hard for me to
find someone willing to inform me. In the
end, it was by some fortunate stroke
of luck that I managed to
find the one who
would be my

guide.
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pine. I was thirsty and set to drawing some water by using a bucket tied to a rope, but I felt on my forearm a firm hand |

dissuading me from going on. Looking up, I saw a man of more than thirty years, his face partly hidden by a thick beard. 1
| Under his bushy eyebrows, his coal-colored irises shone with determination. His forehead and his gash-crossed cheeks were fur- |
rowed with wrinkles. His naked arms were covered with scars. Undoubtedly he was a veteran of the Reizhite army.

; D isheartened by my successive failures to start a conversation, I sat on the curb of a well, under the shadow of a great

The man gave me a large bowl of water and started talking, with a voice in which tones of weariness and sometimes anger
showed. His name was Deomaith, and he had taken part in many battles. He deplored the frequent incursions of the Hilderin
knights in this border region, and disdainfully nicknamed them Hildeous, while acknowledging their martial valor and their
fierce determination. He explained to me that people from the south were not able to defend themselves efficiently, for
King Bronchaerd, neck-deep in inner power struggles against the great lords of the kingdom, did not send soldiers to
patrol the border anymore.

For Deomaith, Bronchaerd was but a puppet unable to direct the kingdom properly, unlike his father, who had died ten
years ago now. Reizh’s soldiers, deprived of a central authority, had become mercenaries selling themselves to the
highest bidder, and they did not hesitate to betray the lord they had sworn to serve for a good handful of frost Daols.
Others had become courtiers, trying above all to please their master rather than fight for their land. Therefore, most

of the roads were not safe: few were spared from bandits, accidents, and Feondas.

And the situation was even worse, he told me, in the prosperous region of the Emerald Crescent, located in
the north along the eastern coast of Reizh. The idle troops of the lords of the region indulged in
banditry, and even sometimes in plundering and raping, charging bandits or some horde of
Feondas with their atrocities. Actually, lords wanting to destabilize Bronchaerd deliberately
set up such an atmosphere of uncertainty. They let their men take their frustrations out on
inhabitants and travelers so as to foster exasperation among the people. And if
Bronchaerd remained so spineless in his interventions, undoubtedly, punctual riots
would arise, followed by a revolution supported by the finances of the rebellious
lords and by the smooth-tongued Magientists. A new regime would settle and per-
nicious ideas from the Continent would triumph, and with them those who had
played a part in propagating them. That was, according to Deomaith, the
most likely scenario if the king did not become more authoritative.

Cuvious lcleas

y interlocutor drew a long, painful sigh
‘ l ’ and stopped. I immediately seized the
opportunity to ask him about those new

ideas from the Continent, which had been slowly under-
mining the foundations of the kingdom of Reizh for over a century. He
groaned and swore while talking about those ill minds who recommended
sharing the power between commoners and noblemen, and who wished to
unite to form a Parliament. To hold votes regarding laws in collaboration
with the people represented for Deomaith a lack of respect toward the
ancestral traditions that had always ruled life in Tri-Kazel.

Obviously, influential individuals worked in the shadows to efficiently
propagate this kind of ideological nonsense. Naturally, he came to tell me about the
Magientists, whom he called Daedemorthys like everyone who denigrated them. Through their science, they contributed to
ensuring a greater comfort for people, and some of their inventions greatly pleased the king. This gave them much credit,
which they used to manipulate high lords as well as commoners, rich or poor. To Deomaith, it was clear that Magientists were
aiming for power. Maybe they wanted to be more at ease when undertaking their strange experiments? .
: In spite of the fear Deomaith’s frightening words had arisen in me, I decided not to let myself be dominated by my emotions. ‘
q J I offered to hire him as my guide until Kalvernach, then Baldh-Ruoch, the capital city. He accepted, but refused my mongy. "

-Reiz‘s-
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travelers for free, as Reizhite custom requires. It offered no comfort, and we slept on the bare, hard ground, close

W e spent the night in the House of Hospitality; a short building, the purpose of which is to house the few passing

to a cold fireplace which went out the moment the first stars appeared in the sky. Early in the morning, we left
the village through the northern gate. A small bumpy road wound irregularly through the uneven landscape, covered here and
there by an ancestral forest. As it was far away from the power center and little used, it was badly maintained: its sides ran

dangerously into hidden gorges and cliffs with steep slopes.

Our journey lasted seven days, which seemed like ages to me. In its course, we only came across a single group of travelers,
who quickly greeted us before carrying on toward the south. Finally, after a whole series of minor troubles, the City of a

Hundred Terraces came into view.

v ¥

The last rays of the sun were casting their soothing light on
Kalvernach when I first saw it. The town went from the foot
of Femfrath’s hills, dotted with trees of incredibly varied
species, to the Tulach’s rocky plateau. From the trees’
majestic foliage to the gray-blue walls of the troglodytic
town, Kalvernach was a symphony of colors. The terraces,
rising progressively to the level of the inhabitations dug into
the base of the Tulach’s plateau, were glowing with the
green and blue fires of their Nebulars, those curious light-
dispensing structures conceived by the Magientists. The
canalized waters of the Seleane River took the shape of
shimmering curves along flowered gardens and houses with
blue or green walls.

After crossing the wall through a small, vaulted doorway
guarded by no less than ten soldiers, Deomaith guided me
along straight ramps and stairs with large steps going up to
the terraces. Because of the steepness of the slopes, the
asce?sion was difficult, but we took our time so as to spare
our legs and our breath. Deomaith led me to an imposing
building with a roof adorned with flowers, which turned out

to be a vast inn. It had a high ceiling, and was perfectly lit
by two translucent spheres that produced a soft glow. The
work of Magientists, obviously.

The great room was half full: students celebrated their gra-
duation with beer and honey cakes while a group of wor-
kers, probably farmers, were playing dice. A hooded custo-
mer, clad in a brown-green cloak made of good cloth from
Osta-Baille, sat alone at a table. As I would rather enjoy the
show offered by a band of minstrels wearing gaudy clothes
than pay attention to the lone one, I drew a long sigh of
relief and sat down at a round table placed just in front of
the performers.

There were four of them. An old Filidh, a poet gifted with
divination, sitting on a three-legged stool with his blind eyes
staring into space, was waiting for the time when he would
sing the Gwerz. Two mature men, their eyes glowing with
joy, were weaving a lively tune on the strings of a lyre and
on the long ivory body of a flute. Just behind them, a young
woman with tawny hair was standing, and with her delicate

-Reiz]ﬂ-
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mouth, she was reciting an ancient rhyme telling the story of
a prince bewitched by the night and the stars. Her sparklin-
gly green irises, her aquiline nose, and her high prominent
cheekbones showed that she belonged to the Tarish people
who had landed on Tri-Kazel, more than a thousand years
ago, to mingle with our ancestors. I was immediately capti-
vated by her beauty, and spent the night as if in a dream, led
by her changing voice; now sweet, now sad and frail. The
high-pitched trills of the flute blended with the lyre’s wavy
sonorities, soothing my mind and body with their appeasing
charms.

I was starting to doze off when the deep, low-pitched voice
of the Filidh roused me from my lethargy. Freed of the pre-
sence of musical harmonics, it rose solemnly, like a pro-
phecy on the verge of being fulfilled. That evening, the
Gwerz’s subject was the deeds of Culowd Mac Namuidh,
who defeated a hundred men with only his wit, and, disgui-
sing himself as a merchant, conquered the invincible citadel
of Kermordhran in a single night. As the last notes of the
ballad were sung, I felt the milky stare of the Filidh on my
forehead. I felt as if words were ringing under my skull, but
it was probably nothing but a trick from my tired mind.

I paid for our meal and took a secluded room, so as to have
a decent rest. This night, I had a strange nightmare before
waking up with a start, my forehead wet with a cold sweat.
At the foot of my cozy bed, there was a beautiful embroide-
red tunic as well as a dark blue cloak. I got dressed and went
to the great room. Deomaith was sitting in a corner along
with the customer with the hidden face whom I had seen the
day before. She was a woman in her thirties with silky blond
hair, the plaits of which were gathered into a complicated
bun. Her dark eyes cast their mysterious glare on me, and [
suddenly started to shudder, as if I had just gone through a
freezing waterfall.

Deomaith beckoned me to sit next to him, in front of his
interlocutress. He introduced her to me as a friend. Her
name was Ealaidha and, if I had nothing against it, she
would come with us to Baldh-Ruoch, where she was expec-
ted. I gave my consent while feeling somewhat distrustful of
the newcomer.

-Reiz‘w-
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efore leaving for the capital city, [ insisted we visited the troglodytic town. Only a few primeval inhabitations were still
intact, for most of them had become the entrance to one of the many tunnels that led to the vast mining network dug
under the Tulach’s plateau. There was plenty of rock salt and silver to be found there, ensuring the wealth of

Kalvernach since centuries ago. However, many of these
tunnels had been filled in recently, in reaction to a particu-
larly deadly Feond raid. Six months earlier, they had
sprung out from the caverns and had scattered into the city
in the middle of the day. Dozens of inhabitants had died
before the militia of Lord Kellemnir, supported by the
Daedemorthys and their strange weapons, managed to
drive them away. This dreadful incident had left a strong
impression, and many guards were assigned day and night
alike to keep watch over the tunnels that remained open.
Most of the intact troglodytic houses were the homes of
Magientists who, glad to finally have all the necessary
room for their experimentations, did not hesitate to settle in
those windy nests. They repurchased them from the power-
ful guild of the Halite, which maintained its monopoly on
the salt business with an iron fist. Strange sounds and
lights emanated from between the closed shutters or from
behind the doors of their inhabitations. I would have liked
to slip inside to get a look at their work, but a neophyte
such as me had no chance of being let in. Daedemorthys
kept a deliberate mystery about their activities, and they
invariably kept the nosy ones away. I renounced such a
futile project to instead continue my visit of the place.

I soon noticed that the rocky walls in which the facades of
the troglodytic houses were dug glowed with a blue light.
Deomaith explained to me that this peculiarity was only
visible after the moment the sun started descending toward
the horizon. Soon before the night, the whole cliff seemed
to be covered with shimmering rime. However, that sight
was ephemeral, and vanished as soon as the first Nebulars
were lit. | had missed it the day before, and unfortunately,
I would not have the pleasure of contemplating it that night.
I had to leave Kalvernach that day if I wanted to reach the
capital city in time to finally obtain that bill of exchange
Jerryl had promised he would give me months ago.

MW
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Extracted from “Peoples, Populations, and Journeys”
by Aeldred Firdh

of the Reizhites are enthusiasts of the

Contrary to what is commonly asserted, not all
Magientists’ science, nor are they all obsessed

v with the acquisition of some wondrous machine. Reizh

is not devoid of contrasts, and communities that live as
those of the other kingdoms remain the most nume-
rous. Besides the benefits of running water and public
lighting with Nebulars, there are actually relatively
few Magientist miracles whose presence the Reizhites
witness on a daily basis. For example, not all of them
enter the weavers’ workshops, even if they buy their
goods. Magientist science undeniably spreads more
and more, but it is still far from being omnipresent.
One can find Magientist devices and cartridges of the
famous Flux more easily in Reizh than elsewhere, but
whatever some hysterical Demorthén may say, not
every Reizhite goes around with a Nebular in hand.
Most of them still use a candle for light, as in Gwidre
or Taol-Kaer. Reizhites who can afford it take interest
in Magientist artifacts that seem useful to them, but
apart from a few eccentrics, they do not spend their
time collecting strange things, or blowing their house’s
roof off when lighting strange apparatuses. On the
contrary, there are even people whose hostile dis-
courses toward Magience do not differ much from #®
those I could hear in the Lands of Deas.

-~ .
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W e traveled for eight days on the Royal Highway, the only remotely secure road of the region, before reaching the

B

capital city of the smallest of the three kingdoms. Large and paved, the Highway leads to the northernmost regions

of the Emerald Crescent. We encountered all sorts of people; merchants, soldiers, peasants, travelers, craftsmen,
nobles, and even a group of priests of the Temple, walking without a word, their face devoid of all trace of emotion. The land-
scape mostly consisted of more or less woody hills, through the middle of which the road snaked lazily.
We spent our nights in comfortable relays, spending a few azure Daols to ensure ourselves a refreshing sleep. As it was the end
of fall, the weather was still good, but some peaks of cold were felt before twilight, as we were still progressing further north.
On the night of the seventh day, I saw Baldh-Ruoch’s lights, which seemed to hang on the dark canvas of the horizon.
Magientists had installed Nebulars from the first of the Great-Spirit Doors to the top of Bronchaerd’s palace, capping the
Daybreak Rock some three thousand feet higher. The sight was as unbelievable as it was superb, and I remained motionless
for a long time, lost in an almost mystical ecstasy, wondering about the forces that had shaped Esteren.

It still took us a day and a half of walking to reach the royal
city. We crossed the tumultuous waters of the Donir River
through the gigantic bridge of Brian’ch, the massive piers of

Note from Wylard

According to the popular etymology, Baldh-Ruoch which held a Fleck more than three hundred yards long. This
» means “sung rock”, but some scholars favored other viplle ]?eomalth <?xp.1a1ned t(,) e prlodqct of the. ol
interpretations, such as “high rock” or “raised moun- laboration of. Reizhite architects and Magientists, and had
. tain”. I have no particular opinion on the subject, but I only been built a century ago. Before thgn, one had t0°g0%a
i have noted with interest that the different opinions out- fonghvastaround, to thEgRERNOICHUSS thegriver, oo aderry:
lined an influence external to nature in the existence of . e
’ the exceptional site on which the capital city of Reizh Sliigneh, T-hag beeq Rgnged fon et "vision ol Bl
: stands. Demorthén probably knew more about J Ruoch offered my mind such a source of amazement t.hat I
: that than anyone else. .. A _j could not take my eyes away from it for a while. Two gigan-

tic rocky blocks, each more than five hundred yards high,
towered one next to the other. Like two titanic and hieratic
sentinels abandoned there at the dawn of time, they
stood in front of the mountains. Between them, the
powerful waters of the Oéss River sprung, violently
expelled from between the flanks of the Mount
Ar’Jael. They cascaded noisily against the granitic
outcrops in vertiginous falls, finishing in a spraying
cloud into a man-made lake, before going round the
Sunset Rock at the north.

About a hundred yards apart, the two rocks were
linked with innumerable rock bridges. Of these
solid constructions, continuously sprinkled by the
falls’ splashing, I could only see hazy shapes,
engulfed in a perpetual mist. Their very slippery
decks were protected by high parapets designed to
prevent accidents. Yet, according to Deomaith, it
did happen that some unfortunate soul would fall
to his doom, as some organizations at odds with
justice used the bridges to settle their accounts. Of
course, the royal guards often patrol those parts,
but they cannot see everything...
As tarnished as this symbol of royal authority
could be, the golden sun combined with silver
stars was everywhere: on the oriflammes and the
large banners displayed by the troops on guard in
front of Baldh-Ruoch’s entrance, on their brand-
new tabards, embroidered on the flags flapping at
the top of Bronchaerd's palace's highest towers...
On each side of the large paved road leading to the
capital city’s threshold, the statues of Reizh’s former
kings lined the way. Their intense looks and affected
poses nevertheless managed to give an air of solem-
. nity to the last mile separating the travelers from the
_ royal city.



Gveat-SPirit Doors

l n fifteen minutes, we reached the foot of an imposing double door mechanism set in the high walls between the bottoms

of the two rocks. It was the first of a series of three, and Deomaith explained to me that Reizhites called them Great-Spirit B 3
Doors, in reference to a now-forgotten ancient tale. About twenty soldiers with expressionless faces guarded the access. L

We had to wait for nearly half an hour—the time it took the men at arms to process the crowd of people preceding us. ‘{i
7

g K -~ 1

Of the three of us, I was the only one to be subjected to an actual search. My boot dagger was confiscated for the duration of . >y

formidable masses of the two rocks. While walking in their thick shadow, I feared that I might be smashed by a rock falling
from above. Deomaith reassured me, saying there was no risk of that. With a sweeping gesture, he indicated the vast space in

my stay in town. I paid the so-called “city maintenance” tax—a costly sum of two ember Daols—before proceeding between the '
#
which we were: neither rock nor stone were to be seen on the paving of blue-painted tiles, which included aquatic motifs here P

and there. Ga™ W

5
After we crossed two other colossal doors under the stern watch of the guards, we climbed a set of narrow-stepped stairs dug —-";
into the Sunset Rock. We very frequently had to move to the side to allow people coming from the other direction to pass by. "

They wore plain, tight-fitting clothes, probably to avoid getting them caught or dirty on the many protrusions of the rock wall.
I noticed women wore many nose rings, earrings, necklaces, or bracelets, trying to draw attention away from their plain outfits.

As I quickly ran out of breath, we repeatedly stopped at the benches set into the recesses cut along the stairs. The town in itself_:;_
was made of several levels coiling like the whorls of a snail’s shell. About fifty yards wide each, there were only straight alleys

delimiting houses built one on top of the other, barely aired in some places with small squares or terraces. I seized the oppor- SN
tunity offered by a belvedere located at the extremity of an overhanging rock, to quench my thirst with some water and admiré}fﬂ'.;;:‘ T
the undulating landscape that stretched several hundreds of feet below. ,"ﬁ‘_ :{;5’
The night had fallen, and without the light of the Nebulars, we

would not have been able to continue our ascension. When we "
were halfway up the rock, Ealaidha invited us to follow her =t | ,g
into a long, ill-lit avenue. She took several turns in a maze of 5 g
alleys before knocking on a faded door. A ray of light appea-
red quickly as the door opened from the inside. A middle-aged
woman wearing an apron and carrying a candle beckoned us to
follow her as soon as she recognized Ealaidha’s face.

Deomaith and I had to wait in a small, uncomfortable room,
sitting on the bare floor. The woman with an apron brought
us a light meal without uttering a word. Ealaidha came back
after an hour and led us to a flowered patio, in the middle of
which two improvised beds had been installed. The atmos-
phere was surprisingly pleasant, and I slept soundly, lulled
by the faraway music of a harp.

The next day, I was awakened at dawn by a bird’s chirping. An
artificial light imitating the rising sun spread in a soft pinkish
hue on the top of the court’s walls. As Ealaidha was nowhere
to be seen, I came to Deomaith to tell him of my intention to
go to the Currency House to meet a low-ranked Talkéride
nobleman there. He agreed to lead me there, while warning
me that his last stay at the capital city was ten years ago.

Many Nebulars still shed their light on the places under the :
shadow of the Sunset Rock. Progressing around the huge =3 .
rocky peak, we got out of a street dimly lit by the science of
the Magientists, and the moment after we found ourselves
dazzled by the sparkling sunlight.

The brutal transition between the two sources of light cau-

sed me to feel indefinably uneasy; something was awry, but
I could not put my finger on it.

-]leiz]ﬁ-
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tants as best as we could, we reached a large circular plaza. Under our feet, a huge polychro-

matic mosaic reflected the light of the sun and the wealth of the patrons who had donated
funds for its construction. A great building with an austere facade stood on the north side of the
plaza. In the courtyard, many clerks were in discussion with rich merchants and wealthy people
wearing silk doublets. They were talking lively, with expressive gestures, in front of tables set
on trestles where money changers with their wrinkled, focused faces were scrupulously
checking the value of mountains of coins using scales, weights, and counting tokens.
Sitting next to them, the first clerks ratified the transactions with their finest writing,
elegantly tracing the content of bills of exchange to come.

- ! fter we wandered from floor to floor, following the indications of the capital city’s inhabi-

R

There was no doubt we had found the Currency House. I crossed the buil-
ding’s large hall in general indifference and immediately headed for a
free counter, behind which a bald, gaunt individual was painstakin-
gly trying to make out the cramped handwriting of an official
. document. A few steps from me, a magistrate was raising
. objections at a representative of the noble institution, dee-
ming that the interest he was guaranteed for his depo-
sit was much too low. Unabashed by this alterca-
tion, I asked to see Knight Jerryl Eskayl.
Unfortunately, he had already left, leaving a
message for me. I could read that an
important case had required him to go
to a mountain village located to the
west of the Cirque of
Argoneskan, not far from the
border separating Reizh
from Gwidre. Cursing
my misfortune, [ deci-
ded to keep traveling
toward the north.

- S T

an Unexploiced Resource
Extracted from “Peoples, Populations, and Journeys” by Aeldred Firdh

content, the sea, as well as the Western Swamps, constitute the

main sources of salt supply. The dukedom of Salann-Tir even
. significantly depends on that resource. A product known from antiquity,
~ salt was probably used in trade well before the Three Kingdoms adopted
 the use of Daols.
- Although it has lost much of its value, it still generates an important
income through taxes, which also makes it an important product in
smuggling. Varigals and caravan leaders often keep a block of rock salt =
or a pouch of the mineral on them, proposing to share it when they have -
no choice but to spend the night with strangers, or offering it to villagers
as a token of their consideration, to maintain good relations.

8 ecause Tri-Kazel’s underground areas have a low rock salt
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eomaith agreed to accompany me, as nothing see-
D med to keep him in the capital city except

Ealaidha, who we did not manage to find again in
spite of a long search.

Our trip would not be an easy one, all the more so conside-
ring summer was ending and the first autumnal frosts would
soon mercilessly sweep across the mountainous paths we
would be using. Therefore, we bought furs and snowshoes
as well as big bags we filled with food and Rioch, a robust
local alcohol made from cereals and mushrooms.

o’ 4
P The Upruly

Varigal told me at length about some
3/ A Reizhite mountaineer clans who stub-

bornly refused to yield to the yoke of
King Bronchaerd since they had learned of
his mild temper. Used to a hard life, they felt
only contempt for the obvious complacence
with which the king let himself be manipula-
ted by Magientists, whom they called by the
name strangers. They refused to answer the
court’s invitations, and had chosen an autho-
rity for themselves, under the form of a coun-
cil of two Demorthén and a mysterious
woman named The Scatach. Fierce and deter-
mined, they had slaughtered the troops sent
by Bronchaerd to discipline them numerous
times. Since then, they led their life away
from the turbulences of power, which did not
mean they neglected watching their border
with Gwidre—their sworn enemy since the
dreadful War of the Temple—nor did they stop
fighting the Feondas, which could leap at any
time from the smallest crack...
Maybe these people knew more about those

creatures?
ﬂjﬂ;r/

-~ -

-~ ful sleeps.

hope, Uncle, that I did not bother you too much with my long tale. I wish you excellent health and r

2 > ‘ ; -i]-n_til we meet again, I remain your devoted nephew,

I also wanted to bring tents, but Deomaith dissuaded me. If
we followed the Gray Road, the safest way to reach our des-
tination, we could take cover in Clascadh, small hemisphe-
ric shelters made of granite, inherited from the civilization
formerly occupying this hostile part of the peninsula.

The following day we reached the small village of Kell, cal-
led the Mountains’ Door. From there, we followed the
windy track that slowly climbed through the first foothills.
It still was not too cold, but I already appreciated the
warmth of my furs.
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Leccer ‘Fvom Colas Lebaban, chibe, ]Cor che )
ANccencion of' Pis hiqlﬁness, Lord of' ]:avL

ire,

s As you requested, you will find here all the documents I managed to keep regarding the
departure of Sir Télan, Captain of the Watch and hero of the town, for the Continent. As you know, we were

_ friends, and he came to me for help with gathering information to better prepare for his journey. Moreover, you

d asked that all the documents concerning his project be donated to the town’s archives.

You will find some annotations by my hand, where I deemed necessary to be more precise. It has already been

) a year since Télan and his family left Farl. In vain, I had attempted to convince him not to bring along his wife
. and his son for such madness, but they could not bear to be separated from each other. We never got any news
i from them; yet, our city is not far away from the mountains forming the safest border between Reizh SR

: and the Continent. I still dare to think that our friend is in good health, and that his daughter, who was

promised to your son, is on the way to recovery. vl 4
C A
AQ ~d @
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eccer from (Nelissander o Nacjguéfancl de
G { Greenwood, Primus of the (Magientist School of che

><

5

N~ ear Master, :
2

‘f You know well of the current situation of my family, and the crisis we are going through. My hus-
6 band and I just took the difficult decision to gamble everything in an attempt to cure our daughter Alyna. You,
)4

as well as many others, have made use of the whole of your knowledge, unfortunately to no avail. But all of

you agreed that with the science or the power from the people of the Continent, curing her would be possi-

ble... This is our last hope so that she may again be the lively young woman she was before her encounter

with the wretched Feondas.

Soon, Télan is to meet descendants from Continental immigrants, and we have already found a mountaineer
V who agreed to lead us across the Asgeamar Mountains.

Every piece of information you can give us about those unknown regions will be precious, most particularly

about your fellow Magientists, for it is of course toward them that we turn our hopes.

I am aware that I am asking a lot from you when you have already done so much for us, and that I offer you

nothing in exchange. But without your help, the difficult path we have chosen to follow will be even harder.

Naturally, you will also understand that through this letter, I am also announcing my resignation. Still, it was

]
3

-
>
.
y

|

» a great pleasure for me to work in the heart of the school’s kitchens, and the praise you gave me yourself has
> honored me beyond what I would have thought possible. I will keep in my mind our long conversations; each
-’ of them a precious memory that I will always hold dear.
: I now end this letter. I hope that when I return, I will have the immense joy to see once more all those I am
i 4 leaving behind today with so much sadness in my heart, to force destiny to give me back my child. .

: . Your devoted, ./%/U.raméf‘r
P 7.
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(Nissive oriqinatinq f'fom lolairread, {
a (MNourcain ViLLaqe ﬁ'om che Norcheasct of Reizh,
Direcced co Télar, Wazch Captain of che Town of Farl
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‘ aptain,
Your message has found a favorable response in our village;
‘ you and your escort will be my guests for eight days, so that you may
* 8§ prepare yourself for the next step of your journey.
Dirich the Gray is our best guide; he has accepted your generous offer
and will lead you, your wife, and your two children from the Eagle’s
Peak to the pass of Gaos-Bodhar, at the far edge of the kingdom. Then,
from this panoramic point, he will show you the best road to follow to
4 reach the first plains of the Continent and, as custom demands, he will
propose that you return with him. This first part of your journey will
take nearly four weeks, and you will still need at least another six to
reach the base of the mountains, and the great flooded plain of the
Simabhir.

Sasrani, C@p f te W/a;re f I o/a‘z'mszz/,‘

P.S.: Dear Captain, Dirich the Gray is currently by my side and insists
that I write the following sentence. I quote it word for word, asking you
in advance to excuse the rudeness of this rough mountaineer:
“You tell him that as soon as we leave the village, he and his family
will have to submit to my law, because I know the mountain and
I will be their only chance to make it. They will do all T tell

them to ensure their safety, or I will let them croak
without even turning back...”

bonds uniting your family are
unbreakable and that it is impossi-

- ble for you to even consider being separated
from your relatives. I can only wish for the B
best and bring you my unfortunately
modest help. After you cross the Asgeamar
and the Simahir’s great muddy lake, you

will reach the border of the Confederation. I have never
treaded on those lands, and no one here knows how far the
Simahir stretches. My teachers told me Magience has a very
different aspect from the one we know in Tri-Kazel: our
modest school of Farl seems really small in front of Baldh-
Ruoch’s, but it is only a speck compared to the smallest of
the Continent’s Magientist factories.

Within the Confederation, existence is organized around the
city-factories, named Nods, and everyone who does not live
within them must work to provide them with raw materials,
for the progression of knowledge must never suffer from
any insufficiency.

Nods are immense fortresses, much larger than our towns;
within their bowels of stone and metal live and die all those
whose existence is turned toward the search for knowledge.
Most strange things are told about what happens inside, but

4

La

Che Confederat iTelp)

Although you certainly know most of the information we
hold regarding that nation, my good Prince, here is what the
Primus of our Magientist school told Télan’s spouse about it.

Asswer Fvom Naqquérancl

de Gr'eenwoocl zo (Nelissander

D ear Friend,

It was not without regret that I read your letter. The perspec-
tive of being deprived of your fine meals really had a was-
ting effect on me, and the announcement of your expedition
came as a shock. Indeed, I knew you two would try anything
to cure Alyna from that strange illness, but I would have
thought your young son, Bréac, would be left to the care of
the town until your return. To tell the truth, I even secretly
hoped that you would stay as well. The journey you intend
to undertake will be a laborious and difficult one, particularly

- with a nine-year-old boy and a sick young girl...

know your determination, and I know others have already

ttempted to talk you out of leaving. I also know that the

H"H":& - et

- Che Concirenc-
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I do not believe the horrors recounted by people who cer-
tainly have never set foot there... Some slanderers also tell
that only dry riverbeds and arid lands can be found around
those huge fortified buildings.

However, I know of the wonders you may see there: trans-
parent buildings, inside of which light permanently shines,
where the temperature is always as mild as during a sum-
mer’s day, and between which walls all kinds of edible
plants grow profusely; flying barges crossing the country
from city-factory to city-factory to deliver raw materials and
monstrous devices capable of creating or swallowing nearly
any landscape.



However, science’s most beautiful miracles are not huge machines. The peo-
ple toward whom I am sending you have become masters in the art of using
Mekones, those little metallic-looking snakes running under the
Magientists’ skin, notably to palliate human weaknesses. And I cherish

the hope that the ailments affecting the beautiful Alyna will soon be for-
gotten thanks to even more advanced techniques. Therefore, upon your

young prince, as it was planned before that tragic incident.

awaiting you.

,/V%térzm[ é‘ g fféﬁﬂ’WM/

Che Great C‘ﬂeocracr

Veccor of che CempLe

I entered the room, and closed the door behind me. The reli-
90 gious man was standing, and seemed to be enjoying the

sight dominating the town through one of the tower’s nar-

row windows. I had caught a glimpse of my painful, tired

face a few moments ago in a mirror; the consequence of a

night spent beside Alyna without managing to get any

sleep... I intended to frankly get to what brought me to his
: presence, straight after the usual compliments.

“Father, I thank you for granting me a little of your time, I
know you wished to depart for Gwidre last week, and yet,
you are still among us...”

" 4

The priest answered that introduction with a dismissive
handwave:

“Captain, do not thank me. There was nothing I could do to
improve your child’s state, to my great displeasure; so if |
can support you in any way, [ will gladly help you. I already
know you intend to leave and that you are gathering all the
L‘, necessary information. Unfortunately, I only know of the
) Continent what my peers taught me about it. The Great
E Theocracy remains something unknown for me; my prayers
will be with you, but be sure that after the hardships of your

£ journey, you will reach a verdant, wonderful country.”

. I nodded in agreement, hoping that our journey would not

a® lead us that far away. It seemed that some news traveled

~ very fast indeed. I waited a moment for the clergyman to
resume talking:

“It is said that when it is midday at the easternmost border,
the sun still has not risen in Chaina, the capital city. It is a

return, she will only have in mind the concretization of her marriage to our

Know, dear friend, that all my thoughts will be with you in the ordeals

urthermore, Sir Télan had obtained an interview with a Vector of the
Temple who was in town at the time. With great benevolence, you were
among the first to accept to receive these representatives of our former
enemy, the kingdom of Gwidre. Today, free circulation between the
kingdoms has been reestablished, but for some, grudges die hard. Anyway, Télan
dictated to me a detailed account of that encounter, after which we led a more exten-
sive inquiry, the exhaustive results of which I have at your disposal.

Incerview becween Célan and Catvres de Belmasc,

vast land, much more so than our whole peninsula.”

He then looked outside, as if he could see beyond the horizon.
“There are many monastery-cities, built around gigantic
cathedrals of which belfries touch the sky. Everyone lives
according to the Creator’s laws; a day is divided into six
great prayer times marked by the bronze bells’ ringing that
can be heard from the top of the highest mountain to the
depths of the wildest land.”

I pondered over this for a while before asking a question that
seemed both obvious and stupid to me.

“There is something I cannot understand. How do those who
work manage with so many prayers to do each day?”

He smiled with genuine kindness.

“The great prayers are exclusive to the clergy, the laymen’s
prayers being shorter so as not to disturb them too much
during their work. Life is hard for them; peasants, crafts-
men, and laborers all play an important part. They have to
fill their production quotas, so that the domains of the
Theocracy may flourish, and the warehouses always be full.
Architects, administrators, soldiers, and managers are all
formed in specialized theocratic schools and also participate
in the country’s prosperity. We have to provide against all
the dangers threatening us. At the north are strange barba-
rian tribes who never accepted to yield to the Truth. War is
continuous, but that border has not moved significantly for
a long time, as the most important detachments are in the
south, to fight the Magientist demons and their unnatural
science...” o

Concirenc-
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He paused and stared at me for a while; an ironic smile took
form on his face.

“My words may seem harsh to you, but they do not reflect
my thought. That is what we know of Continental practices:
Magientists and theocrats are hereditary enemies since their
origin. Today, we of Tri-Kazel are fortunately much less
categorical; even though it has not always been this way, we
live in peace again now, and for a long time, I hope.”

Such an evocation made me think of the War of the Temple,
which put the peninsula to fire and sword years before, mar-
king History forever. The armies of the One God, very dis-
ciplined, had invaded Reizh and besieged the cities. The
reinforcements and the supplies regularly coming from the
backlines could have allowed them to hold their sieges inde-
finitely. Without the intervention of the armies of Taol-Kaer,
Reizh would have fallen in a few months. I let him go on
without pointing that out.

Cal,e about t‘we Cont irenT

“Everybody governing the Theocracy collaborates closely
with one another, pursuing one same objective: to always
stand ready and to have as much vital goods as possible at
disposal. It is admitted that even in the case of an invasion
or a major disaster, neither the population nor the army
would lack food or raw materials for at least two years. Such
an imperative originated from a double perspective. First,
there is the war effort. Secondly, there is also the fact that a
full stomach, a healthy body, and the promise of a better
afterworld are the pillars of everyone’s peacefulness and
happiness. That is also why, during religious celebrations,
food is served in abundance.”

“I understand very well. Theocrats take care of their sub-
jects’ bellies as they take care of their souls. They see to it
that nothing may trouble them on their way to wisdom.”

“That is exactly how it is,” he answered with utmost
seriousness.

our Highness, here is one of the testimonies I registered at the time. We had, with your blessing, organized a vast
campaign so as to gather as many as possible of them, and I keep many others at your disposal. However, this one

seemed the most instructive to me.

Moreover, some things must be added about those who introduced themselves to us as emigrants from the Continent.
If one excludes the three great immigration waves on which the historians’ theses concur (more than two centuries before the
Oath, then around year 220, and finally around year 660, each one of these periods marking the culminating point of a long
heatwave), one notices there is almost no official record of Continentals arriving in the whole kingdom of Reizh. Therefore,
it is nearly impossible to check the veracity of the declarations and the actual identity of the people who answered our call.
For that matter, systematic investigations among the relatives of our potential interlocutors allowed us to bring to light many

ade-up tales. The liars were punished as they deserved.

- Che Concirenc-
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t would seem that Esteren is subject to a climatic cycle of slightly over four centuries. Periods of great cold

or heat, alternatively, correspond to the apogee of each half-period; about every 220 years. Thus, the coldest
year took place during the fourth century, around the year 430. Two centuries before, near the year 220, or after,
at the dawn of the year 660, heat waves thawed the perpetual snow, triggering droughts in plains and floods

" in mountains, forcing many people to emigrate. Currently, Esteren progressively sees the end of a

period of great cold, but winters remain harsh and summers short. ’ &
— N d-‘

Che Sispabir: Boqs and Crops

C his testimony was registered in a village near our city. The man was tall, had a thin face, and time had left many
marks on his wrinkled skin. He refused flatly to be paid the promised reward for all those who would give infor-
mation about the Continent, and nobody in the vicinity seemed to question his sincerity.

Moreover, he talked with a strong accent, characteristic of no region
in the peninsula. '

Cale Wriccen Down b]/ Colas Lebaban

left the Simahir about twenty years ago. By then, I still was at the peak of my strength, but the journey toward the penin-
) sula broke me, and I only managed to build a windmill here thanks to the help of those who welcomed me into their vil-
+lage. My name is Orelhic, and in the Simahir, I was at the same time a miller and the head of my community. The Simahir is
"$an amazing region for visitors: as changing as a child’s mood, it appears to the eyes of the travelers going to the Continent

. when they reach the spurs of the Karnova Mountains, after they braved the dangers of this place. The great boggy plain 3
stretches toward the horizon, and is crossed by many waterways, three rivers, and their tributaries, flowing into the nearby
3 ~ ocean. Every shade of green can be seen, between dams, ponds, stagnant waters, and the cultivated marshes swept by unen- ~-

- Che Concirenc- & . g '
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: ding winds that make the landscape’s colors undulate.

' Indeed, in the language of the plain, there exist no less than
fourteen words to refer to the color green, each one of them
with its gradations and its variations. The weather is rumo-
red to be the dampest of the whole Continent; the ground is
always sodden and the rains almost never stop. The sky is
perpetually filled with clouds that the winds pack together
on the mountains, the tops of which remain invisible most
of the time. In that region, people live gathered in small
communities.

Formerly, we lived on the very water-filled plain, in houses
built on stilts, but the Magientists’ wondrous machines crea-
ted artificial hills for us, on which the whole community
was able to settle while keeping an eye on its crops. There
are plenty of fish in the rivers and in the countless ponds and

our craft. The Simahir has at all times been approached
the warring powers seeking to win influence. The
Magientist Confederation offered us artificial hills and irri-
gation networks. On its part, the Great Theocracy brought us
its support when everything was bad and gave us precious
advice in organization and management, which allowed us
to improve our living standards greatly. Still today, each
community of the plain is independent and delivers its food
surplus to whomever it pleases, according to the favors done
and to the relations developed with its neighbors...”

Puzzling, isn’t it, Sire? That particular tale brings an end to
my letter. May it evoke pleasant memories of Télan and his
kin. I strongly hope we will soon have news—good news
even—of our dear captain and his family. If your curiosity
toward the Continent has been aroused by these few docu-

i

. ; f s ; -3
lakes; they are the base of our diet, along with the rice we ments, know that, of course, I remain at your service. »:E
produce, and also a providential manna for the inhabitants Py

" g O | . : e
of the Continent living in less fertile regions. We also culti- Yool
vate hemp and reeds, which are the main raw materials for g".".;\ ﬁd

( l ’ any years later...

The old man remained silent, and silence fell heavily
on the whole audience. They had come to the tavern for
three evenings to listen to the teller’s story, and it had
just come to an end. The audience was dumbstruck,
divided between the will to not believe anything of that
extravagant fable, and the insidious doubt that had
sprouted from the words the man had pronounced.
There was in his voice that undeniable sincerity that
had never faltered during the tale...

The man finished his beer, put the mug back on the
counter, and carefully folded the age-yellowed pages he
had held in front of him, before putting them in a leather
binder he fastened to his belt, in front of his sword’s
scabbard.

There was a whisper, and the whisper became a murmur,
which increased until it became a hubbub, and the thun-
der of voices soon rumbled everywhere. The man raised
his arms, his palms held open in front of his audience,
asking for silence. And silence was made: he was about
to speak again.

“You can believe my story or not, it does not really mat-
ter anymore today. It is the story of my life as I have told
you. I left the north of Reizh with my parents and my ill
sister when I was barely nine years old. I spent my life on
the Continent, I went through it, crossed it, combed it, looking

for civilization. There, I buried one by one all those I loved, and
only came back to Tri-Kazel two years ago. Everything is as I told
you: there is nothing civilized on the Continent, except a few noma-
dic, primitive tribes. Whatever the cradle in which our ancestors have
grown may be, it is not on the other side of the Asgeamar Mountains, |
have become sure of that...”

-C}se Concirenc-






oern was a powerless witness to the destruction of the farm. Faceless creatures with grotesque

\ proportions darted through the mist. Shouts rang and immediately died with a sickening gurgling

noise. Doern tried to summon enough energy to move, but to no avail. He stood there, motion-

less, as if overwhelmed by some evil charm. Suddenly, a beast leaped out of the fog and drew

closer... it uttered strange sounds, which became coherent words. With a feeling of dread, he recognized the
voice of his master Wylard. Doern woke up with a start.

“So, my good Doern, I see you fell asleep.”

. Wylard stood above Doern, with a smile that gave his face a kind aspect, in spite of the deep rings under his eyes = s ‘-
8.3, that revealed extreme tiredness. His servant was holding the precious parchments against himself. The glowing X ‘""'
Ry =" embers of the fire in the fireplace were slowly dying. WIS ~i

“You’ve made good progress. You are reaching a part I have a parti-
cular fondness for. That is where I have gathered all kinds
of documents about our society, our art, and our crafts-
men. You will notice how, in spite of adversity, our
people are still able to do great, beautiful things.”

44
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ture on these few sheets.

8

live in today. Tillarch’ is a village of moderate

] was born in Tilliarch’, in the same house I still
importance, located in the southern part of Taol-

y . Kaer.
, .‘: It was built on a plateau hanging over a steep-sided,
o relatively inaccessible valley. The only road leading
=i away goes along the side of the mountain, until it
7 disappears beyond the Artz’s pass, a few miles to
< the north. The village amounts to about a hundred

houses, surrounded by thin walls made of compac-

ted earth and a wooden palisade. Around the town

- lie fields of various crops, offering the village a
. clear sight of the forest.

~Of course, everybody knows each other here.

" Tilliarch’ is a community, and every important task

is undertaken through communal effort: this can

L mean repairing the walls, helping in the construc-

X . tion of a house, participating in public security, etc.

+ =

s L.am writing these few pages, I can already feel the breath of death d;:a- 1
A wing closer. Soon, all thatwill remain of me will be a cairn in the field of \
my ancestors, the mute symbol of a life returned to earth. In these .
moments of urgency, it dawned on me that there are very few writings about the
daily life and the customs of our people, the reasons being, of course, our tradition
of orally transmitting our culture, but also the rarity of parchment. Shall my trans-
cription be of use? Why would people read about what they experience on a daily
basis? Of course, many writings of various origins are carefully gathered within the
\ ; libraries of Osta-Baille, but these texts are difficult to access, and very often rather
vague. Unfortunately, our oral tales tend to get lost or distorted with each new gene-
' ration, and their contents vary greatly from one region of the peninsula to another.
In these troubled times, during which the adepts of Magience and the faithful of the
* Temple continuously grow, it seems vital to me to write what I know about our cul-

#

CommonLY Used Cicles

Demorthéﬁ 3

This invariable word does not indicate a rank, but
instead the responsibility of a duty and of ancestral
knowledge. The Demorthén is a sage, and the link
between the spirits of nature and man. He is also the
memory of the village, the one who knows and
guides; the keeper of knowledge and tradition.

Dasmachair:

Literally “second mother”. These people are entirely
devoted to educating children and assisting child-
births. They sit on the council of the

oy




Bir-ch

he old Demorthén was present, as well as Kynan, the Sy
i Damathair at the time. While she was busy bringing &

some relief to my mother, awaiting the right moment ;s
when she could give birth to me, the Demorthén was talking %
with my father. Obviously, I do not know what exact words they Y
exchanged, but for having been through a similar situation &=
dozens of time, I can picture the scene, since such a custom has | pt
remained the same. The duty of the Demorthén is to attend %
every birth. In a way, his presence consecrates the appea-
rance of a new life. The father then tells him the child’s first
name. Thus, the Demorthén is the witness and binds the ' '
mystery of life by accepting this name. K

a2k

; * n some even more traditional ‘q
l_| ] countries, the Demorthén |
Lo chooses a second name for the
child. It is a secret name that only he
knows and which he must never tell
anyone. It is said that whoever
manages to know of this second
name captures a shard of the being it
3 designates, and that she has a hold
over him.

&=
Che Dasmachairs

hile the infant and his exhausted
\/\ J mother take their first rest toge- .
ther, the Demorthén and the —SEESEE

Damathair go out to share the good news. JH§ ;:.\
Designated a few months before by the parents, the ™ SIS
Damathair is actually the first person to touch the child and "\
she will be the one to take care of his education. Mine’s name E
was Erein. She had chosen her condition of common mother right at
the end of her childhood. As she liked children and did not enjoy going
out with the others to gather fruits or take care of the fields, she preferred to
dedicate herself to affection and teaching. Yet, to go by her jovial disposition :
was a mistake, for she was a strong-minded woman, very capable in the use of wea- |
pons. Indeed, Damathairs also have the duty to defend children and vulnerable people in =)
the case of an attack; that is why they are given a complete martial training. Erein gave birth to
two children and raised six; as for me, I was the second to be entrusted to her. My first, hazy memories
go back to the time when I was regularly playing with children of my age, and I believe things have not chan-
ged much to this day.

>

e

Che Circles

Cducacion

ost of the time, the Damathair has the duty to
‘ l ’ educate the children. Actually, the whole com-

munity participates in such an education, as
well as the natural parents, when they get the opportunity. In
my oldest memory, I am standing by my father, in his field.
During my childhood, I spent a lot of time with my parents,
since they worked at the village, but other children were not
as lucky: many adults leave to hunt for several days, or deli-
ver goods to the neighboring communities for trade.

to their age circles. There are three, and inside this R

e ach day, the children of the village gather according

little village, all kinds of activities are organized:
games of skill and strength , small tasks to perform for the
village... many actions to prepare them for real life little by
little. Thus, they first learn to communicate among a group,
to develop their physical abilities, to learn of the basic
know-how of many tools, and, later, starting from the third
circle, to use weapons.

-Pabics and Cuscosrrs-




oy | Each circle corresponds with five years of the child’s life. Particular
ey contests are organized for each passage, during which, under the watch
of several Damathairs, the children pit their strength, skill, and wits
against each other in the fields surrounding the village. Thus, inside an
arena only delimited with a few posts, they are to compete in several
games ranging from wrestling to obstacle courses. The Demorthen
sometimes comes to see how they are growing, or gathers them to tell
them about the beauty of the world and warn them about its dangers.
At sixteen years old, the children become adults. This important step
- takes place during the Earrach Feis, the festival of spring’s equinox.
After a period of training of variable duration among the militia,
they are free to work toward the path they have chosen during their
passage to adulthood. It is also at this point that they can consider
getting married and founding their own homes. In many farming
families, children stay in their native houses to help their parents
and take over eventually. Some choose to become craftsmen’s
apprentices, and some others, more rarely, leave their villages and
go to the city to study there or make a go of it. Indeed, such a jour-
ney is long and hard, and the dangers are many. Each year, many
disappearances are reported on the roads.

(@ )iLitou'Y Service and
Crainin(]

during their education and are perfectly sound in

body, young people are still novices. At the end of
the third circle, they are entrusted to a veteran who must
complete their martial education and, most importantly,
make them face real situations.

! Ithough they have been trained in using weapons

Fear, cold, anxiety, and fatigue; this is what I remember the
most of this dark period. Of course, we had to participate in
keeping watch, by day and night alike, but we also took
part in the surveillance of the surroundings. When [ was a

child, I had hardly ever left the protection of the walls, and
never the first ring of cultivated fields circling the village.
Therefore, I knew nothing about the forest, until I was for-

ced to venture inside. Truth be told, one is better off not

. knowing about it... It is a dark place where one has the
~ constant feeling of being watched, where the roads are few

- and bumpyparticularly where they wind along hillsides.
Such trips were imposed on us to prepare us for a possible
evacuation, and allowed us to know our surroundings bet-
ter, but at the bottom of my heart, they terrified me deeply.

However, I would not complain, for some were sent to fara-

way fortresses, to defend dangerous areas.

A Life Choice

uring my youth, I did not stand out from the other chil-
D dren. As I was rather frail, I found it difficult to keep

up with the others during their games. In spite of that,
Kergelan, the Demorthén at the time, noticed that I had a sharp
mind. Interested in everything, I was never out of questions
each time he came to tell us a story, while the other children lis-
tened obediently. Quite rapidly, Kergelan grew fond of me.
Truth be told, he was already getting along well with my
Damathair, and would regularly pay us a visit in the evening.
Erein would then cook up a copious meal.

-habits and Cuscoms-
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In Tilliarch’, as in most of the communities that remain atta-
- ched to traditions, it is the custom that each home invites the
- Demorthen for dinner at least once or twice a year. This is
“done out of friendship, or at least to strengthen the bonds of

the village, of which the Demorthén is considered as a nexus.

It was the occasion to spend many evenings speaking freely
with Kergelan. As I had a hard time going through the man-
datory period as a member of the militia, I chose to dedicate

- myself to studying the world and its people, with Kergelan’s

. blessing. Some considered such a decision with disapproval,

as many arms were necessary to have the village’s collective
life and defense run smoothly. However, since I had not
really been accepted because of my blatant incapacity regar-
ding my fighting spirit and my skills, people commonly
agreed to my imminent departure. Thus, I traveled for a few
weeks, with the university districts of Osta-Baille as my goal.

The experience of the great city was not quite to my liking,
and I gladly came back to Tilliarch’ and its life in harmony
with the surrounding nature. Here, each period has its own
importance and significance: the sowing season, the first
spring rains, fruit or bean picking... each one of these miles-
‘tones ensures a harmony that does not really exist anymore
in Osta-Baille.

There, life is regulated according to man’s activities. Its
inhabitants do not understand the importance of natural

& i cycles or of the alternating seasons; and even if the same
~ festivals are celebrated, they seem more simulated and

having a good time matters more than their sym-
bolic aspect. It was with obvious pleasure that
I saw Kergelan again, as | had greatly
missed his simplicity and
R "
T
s |
;

B
b

wisdom when I was in town. There, one may meet many
intelligent and educated people, but their aspirations and
goals differ noticeably from ours.

I stayed with Kergelan so that he might continue my initia-
tion to other ceremonies or customs, and pass on to me the
tales and legends that he usually did not tell anyone. It was
at that time that I met Yledre. She was the daughter of the
tavern keeper, and spent most of her time helping her father
with the fastidious task of running one of the most important
places in the life of the villagers.

character: Gaelde, a Damathair who had raised thir-

teen children and had taught each one of them the use
of a different weapon. When her village, Eachad, was
attacked by Feondas, she hid her six younger children and
came to fight accompanied with the seven older ones. They
led a bitter fight, during which Gaelde killed thirteen
Feondas with thirteen different weapons, without a
single one of her children dying.

O ne of Kergelan’s tales mentioned a probably historical
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his is the village’s place for rest and entertainment. People like to come here after a working day to have a chat, drink

i some liquor, or simply spend some time away from their daily worries. Although it is still a cheerful, animated esta-

blishment in summer, it becomes the true center of the village in winter. Winter, with its long, cold nights; winter

where unconsciously, fear sneaks into everyone’s heart. Then, all the inhabitants come to share their remaining small part of

hope and courage. Traditionally, it is a place with a low ceiling where light remains dim so as not to hurt the eyes. Here, eve-

rything is done to buck up our tired senses. The smell of Boernac meat cooked in the central stone hearth mixes with the unmis-

takable scent of the torches’ fern oil. The luminous glow of the flames dances on the lime walls. The continuous chatter of the
place’s regulars exchanging news and gossips, complaining sadly, or bragging, fills space with a multitudinous life.

p S ‘ I remember that in the middle of this invigorating spectacle, Yledre was at work, distri-

& B vcll in the e H ¢ buting mugs of fresh ale or plates of cooked ‘meats. She stopped to talk for a few

" L Reish. the Befiiiee s ;o minutes with everyone, gracefully fluttering around the tables of dark wood.

; =y Often, when it was time to close, I took the habit of talking to her, vaguely

helping her in a few small tasks. I shall skip over many small details that
would be irrelevant in this tale, but in the end,

sequoias. Following a landslide, : '
2 X we became closer until we promised to
the tree slumped until its top came \
get married. w

to rest on a great rock. This esta- , 2 . r '
blishment, dug into the colossal : i ’ ' #
trunk, can be accessed with a rope

ladder. The main room, which is

slanted, was made more level by

dividing it into several successive

platforms. The innkeeper does not

sell more than one glass of alco-

hol, as a few tipsy clients have @&

paid for their one-night plea-

| =y

inn built within the trunk
of one of Tri-Kazel’s few giant |

-
\ , new home, they first perform a cere-
mony to bless their home. It consists

in naming every element composing the house
(walls, roof, door, ground...) and calling the bles-
sing of the spirits upon them, so that the habitation
endures natural disasters.

Indeed, some rumors tell of houses
miraculously spared by the forces
of nature.




Love and ReLa‘C ions‘ai]:)s

courting. Relations between the villagers are rather sim-

ple. At an early age, children are put together according
to their age classes, independently of their sex. Children,
girls and boys alike, have the same consideration for each
other. They are all integrated in the same activities, which
includes weapon training. It is actually only from the third
education circle that differences arise and that natural attrac-
tions start to develop. Sexual education—given at this time
by the Damathairs—is simple, but it makes the young ones
understand the importance of procreation in a context where
infant mortality is quite present and labor is precious. The
natural parents rarely meddle with their children’s behavior
and leave them free to choose their companions or future
partners, except in some families who do not accept the fact
of entrusting their descendants to a Damathair.
The situation is rather different in cities, where in spite of
the importance of the population, families are more self-
involved. Therefore, children mingle less with each other,
staying among their families most of the time. The protec-
tive outlook of the parents and their decisions are conse-
quently more important. It is even quite common to see the
choice of the parents override the children’s regarding their
acquaintances and, above all, their unions. In contrast with
this apparent rigidity regarding customs, one can find in
these same cities very different places, dubbed houses of
pleasure or Toil-tagh.

] n Tillarch’, we have in the end little time to spend in long

@) ,cu‘viaqe

2 he union of two people is the occasion for the
"i. - i whole village to participate in a community fes-
~ tival. A specific and exclusive day of the year has
always been devoted to it. Moreover, the same rule applies
to other events, which are also opportunities to gather the
e community as a whole. Everyone is free to participate or
. not, without the risk of offending anyone. This way, every
marriage promise made during the year is fulfilled on the
day of the summer solstice. During the year of my marriage,
there were ecight couples at the threshold a new life.
Kergelan presided over the ceremony that took place on the
circle of meetings, at the center of the village. Yledre’s head
was adorned with a crown of flowers and I was covered in
palpable happiness. We stood barefoot on the banks of the
river, where earth and water mix. At Tilliarch’, the
Demorthén called upon the blessing of the primordial spirits
~ of nature. As far as [ know, such practices are losing ground.
&f_ According to a letter one of my friends from Osta-Baille
sent me: “The union of a man and a woman approved by
mud is a ludicrous, archaic idea. One cannot possibly
believe that spirits inhabit every pebble and every drop of
- water of creation...” Although we did not really agree on
many ideas, I still corresponded regularly with this man for

" whom I had some esteem.

‘(g -Pabics and Cuscomrs- 3

home

y father had died the previous year in a lands-
1 l ’ lide, while he was extracting rocks from the
quarry. Thus, Yledre and I moved into my

mother’s house. Without this, we would have had to take
part in the village’s growth by building our own home.

When a new house was to be built, the place was chosen so
as to participate in the defense of Tilliarch’ in the case of an
emergency. Most often, the houses were arranged in small
groups around small squares, toward the center of which the
entrance and the main windows faced. On the back, win-
dows were forbidden, except for tiny, narrow openings that
could be used to see without being seen, or shoot from
without too much danger. Therefore, in the case of an attack,
each square was used as a defense courtyard.

Deach

! few years later, Kergelan died, apparently from

e 4 Sl

heart failure. Obviously, I was greatly affected, and

I spent long hours crying silently for this admirable
person who had been a second father for me. Noticing the
general affliction, I took it upon myself to do what he would
have done when alive, which was to advise, comfort, and ()]
carry on.

aa [a

Kergelan’s body was ceremoniously laid on a flat rock for a
day so that everyone could pay him homage one last time.
As for many important and respected people, his face had
traditionally been covered by a mask of plaited rope. We
then carried him toward the high plateau hanging over
Tilliarch’, to the field of the ancestors. He was inhumed
with his staff, the symbol of his wisdom, with his feet tur-
ned toward the village and the horizon. Once the heavy
rocks were laid on his last home, I went alone to the back of
the field, toward the opposite side, and planted a small oak
at the entrance of the sacred wood. It was not sacred because
of the unlikely presence of some spirits, but simply by the
memories of all our brothers, parents, and forefathers who
had disappeared.

Each of them had a slowly growing tree planted in his
memory, even though their remains were long gone. Ash
trees and elms stood near some birch trees. Here, a noble
yew had its top darting toward the skies; there, an august
oak reminded of an elder’s wisdom. Soon before his death,
as he felt his end drawing near, Kergelan had initiated me in
some Demorthen secrets. After spending a long time alone
in the forest, where I could meditate on my new sta-_
tus, I came back to the village and took
Kergelan’s place for good in the hearts and

minds of the people. ”w F



deep is dug. The bottom is covered with a layer of sand or ground
rock so as to isolate flesh from earth. The decomposing body must =
not directly mix with the fertile soil, but be filtered by this mineral subs- -
tratum. It is said that this prevents the essential energy that each being
carries within her to be directly absorbed in the depths of the world.
T, Heavy slabs or granite are also laid on the tomb to protect the
deceased’s corpse. These slabs, during strongly moonlit nights,

\t seem to vibrate with a diffuse light.
L This phenomenon, occurring mostly during winter, is called
Aothbas; the light of the dead. 3

D uring the inhumation ceremony, an oblong hole at least five feet

‘7}%
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I think this sums up the traditions of my land. I am getting
old now, and my days are numbered. I hope that my des-
cendants will be able to share with their sons what makes
the heart of our culture.

O» Drearrs

n Tri-Kazel, dreams have always had

an important influence in folklore: a

dream is often considered as a sort of
prediction. When a dream is clear enough to
be rational, it is then said that it can truly occur, parti-
cularly when it repeats the following night. Potions »C acl' s Cl s L
prepared by the Demorthén can make people fall into g tCioNs an ]:CSClVOL s
a deep, dreamless sleep, should there be a risk that

their dreams prove dangerous. h -
D earest Friend,
There is a curious condition called sleep disease. The

affected person merely seems to be sleeping soundly ; Asl kFlOW how fond you are of stories and curiosi-
at first sight, but it is actually completely impossible ties, I have decided to tell you about some fragments of my
to wake him up. Most often, this illness lasts between recent journey in the south of Taol-Kaer. It is true that [ have

few opportunities to go out of our beautiful Gwidrite city of
Ard-Amrach and that it takes little to amaze me. But do read
what follows.

two and three days. When the patient finally wakes up,
he cannot remember anything about his dreams. Some
time after, a slight moroseness on his part can be noti-

ced, as well as a tendency to withdraw within himself. Exhausted, and I confess a bit lost, I unexpectedly arrived T
According to some people, priests of the Temple have o tl,le' dax before the holy one Of' Earrach iI} a typ'ical ;
sacred dreams in which they are granted the vision of Talkéride village. I then took a room in the pl.ace' s only inn,

what they must accomplish to fulfill the will of the and promptly went to bed. The day after, reinvigorated by

One God. this good night’s sleep and a hearty meal of cabbage and

cooked goat meat, I went for a stroll to take a look at how
Researchers on the Continent are said to have applied traditions were celebrated in such a remote place. How sur-
themselves to the study of dreams. They are called | prised I was to witness the absence of the ritual decoration
! that usually adorns the streets of our city! Still, the inhabi-
tants had dressed in their best clothes, and were crowding at
the center of the village where the Demorthén, dressed in a
long ample robe, stood under a majestic oak. Behind them,
I noticed a row of young people, of the same age as far as [
could tell, who solemnly listened to the fervent speech of
the sage. After some asking around, I learnt that it was some
sort of rite for the passage from childhood to adulthood.
Apparently, they call this festival the Renewal, and this is
for them a plentiful period of five or six days, which corres-
ponds to our Tiraine.

occultists and they are apparently trying to inter-
pret dreams so as to reach a better understanding
of the human mind. Some of them are even
rumored to be able to put a person under a
charm and force her to do their will.
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his is the celebration of the end
of the supremacy of darkness
over light. The spring equinox
marks the rebirth of every thing; the rene-
wal of the circle of life and of nature.
Following it, nights become shorter and
the threatening feeling that pervades the
short winter days subsides. Therefore, this
day is symbolically a festival filled with
much rejoicing. It is also at this time that
the ceremony of passage from the state of
' child to the one of adult is organized.
Earrach Feis is closely observed in vil-
lages, less so in cities. In Gwidre, when the
Temple became the official religion, some

names of traditional festivals were chan- |

I ged, to reduce the influence of Demorthen

*, in popular customs. Thus, Earrach Feis &
" became Tiraine, a solemn festival marking © ¥
the beginning of the year. " A
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the equivalent of Earrach Feis. It is not actually a festival, for
Agaceann marks the beginning of the descending phase of the seaso-
nal cycle, during which nature progressively falls asleep. Agaceann
is the occasion of a sort of collective contemplation through which

part from this joyful celebration, the second most impor-
tant ceremony of the local folklore is called Agaceann. It
takes place at the equinox of fall, and is, as I understood,

the memory of the dead is honored, and following which warnings
about danger lurking around are repeated. This celebration has, as I heard, a strong importance for fighters by profession.
Indeed, in this occasion, trials of strength and bravery are held, at the end of which ranks are distributed or confirmed. This
ceremony takes place on a yearly basis, with the idea that the chief must be stronger, braver, and cleverer than his men. As a
stranger, I was well received, partly thanks to the fact that I remained evasive about where I was from. Unfortunately, one
thing is for sure: being a native of Gwidre does not bring a good opinion from people. I tried to explain some of our traditions
to a few of them who seemed more open, but I was quickly met with a skepticism that was not far from turning into hostility.
Thus, I quickly changed the subject and asked them about their calendar, their various festivals and traditions, to see if these

were the same as ours.

C}we CQLC ﬂCl(lf’

he years of the Tri-Kazelian calendar are numbe-

i red starting from the creation of the Three
Kingdoms, as you know. Why set your life clock

on such a trivial act? This is beyond me. As for the rest, their
calendar is the same as ours: it is organized on twelve per-
fectly equal months, of thirty days each, preceded by the
five intercalary days during which Earrach Feis, the festival
of renewal linking the years, takes place. Many small local

festivals oceur between summer and fall; 1 might believe
that, overall, ale and liquor are consumed more often than

jaé;wm/ Jz’— j{& lan Cafa‘mé;

water! Many events, particularly those related to offerings
to nature, are opportunities for libations. On such occasions,
if villages are neighbors, they have common festivities and
set benches of food and drinks, not far from the center of
one of them. Most of the winter festivals take place in the
tavern, or sometimes in a large common house if the village
is big enough to own one. I will be leaving tomorrow, and
am currently drinking to you.
Your loyal friend,

Sl
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If you are reading these lines, then you have now reached your sixteenth year. It also means
I am dead. When exactly does not matter; I have gone to meet my ancestors and left you
alone with your poor mother, without having the opportunity to teach you a proper profession myself.
Fortunately, if everything happened according to my wishes, the guild has taken care of your needs and
. given you, my son, an acceptable education. On the next year, you will have to choose your apprenticeship

. and join one of their master artisans. The guild has protected you both, your mother and you, and you must
now dedicate yourself to it in return; this is your duty and your honor. You are aware that I was one of its

great masters myself, so let me tell you about what is involved in this word, so unique and yet so vast: crafts.

Thus, a craftsman practices a traditional technique on his own, sometimes with the help of his own

family or an apprentice whom he takes under his care and trains to make him his assistant. This is
what the guild has planned for you. Among craftsmen, there is a certain hierarchy: an apprentice becomes a
journeyman after a few years. If he manages to create a masterpiece approved by his master and the guild,
he is eligible for the title of artisan and independency. The title “Neach-torgail”, which means “master arti-
san”, is given only to the best. For each crafting trade, there are only a few Neach-torgail in each region. The
quality of their works is the pride of every artisan and of his whole crafting trade. However, you shall disco-
ver that in Tri-Kazel, quality is equated with sturdiness and reliability rather than with aestheticism in itself.
Beauty is only added value, which, as enjoyable as it can be, is in the end, secondary. The only exception
concerns those whose craft is very close to pure art, such as jewelers, for whom splendor remains predomi-
nant. Finally, at the top of the hierarchy sits the Mercanthas, the guild master.

! s you know, in short, a craft actually indicates a manual production technique, on a modest scale.

Of he Various ]:ieLcls

n the end, craft encompasses a rather impressive range of trades, amounting
to more than two hundred varieties. Here are its main fields:

\Voodworkinc]

This is a fundamental craft in our society. Lumberjacks, car-
penters, joiners, coopers, shoemakers, and instrument
makers... they all shape this living matter with respect and
love. Although many craftsmen alternately perform several
of these professions and know how to adapt, each one has
his preference and specialty. Wood is used to make many
buildings, but also objects, from furniture (chests, tables,
chairs...) to everyday tools (buckets, barrels, dishes...).
Large-scale works are also very varied and apply to fortifi-
cations as well as to boats, wagons, and carriages.
Individual habitations, ramparts, and palisades; casings,
crossbeams, and stilts, are all made of wood.

* These craftsmen are highly respected for their part in the life

tedly the most powerful and influential guild of Taol-Kaer,
but reportedly, its fortune was built on shady and oppro-
brious practices. As you shall quickly find out, guilds are a
fertile ground for rumors and gossip!

Wood is also used to make deadly ranged weapons, essen-
tial for striking at an opponent from our palisades: hence,
crossbows, and especially bows, are chiefly crafted by
woodworkers. The trade of woodcarving is similar to wor-
king on small pieces of wood, with the exception that that
the raw materials come from bones or deer horns as well.
They are capable of designing all kinds of common objects
such as knife handles, combs, or dice, but they also make
tools for other professions such as rings, pins, or needles
necessary for textile works.
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Report transmitted to Aenor Iben, patriarch of Seol’s council, from investigator Guediiren Fiannags.

ear Patriarch,
D It has been long since I have left your guidance to work for Seol’s watch. The report you required of me

could put me in great trouble among my hierarchy, therefore I am asking you to keep it for yourself. I
undertook this investigation alone, outside of the boundaries of my duty, and only because I am indebted to you.
What I discovered frightened me: I thought that the watch of our lord ruled over the town, but the guilds are a coun-
ter-power to be reckoned with in Seol. Little by little, our lord is getting stripped of his heritage and his power.
The merchant sometimes becomes more powerful than the noble. Be he a craftsman or a trader, he has gradually
become a financier. The most influential live in town, where the guilds are the most powerful and where they take
advantage of the city’s privileges: councilors, taxes, charters, and even court and soldiers, on which their grip tigh-
tens more and more thanks to the corrupting power of money.
Beyond birth, position in the social hierarchy in great cities—and in Seol more than in any other one—is defined
more and more by one’s place in the commercial network. Prosperous merchants ensure a greater strength for
themselves by joining a guild, which constitutes a true hope of social ascension. The more powerful a guild is, the
more those who are part of it will be so as well...
A true sanctuary where merchants and artisans can share lodgings, food, and discreetly exchange precious infor-
mation, the guild is used as a front for illicit agreements on prices, which sometimes go as far as organizing deli-
berate shortages to get all the richer.

Guilds constitute the first setting for coordination between merchants. They benefit fully from the exchanges allo-
wed by fairs and markets to form a financial authority that sometimes surpasses that of the most powerful lords.
These are cooperative, hierarchal organizations gathering people of a similar trade. They abide by statutes or char-
ters, enacting the rules of the organizations while displaying their ambitions. The standing members decide on the
entrance conditions for new applicants, and elect their representatives to strongly defend their interests before the
authorities or opposed guilds. These representatives are entrusted a great power, and are only answerable to the
Mercanthas, the guild masters. However, internal struggles are violent, and sometimes give rise to alliance turna-
rounds or the suspicious disappearances of some influential members.

The first aim of a freshly founded guild is to seek a privilege from its lord or king; and this privilege—which means
the exclusivity to practice a profession within the city—establishes its status. Once it is acquired, all it has to do is
avoid competition and blithely get rich while consolidating its position. Indeed, the guild is then free to organize
the control of prices and quantities. It is probably on this point that our lord was overgenerous, weakening his own
power little by little in exchange for financial contributions, which may have enriched the city, but progressively
deprived him of a strong, unified authority. This can have tragic consequences: recently, powerful guilds of Seol
have been seen leading actual punitive expeditions against small competing craftsmen of the neighboring villages,
destroying supplies and materials with the pretext of their famous privileges and getting away with it.
Guilds make exchanges easier for their members, thanks to a clever system of privileges and mutual support, some-
times on a principle quite comparable with the Magientist lodges found in Reizh; at the same time, they make life
for their potential rivals harder, and slow down every trade that does not fall under their jurisdiction, unless they
receive a tax—actually, more of a bribe—to validate the transaction.
The watch can hardly do anything against such practices in Seol, as judicial action is very complex and some guilds
buy justice off, or keep their own attorneys. As far as we, mere soldiers, are concerned, we are sometimes put at
their disposal, when the guilds do not have their own militia! Among them, their justice is swift: should a member
‘break the rules of the guild, he shall suffer the wrath of all others, being excluded and sometimes mysteriously
“disappearing some time later. The biggest guilds share the risks between their affiliates, so as to compensate for
any possible financial difficulties.

However, there is worse than the corruption of justice: should the lord not yield to their fancies or fail to ensure their
protection, the whole guild will voluntarily blockade his trade. In the end, I think that short of a takeover by force
to get back in control of his town, he is unfortunately bound to become the hostage of the economic web that the

Mercanthas—who are suspected of coordinating their actions during secret meetings—have spun around him.

With my respect,
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king for our protection. Our people boast
excellent smiths, capable of quickly creating
weapons and armors of sufficient sturdiness
to counter the Feond threat... or any other
one, for that matter. There are diverse tech-
niques, and they vary a lot between a bronzes-
mith, an armorsmith, or a minter, from molding o
to hammering, and including casting and car-
ving. But you shall learn about that in due time

if you follow such a path.

Let us focus on the essential things: metal crafts-
men are held in high esteem by warlords, provided
they can shape efficient helms, shields, and wea-
pons. However, the work of a smith is not restric-
ted to this, for he is at the origin of the fabrication
of useful utensils for everyday life, and above all,
for other craftsmen: tools. Be it for shears, pincers,
or tongs, chisels, saws or what have you, he plays a
predominant part. The minter, under the authority of
the king, mints coins and therefore presides over their
circulation. Finally, metal craftsmen are also involved,
in good part, in the crafting of jewelry. They are then
jewelers, a profession at the intersection of several
crafts, which deserves particular mention.

’ ¥y
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' This is probably as fundamental as woodwor-
;
.
!

- It is related to woodworking and metalwor-
- king as much as to masonry and glasswor-

% king. Although it is not always very elabo-

" rate, jewelry is very common, even in the

. most remote villages. Its use is not restric-

s ted to just women. You can find brooches :

and torques inherited from our traditions,

but also necklaces and ornate rings,
sometimes inset with gems.

Most of the beads decorating necklaces

are made of wood, horn or metal; more

rarely of colored glass or amber. They

¥, are often fitted on a simple thread

. Nda made of plant fiber. Armbands and

‘.1 rings are generally made of metal or 1
horn. Precious stones are most often

%@y scton earrings and rings. Rich com-

~ moners and nobles from the kingdom

of Reizh are very fond of jewels, so

jewelry is a constantly progressing art

in this region.




It is a tradition that has existed for as long as Tri-Kazel. Even if some of
our buildings may seem crude compared to what is said about those on
the Continent, their solidity cannot be questioned: such works are
constructed to last through the ages and stand against every natural dan-
ger of our merciless peninsula. Few of our edifices are still entirely made
of vegetal materials. Wood remains prevalent, but it is rare that the walls
are not at least reinforced with stone. The foundations are very deep to pro-
tect them against freezing and thawing. Only the roofs are devoid of stone,
as thatch is still the dominant choice. However, following the example of
great cities, some of the richest inhabitants have begun to roof their homes with
tiles. The masons of our three kingdoms are famed for their mortar made of lime,
sand, and clay. They also craft stone in the traditional way, cutting it as our ances-
tors did, and still diligently decorate the roads of the peninsula with steles. This is the
case for the great road linking Osta-Baille to Tuaille, which is paved through and through,
and maintained by the famous guild of the Pavers. Recently, they have also become responsi-
ble for the escort of convoys; ask for their assistance if you come to travel in this region. Ritual stones

are a particular case: they are sacred, and are exclusively crafted by Demorthén. Many of them still stand, and new ones are
still raised toward the sky, even if their proportions have decreased. The Demorthén practice their ancestral carving art on /
these stones, inscribing runic figures known only to them.

Gchsswo rkinq

Here is a craft that is still rare in our peninsula, as we lack the raw materials. Even though we know how to shape it correctly,
it remains precious for us, which explains why it is also used in jewelry. It is mainly used in the form of a paste, and truth be
told, we are still not experts in glassblowing techniques. There are few windows outside of cities, and most of the village
houses do not have them. In the end, glass is almost exclusively crafted on command, or imported from the kingdom of Reizh
where techniques brought by Magience make it possible to create it more easily. There, glass jewels and mirrors are very pri-
zed by women. The latter are often simple metal disks fitted on a handle with one face carefully polished and then covered
with a piece of glass. 107
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Its most elaborate specimens are found in pottery and the less common craft of enamel. Such rarity actually comes from the
relative inexperience of Tri-Kazelians in working with the sand of the Great Beaches of Taol-Kaer, for which there had been
little use before. Enamel is most often red or orange-colored, as the glass paste used in its creation is combined with amber
or copper dust, since such materials are highly available in Tri-Kazel. Pottery is related to crafting vases, plates, and ampho-
rae of all kinds, which are used to carry oil, liquors, or salt. However, the craftsmen’s workshops only produce a frac-
tion of these products, as commonly used recipients are crudely self-made by the poorest families. Master pot-
ters also craft fine earthenware destined for the most powerful people of the three kingdoms, each piece of
which is worth a small fortune. Finally, earthwork is not limited to the creation of simple vessels; arti-
sans also make earthenware figurines, and above all, the previously mentioned tiles, which have begun
to cover the roofs of the richest houses.

Ce;ct ile Craf't

Here is another plentiful domain for a craftsman, even if it is also in competition with home-
crafted items. Wool, linen, and hemp are the most used materials. Several artisans are needed
to master every step of the cloth crafting process: spinning, weaving, ful-
ling, carding, and dyeing. Then come the tailors who make the clothes,

from cutting the patterns to sewing the final item. I have heard that
the Daedemorthys of Reizh are trying to design great machines

capable of creating large amounts of fabrics of all kinds. Do not
believe such fooleries, my son; the art of textile is difficult
and requires great dexterity that only the hands of a man
can display.

-haﬂclicrcxfts-



Leacherwo rkinq Basketv]/

Everything begins with the tanning of the skins, which are prepa- A basketweaver is also in competition with a purely i
red in pits using oak bark powder called tannin. Leather is largely =~ domestic practice, but he often has much superior ' =3
used to make domestic objects—saddles for horses and Caernides,  skill, making much more important and incomparably %}
harnesses for draught animals, handles for weapons and some  well-made pieces. Basketry is generally used to rein- 5

tools—but also to bring final touches to clothes or make shoes  force pottery or obviously to weave baskets, but it is =\

" more comfortable than clogs. also included in the construction of small boats and some

‘W In a wholly different domain, some artisans become true skin  carts, or even hut awnings. Its advantages are multiple:

E“’. artists, and also sometimes execute war paints, for the waterproofness, sturdiness, and lightness. Any robust
)

eminent members of their villages, and exquisitely
elaborate tattoos.

plant can be used, although wicker remains the material
of choice. In lakeside regions, however, reeds and rush
« are favored by villagers who make great use of it. The
artisans of these regions can even make plaited armor
out of them, which is relatively resistant, but extre-
mely light, giving their warriors considerable free-
dom of movement. This is often considered as
second-class armor, but it is nevertheless quite
famous, and many Tri-Kazelians appreciate it.

My review is now almost over, but keep in
mind that all of these very vast domains include
many different professions and mingle with each
other. Complex products require the combination
of various crafts, which can prove difficult. In
remote, traditional countries, everything is done in
harmony, but in cities, the primacy of guilds can be
felt, and it becomes very difficult to go from one to
another or to carry out works without being part of
the crafting trade involved.

Oﬂ Aclornments

Now, let me tell you about some fundamental aesthe-
tic principles applied by most of our artisans. First, the
historical trinity of Tri-Kazel is deeply anchored in our
customs and can even be discerned in the motifs chosen
by all artisans, from woodworkers to tattooists. There is
very little depiction in their works, and when there is, it often takes the form of animal symbols, generally in relation with the
Caernide. In the end, what remains prevalent are motifs simply associated through juxtaposition, which result in a continuous
tangle of shapes, and often come in groups of three, as on our coins. Schematization is important and depiction or not, every-
thing is represented in a simple way; symmetry and geometry play a great part along with the very frequent recurrence of the
trinity. Comets with three tails or mythic Caernides with three horns can be seen, but most often, vegetal shapes intertwine
and spread, infinitely tying and untying. In this regard, many of these motifs are registered in the famous book of Kell-Taer.

can become the personal or familial mark of their talents. Demorthén also use this type of intertwined symbols in the writing
of the runes that allow them to make contact with the spirits of nature. These abstract symbols are more than an ornamental
art; they form a true language named the Sigil Rann. Signatures are very rare on peninsular works, and only the greatest mas-
ters afford the luxury of applying theirs.

Cradiciorns and moclernitr

My son, you will get to live in a world of perpetual change. Today, manufactured items, which are sometimes mass-produced
and come from great cities, are distinguished from unique ones, crafted by artisans. The former are necessary, sometimes bet-
ter shaped, and often less expensive, but no owner of the latter will grant them the same value as those unique items coming
from handmade craft. However, it cannot be denied that our great Talkéride cities are starting to adopt these methods of fabri-
cation that are apparently from the Continent. Accept it and do not complain, for artisans still play a major part in Tri-Kazel,
and you must not be worried by the development of Magientist workshops in Reizhite towns. A good craftsman is, above all,
one who respects every form of creation and knows that behind a mere, rough object, there may be mysterious—to say the
 least—forces hiding.

i
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‘ Objects of: powev

o finish with, I will tell you about what our traditions call “Objects of Power”. You have probably heard of such

i works, which are so invested by their creators and owners that they develop a mystical power over their environ-

ment. Such a power is probably the result of self-confidence and of an exceptional attachment to what may some-

times be only a simple tool. Some consider this as mere superstition, but it is long-lived, and artisans respect these Objects of

Power, as if they were actually invested with the world’s essential energy. The masterwork that gives an artisan his title some-

times holds these strange abilities. I have also heard that other Objects of Power are created by violent feelings or sinister tra-

gedies, which weaken the border between rough matter and living things and merge them for a while, giving extraordinary
properties to actually common-looking objects.

I would better give you an example by telling you the story of Kareal the sculptor. At the end of his life, he decided to make
one final statue that would be the masterpiece of his existence; the paragon by which the whole of his art would be judged.
He took no model, and only sculpted the hard marble according to the memory of the curves of his wife who had disappea-
red years ago. He gave it so much time, energy, and suffering that his very body dried up as the statue took shape. Days became
weeks and weeks became months before Kareal would finally be satisfied with his statue. During this time, he never left his
shop: those who brought him food told that he only talked about his statue, then that he only talked with it. Madness seemed
to have seized him, but the sculpture was perfect; more beautiful and livelier in appearance than the most gracious maidens
of the village. Some could only look away from it with effort, rousing in the process the jealousy of Kareal, who soon forbade
anyone from entering his workshop. It was only several days later that he was found, lying in his blood. Apparently, the sta-
tue had toppled as he was embracing it, and crushed the ground under its weight. Those who displaced it to pry the body away
whisper that they thought they had seen this virgin nudity move, as to bind its loving creator in a hold of flesh and stone. In
spite of the defiance of some, the statue was quickly sold to a lord scorned by his lady and who was said to be inconsolable.
At its contact, the man grew strong, vigorous, and ambitious again: he never laid his eyes on any other woman, as if the past
love of Kareal for his wife had satiated him. This is exactly the link I mean, which you may feel for an object.

'{‘ Che Legend of ]:aem
[[ (MNac Conren

4
4 . earest Wylard,
| D Here is the information you required about Faéris Mac

Connen. This red-bearded giant had crafted his own club
from a stump that, according to him, the spirits had indicated to him.
With such a weapon in hand, he seemed invincible, and the notches he
made on it after each victory were accumulating. No one dared to fight
him, and he protected his village from the attacks of Feondas and other
creatures of the shadows. One day, however, his Object of Power was
stolen from him right before he left to escort a caravan. It was attacked
by a single Feond. Faéris, deprived of his favored club, tried to protect
his companions by using a regular weapon. I do not know whether he
had totally lost confidence in his talents or whether he could not fight
without his own club; it remains that he met a swift death at the claws

of a creature he would have otherwise certainly vanquished. His
companions were thus given the occasion to flee, and they quickly
attributed the defeat of Faéris to the mysterious disappearance
of the club that had made him seem invincible for so long.

y .

|

I leave you now, my son. Choose your path, prove worthy of your name and your heritage, take
~~_ care of your mother and make me proud beyond death. May my thoughts and my skills be with
S you on the road that I am sure you will be able to follow...

-hanclicraf'ts-
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ear Friend
D I hope that you and your family are faring well. Here in the south of Reizh, the wea-
ther is bad. My research is proceeding, but unfortunately, it is not leading to anything d
productive yet. To bring you some distraction, enclosed is a fabliau from the famous bard Alwen
Mac Uvelan. It deals with culinary art, which should interest a great cook like yourself. As far as ||
I know, this text had fallen into oblivion until I chanced upon an old parchment at a secondhand
’1
I

=

dealer in Kalvernach. I hope I can pay you a visit very soon.
Your friend,

10
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would rather eat my horse’s oats than the dish you just
served me, cook!” With such words, one of the first
Continental commanders to set foot in Tri-Kazel reac-
ted to the dish served by the one who was considered to
be, at the time, one of the best chefs of the peninsula.
Obviously, the meeting of the two men was off on a bad
start...

s

“Know, good sir of the Continent, that here in Tri-Kazel, my
dishes are considered as poems, and that considering what
our land offers, there is no better fare than what you have!
And may I ask you, sir, of what are you so displeased with
this dish, so that to the kitchen I may send it back?”
Although he was much offended by such a falsely polite
answer, the commander retorted all the same:

“It seems you are far better at spicing your words than your
meals! This dish is so bland that I shudder from head to
heels. The ingredients that compose it are of such poverty

o y
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that it is making me dizzy. There is no seasoning that would
make it tasty. Sauerkraut, sausages, and potatoes are given
no aroma, even by this beer that reminds me of saliva! Now,
will these reproaches be what it took to finally make you
serve me a dish that you would properly cook?”

The chef, who was said to be quite the rhymer, felt doubly
insulted, and went back to his kitchen with a sinister project.
He cooked a dish said to be worthy of a king, and put it in
the oven before he came back to his torturer. Here is what
he told him:

“Let us leave pleasantries aside, sir of the Continent. Of the
customs of our people you seem most ignorant. Now listen:
you shall know how we cook every thing on the peninsula,
from fowl and game to mussels and fecula.”

“Then do so, tavern keeper, tell me why your masterpieces
are no better than rat feces!”

The chef did not flinch and began his exposition.

Condiciors lm]:)osincj ]lestrict ions

"

the weather quite haphazard: wind, rain, snow, and blizzard... There are few favorable seasons for a cook: we can-

not prepare meals strictly by the book, and all have to do with what we find—do try to keep that in mind. Thus, cab-
bage, potatoes, and pork are mainly what we put under the fork. To this you can add goats and Boernacs, which are often sea-
soned with onion. Rarely, we have some mutton, although sheep, because of their wool, are granted some protection.

C hen learn, sir, that our land, surrounded by sea, does not give to its people a full liberty. Our soil is often hard, and



Condiments

disiac. Does this seem to you very boring? It is, but sometimes, before fall, exploring, you can find the odd sugary
and colorful berry to make dishes much more merry. However, you are off-season, and the only available fruits
are, in winter, juicy apples served for pleasure, as jams, pies, or whole and pure. An alcohol, not devoid of zest, is also made
from the ripest. Finally, there is salt aplenty in our mountainous country, and seeing how you piped up, I made sure that the

C he only amenities come from the fat of Boernac, from lard and from a few creams kept for festivals or as an aphro-

—— T - e adle. B Rl —_—

meal I prepared was much more spiced up...

Sea ancl COOLSCOLL
Commrodicies

& hose are the main commodities that here are sown.
b i But what? I see you frown: “This man—you
' think—is neglecting seafood, a mistake both foolish
~ and rude!” Nay sir, this is to what I was getting, although
this is almost as upsetting: the sea may feed us on demand,
but not so much more than our land... Inconstant and spite-
ful, our ocean is often upset, having no pity for those with
sail and net, who risk a few miles to bring back some sal-
mon and herring, and who, rightly, are cheered for their
daring... Fish is smoked, salted, dried up for conservation,
even if our coasts do bring some consolation: mussels, sea-
food, and algae, though they are no delicacy, could perhaps
make up a meal that you would deem worthy.
Here are, summed up in a few words, the whole of our culi-
nary possibilities, and you see there is not much on lands as
well as on seas. But still, to help you keep better track of
everything any cook can lack, I will keep going with what is
missing.

Lacks and Resoriccions
in Alisvwencacion

wish for, and which makes our cuisine so

undeserving—so little to your liking. Boernacs and goats
give us milk, certainly, but not very much, actually. Thus,
creams and cheese are rare, and stored with great care. In
our countries, there are few bees, and thus, of honey, few
varieties. Worse: sugar, pepper, spices, garlic, herbs, oils,
and “tomatoes” as you call those things, are absent,
unheard of, as are, in general, most seasonings. In Tri-
Kazel, to make meals better, we have only salt, mustard,
and butter, and little of the latter. No cucumbers; a few
fruits but—see how scarce is our fare!-no watermelons,
citruses, cherries, or any pear! We have no wine, as we
have no vines, but our beers and ciders are fine, not to
mention schnapps and other strong drinks, which are of

l told you what we have in store; here is what we can only

; . finer quality than you would think.

Now you understand why our cuisine is so lacking, and
why your absence of leniency was so shocking.
However, in accordance with your wish, I will still
n serve you a first-rate dish. Just wait here; from the
depths of my kitchen, I shall fetch you something that
i ~ will make us even.
L
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as o Dessert

he chef left and came back immediately, facing the
i commander who still behaved haughtily:

“Not a moment too soon, dear master of the plate,
my stomach is a hole naught can satiate, and my palate is
dying to taste something that I think, would require your
very best drink!”

The cook remained silent; he just served the dishes, patient,
and watched his guest bolt them without the slightest jest.
Once the meal was given the proper attention, he spoke
again for the conclusion of his exposition:
“We are almost at the end of your feast; maybe now you can
comprehend, at least, the origin of the many legends going
about our beloved lands. The vilest rumors spring from
poverty’s darkest demands. Hence, some people actually
think that we could dare, out of desperation, to make a
Caernide our fare! I see this only makes you scoff, but this
animal is sacred, and no Tri-Kazelian would be so tainted as
to commit an act so impure, which may anger or antagonize
nature. Wildest stories go about cursed people who feast on
the flesh of some fallen Feond beast; about madmen seeking,
in their insanities, to absorb the strength of their enemies, but
whose sickly, debilitated bodies become mottled with spots
and all sorts of markings before decaying in rots.
Grim tales indeed, but I see you cough and splutter... It is
time for you to be part of the legend as the commander and
his last order... I had told you that in Tri-Kazel, each one
of my dishes is a poem; know that what you ate was
your requiem. Such is not the case in your faraway
country, but know that here, even cooks have their
dignity, and that a mere dish can punish an impu-
dent, even if the sir comes from the Continent.
Since you wanted some flavor, be satiated:
your dish was seasoned, but with a cost,
as today, it was death that you tasted.
The poison in your veins has now
taken effect. Your very haughty
voice dies before this banquet!”
And thus ends the story of the
poet-cook and of the prideful
commander. The one who coun-
ted it to you was a mere juggler,
but make your Daols ring, for
a storyteller, as a cook, has
his own grandeur!
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vention may seem impudent to
you, but I hope you shall heed my
plea: do not neglect the impor-
tance of food for the people of
Tri-Kazel and the political stabi-
lity of your kingdom. An old
maxim of our regions does claim
that empty stomachs cannot get
on with full bellies!

A starving people is a dangerous people,
prone to revolt and to the worst excesses simply
to survive and satisfy the hunger gnawing at its body. A
harsher winter than usual, some disease of the crops, rodents or insects devouring a poorly stored food stock, a battle
happening at the wrong place, is enough to bring back the dangerous specter of famine to your lands.

This is a problem we have always experienced in our mountainous, sometimes too isolated regions. And we only come
up with shortsighted solutions, only remedying it when it arises, whereas we should do everything possible to prevent
it. As it stands, landlocked villages sometimes disappear without even giving us the time to intervene. Yet, we know
well of the ravages of famine, as we have sometimes used them as a weapon to wrest surrender from a dissident city,
without even having to fight. And, although we never had to resort to it, you know that famine can also become a
defense against an invading army, by destroying or burning everything as we retreat, so as to deprive the enemy of
any means of supplying itself on the field. We know well how to trigger it, and yet, nothing is harder than halting it
when we have to face it.

It is mainly the linking period, which makes the transition between the stocks of the former harvest and the new one’s,
which is the most dangerous for our people, who try to cultivate a land already hard in itself. Famine quickly makes
bodies weak and sickly, ready to succumb to epidemics spreading all the faster in such conditions, leading to true mas-
sacres during which entire populations disappear amidst awful suffering. With war on top of it all, the whole thing can
sink into generalized chaos, and in the eyes of our people, the worst plagues seem like simple clouds in their exis-
tence, in comparison with the maelstroms of famine.

Hunger or ingestion of rotten food bring high fevers, throat lesions, and uncontrollable diarrheas. Pestilent itches have
also been reported, as well as abdominal stains and stupor, which are bound to lead to death. People die of hunger, of
course, but mainly of epidemics which sprout from such an extremely favorable ground and quickly decimate the wea-
kest; notably, the children. One needs not pick their poison between plague and cholera, as one must often face both
at the same time during such periods, and literally, unfortunately. And this is without even mentioning the ravages
brought on by the various riots, which are obviously understandable in such conditions, but then spring with absolu-
tely inhuman violence. Some people have even been witnessed resorting to cannibal acts.

Remember the White Famine, which wreaked havoc in our peninsula a few centuries ago, but still haunts our people.
Because of a drastic temperature fall around the year 360, winter lingered until summer. Entire regions were isolated
from the rest of the peninsula, which fell into an even more critical state of self-sufficiency than usual. Such a situa-

.h o
tion turned out to be catastrophic when many cultivable plateaus became unusable because of frost and snow. The LR
famine at that time was unprecedented, annihilating entire villages (the very names of which have since been forgot- ;. )
ten), driving the maddest and most desperate to barbaric, inhuman behavior. Then, Feondas could sweep to their :
hearts’ content all those that famine had not naturally taken. ‘;

-
Such a catastrophe might happen again, my lord, and in spite of your guards approaching to silence me and punish my i

insolence, I dare to ask for your lenience and demand the urgent creation of a delegation capable of working efficiently
, toward means of preventing famines and driving away this specter that overshadows us as winter grows colder.
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Arclﬂ tCeccure

Letter addressed to Drulaan Gralec by Kelvorch Lochaed, student at Osta-Baille’s Academy
of Sciences, Techniques, and Industrial Works

@ ear Professor,

I must confess that finding the resolve to put the following short essay on parchment was not easy. You explained to
me at length how necessary it was for me to lead my own reflection on the reasons that make architecture an essen-
tial science to keep civilization in good working order. You required me to make a review of all the buildings and
constructions, from the simple shack made to shelter the tools of an artisan to the vertiginous feats that are Magientist
edifices. At the beginning of my works, some things appeared to me as futile and as a waste of time.
However, I finally vouched to study as many of the works man has erected in Tri-Kazel as possible, so

as to perfect my knowledge of the science I am about to put into practice.

_ *Of Construccion ( Nacerial s
-

- W ood, bricks, and stones are the most commonly used materials for the construction of habitations
L3

and buildings. Pine is especially priced, as it grows fast and can be found in great amounts, although

spruce and oak are also much used. Cedar and hazel are exclusively used for making furniture.
When the weather allows it, bricks are sun-dried, but more often they are baked. As for stones, sandstone and
granite are excellent choices, particularly as there is plenty of the latter near the omnipresent mountainous
ranges of Tri-Kazel.

,{- Bronze and iron are mostly used to make locks and keys, as well as farming and crafting tools. They are also

; used to reinforce the structure of bridges, build grates, and are shaped into chains to mark out certain roads or

. to block the entrance of docks.
oy o



Of RuraL Architeccure

- shall start with a mention of the smallest rural settlements, which are essentially fortified farms. The better-off ones have i
\ 1 a triple protection system: a waist-high slope precedes a deep ditch dominated by a palisade of sharp posts. Only one ol
~ entrance is kept, in the form of a plank bridge crossing the ditch and leading to a sturdy double door. This passageway is just £
_-_-:n‘u large enough for a cart pulled by two Boernacs to pass. '
.; The house itself is built at the center of the fortifications, near the potable water well and a small orchard or vegetable plot
s intended to ensure some food for the inhabitants. The stables and barns are located on either side as emergency second lines
Y (% of defense. Finally, a small wooden tower, high enough to provide line of sight in every direction, is set on an artificial ele-
e ~vation, not far away from the palisade. Watchmen continuously take turns, day and night.

Villages are the most commonplace form of rural settlement and include from twenty to a hundred habitations for the largest

* ones. They are developed around strategic places: along a watercourse (stream, river, creek), atop a steep hillock, near a

happened with nature-like freedom. However, a number of
common characteristics can be determined, which can lead
to comparisons between all of these rural communities.

Most villages have one or more plazas of an essentially cir-
cular shape (probably an unconscious reminder of the many
ritual stone circles erected all over the peninsula), which
offer a sizeable space where the inhabitants can gather to dis-
cuss. There is often a great tree to provide some shade, and a
well from which one can draw water that remains fresh, even
in the heart of summer.

Houses are most often built with a sturdy door, narrow win-
dows, and surrounded by a low wall. The yard, delimited by the
wall, is often laid out like a vegetable garden or, more rarely, as
flowerbeds. Sculptures portraying the spirits of nature, or in
exceptional cases a glorious ancestor, can adorn the place, but
villagers usually simply do with floral decorations.

- Roofs are sloped to cope with heavy snowfalls, and covered
with thatch or with bark and earth mixed with straw. The

- slanted roofs of richer houses are covered with shingles,

- slates, and, in a few cases, with terracotta tiles. Next to the

- chimney, there is sometimes a worn weather vane, a statue,
or a decorated gable standing on their crests.

- Because of the increasing rate of Feond raids these last years,
the people of many villages have built fortifications of
varying complexity in order to protect themselves. Palisades
made of posts, logs, or planks, and reinforced with ditches
and slopes, are the basic elements of this type of construc-
tion, which is an imperfect imitation of military works. It is
sometimes completed with one or several watchtowers, and
in the best cases, with a bare covered way located on the
most exposed side of the palisade.

\

- Alarm devices such as a crude signal system, gongs, or bells
% give the means for a quick warning to all the inhabitants tn
- the case of an imminent threat. Some villages located in dan-

Demorthén oratory erected on a hill with fertile sides, or on a lakeshore. No urbanization plan managed their growth, which e
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- Considered as | :

a hiq]ﬁer Science
only been considered as a science bringing

U answers to the necessities of man. This is

" indeed the primary reason for its existence, but we shall
see that it still exists today in a much different way.

p to this point of my study, architecture has

Now, the many techniques on which it is based do not
only serve common utility, but also the creativity and
expressivity of the architect.

We all know that the inhabitants of Tri-Kazel had a
very rough lifestyle during the first centuries of our
history. Their primary preoccupation at the time of
the Aergewin was to survive against the colossal
creatures roaming the peninsular territory. They also -
had to find refuges to escape the rising waters and
protect themselves against the violent weather batte-
ring Tri-Kazel in these ancient times.

When these threats subsided, men were able to focus
helr thoughts on many subjects: the construction of
bulldlngs was one of those which benefited the most
from their intellectual devotion. This was when
architecture was truly born, a domain that quickly
- earned the status of higher science, unanimously
recognized today.
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he bridge is the quintessential work for Tri-
Kazel. Whether one is in Taol-Kaer, Reizh, or
Gwidre, its stern piers and its monumental
arches are most needed things for the development of civi-
. lization. The largest cities, such as Osta-Baille, would be
nothing without these large stone roadways linking them to
the rest of the world.

nd ~ Advances regarding construction made it possible to fina-
£ lize the creation of a complete communication network,
.~ which had so far remained unfinished out of ignorance of
.~ the adequate techniques. In such a hilly territory, it was an
Q: imperative need to be able to cross chasms and vertiginous

liffs, which became possible with bridges.
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ted. The creature was still on our track; we could feel its presence all around us, similar to the cloying scent

of poor quality incense. However, it remained invisible, waiting for the moment when we would be exhaus-
- ted to leap on its preys and devour them. The mists were weaving their impenetrable web all around our miserable
S convoy, led by a man who had lost all reason. As the advisor of Lord Maorich, I had taken over and was doing my
i best to direct us in this sinuous maze of mountainous paths. However, it was increasingly difficult for me to ease the
tensions between the soldiers, the artisans, and Maorich’s wife. The Varigal who was accompanying us knew nothing
" about this arid, hostile region, lost on the southwestern headland of the peninsula, and he could spot no sign left by «
his fellow travelers. We were starting to lack water and food; any hope of making it out was as dwindling as the light,

- O ur escape had taken us much farther than we had expec-

- -On the evening of the nineteenth day, we could feel the monstrous creature lurking closer. Its heavy breathing was

Without the secrets of pillars and arches, the first attempts to .
go over great heights failed in deadly collapses. Many
bridges were built with wood and bricks, but their reliability
left a lot to be desired. Today, the bridges linking major com-
mercial roads and power centers are made of good mountain
stone and some of them are even built with a mixture of vol-
canic earth and lime, to which pieces of broken tiles are
added. Thanks to these robust constructions, twenty men on
horses can without worry ride over precipices swathed in
mist, and a freight caravan can have the boldness to travel a
thousand feet above a gorge lost in shadows. Journeys which
previously took weeks are now accomplished in a few days, =
and that is how men get closer to one another; at least when
the Feondas leave them the possibility...

. ngmg in my ears and its stench was nauseating. We were walking as fast as we could, amidst the thick coiling mist _* ¥ <

,
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d tear me apart like some piece of meat.
--_4 y

~ Then, suddenly, I saw the mists part and reveal a huge chasm of unfathomable depth. A colossal bridge spanned it, at
- Jeast up to the borders of a strange, swirling patch of fog masking my sight. Never in my life had I witnessed such a
work: it shimmered faintly, its smooth, uniform surface similar to a sumptuous marble paving. Its strong arches were
leaping above the precipice, like hunting beasts, resting on colossal piers of which I could only see the top. The
construction was giving off such an impression of solemnity that I started crying like a child. It seemed to be that faces
had been sculpted along the elegant line of the arches, but I could not check it. A scream rose in the air behind me.
Without even turning back, I ran to the bridge. The shiny roadway was so slippery that I nearly fell head over heels.
Pulling myself up just in time to keep my balance, I decided to keep going without slowing my pace down.
Not without a short-lived hesitation, I dived in the undulating veil of mist. Before I even had the time to feel fear, I
was running out of the swirling shroud. For a few seconds, it was as if | had been in the middle of luxurious drapes
of crushed velvet, cold or burning, while voices were calling me by name, whispering incomprehensible words to me.
But, as my feet were skidding on the smooth surface of the bridge, darting at full speed as far as possible from the #
monster hunting me, I was certain that I had been the victim of a hallucination.
When I reached the other side of the huge construction, I stopped for a while to catch my breath. Stupor hit me when
I noticed that both of my hands were bearing azure and carmine marks, similar to streaks left by a contact with a but—
- terfly wing. Those marks were of the same color as the hangings I had pushed aside to struggle away from the mist..
) 5F\ o0 one else seemed to have followed me. It looked like I had lost both the creature and the expedition.

Report from Kelt’hian de Lorch about the disappearance of Lord Maorich

which was blocking any visibility. Two men fell to their deaths in the gorge as we were edging along the path. The 1§ S
_echoes of their cries refused to die and danced for a long time in my head like the promise of my disappearance to '
" ome. It was all over; I knew it. The last of my strength was ebbing away. The creature was about to pounce on me
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Al ome of my peers consider cities as hearts irrigated by the continuous coming and going of people running through their * Lguse
P S streets. I entirely agree with them, for these populous centers are melting pots of life, constantly teeming with thoughts
and actions.

1 Lthink I can say that the architects of Tri-Kazel have foremostly been pragmatic men who, although they certainly had a cer-

- tain aesthetic sensibility, have focused on efficiency and longevity rather than on some embellishments of secondary impor-
+ tance. However, our science still displays sturdiness and greatness from which our compatriots draw their strength and for
... which they feel awe and respect. The proud palaces with their large towers and their high, looming walls, the stout-shaped stone
» i%i_'ouses; they are part of an almost natural union between considerations of a technical, practical, political, but also artistic nature.

e L =* Tjust mentioned generalities of importance, but I feel like I should also add to this a few splendors which lived through the :
1. ancient time, or stemmed from the curious mind of an architect thirsting for new experiences. They still stand with their angu-
" . lar shapes, their sharp ridges, their beveled walls, or their thin spires strangely rising toward the sky. When I see the Castle of
' Aodreth, this unconquerable eyrie, my thoughts and my heart turn to wonder, but I remain skeptical regarding the functionality
of such a monster, which, with its innumerable asperities, seems entirely dedicated to the crooked twists and turns of a mad or
dreamy ml{ld yearning for absolutes.
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. ould one conceive a more extraordi- ! ¥
‘ nary vision than the sight of this gigantic cita

. Pyt
Our towns are designed to be “living” entities. Although they'gl
are divided into districts, they can be compared to a human.=
del perched atop the Oerdh Pass? As hanging body, w1th its heart, its bra%n, its trunk, anq 1.ts llmbs: vy '_'
Future actions are planned in centers of political and intellec- =

»
$
‘ from the sky, the phenomenal construction with its i X % :
‘- spidery towers looked like a mythical bird hesitating tual power, the two often being intertwined: the decisions o

to take flight. Adorned with balconies bending oddly, _ taken by the powerful are guided by the intuitions of our
and galleries with thin columns inviting in the north- brightest scholars and savants, who have followed the tea-

j western wind and the cold Septentrine, its high spires chings of prestigious masters in academies or guilds. Thus, ‘A

| of white stone fiercely pierced the clouds, like feathers | the high walls of our lords’ castles stand near the austere
! i facades of the centers of knowledge. Markets naturally settle

as sharp as Tugarch' blades. A mystical shiver, as one ; - . . :
{ coming with a revelation, ran over my spine. Who on the large circular plazas, favoring a ring-like formation
| collBihave S uch an e’diﬁce? And why in such an around the outer edge, which leaves the center of the area

free. Thus, anyone can peruse around as they wish, and lei-

i inaccessible place? Was it to keep a treasure there? To ¢ X
imprison a legendary beast of the Aergewin? Or to t surely talk without the annoyance of the crowd hubbub.

hide away from a world that only gave you worries, to

} forget oneself in such a strangely altered place, the real

/ reflection of a dream or a nightmare? At that time,

1 there was no way I could tell. But I planned to find out
sooner or later. |

Fountains and wells set at every corner of the city make it
easier to store water in the case of a siege, or to carry it
during a fire. It goes without saying that our towns are built
on sites answering to two fundamental needs: the presence of
water and of natural defenses. Many subterranean rivers flow

i i anialos of Aenthel “Book 111 .ﬂ inside our mountains, 1nV151ble. Engineers and Magientists
W - have designed subtle mechanisms to channel water and make
T N R, —. it flow where city dwellers need it. Many water or wind mills

work with elemental energies, and one can often hear their
dripping wheels spin and see their blades cleave through the air when going through the roads leading to great Reizhite cities.

Although I have never had the opportunity to verify it, I have heard that Daedemorthys have built strange architectural com-
plexes working on the same principles as mills, but powered through the combustion of organic or mineral matter. I do not
know whether this is just a fanciful tale or not, but it is true that most of their constructions are striking, so far from the canons
governing our science that one can ponder about the reflections that have led them toward such unconventional directions...

A town is divided into districts, which are crisscrossed by a web of alleys, streets, and lanes, separated by squares and espla-
nades where artists, public writers, and speakers come to perform, or where the children of rich merchants come to amble.
The workshops of the craftsmen adjoin the narrow houses of the commoners and the tall properties of the nobles without too
much disturbance. Readily or reluctantly, our citizens have learned to abide by the laws promulgated by the lord, which does
not prevent a good number of districts from becoming sordid and rough areas.

-Architeccure-
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Osca-Bail le:
a Ile]cerence f'or Safer Cicies

have heard that many Ansailéir have tried to remediate
the crowdedness of old districts, as it harbors violence,
iseases, and accidents of every kind. How many dramatic
fires could have been avoided if houses were not so close as
to touch one another? In Osta-Baille, things are fortunately
greatly different. Crime still lurks in dead ends or in water
mains, but its influence shrinks more with each day.
Ansailéir Eober carries on with the efforts of his predeces-
sors; the most decrepit houses are demolished to give some
air to previously crammed areas. Light finally shines on the
blind fagades of shaking shacks.

Safe behind the walls of their city, the inhabitants lead a rea-
sonably peaceful life. Ostian militia goes through watchful
patrols, without disturbing conversations, but promptly
acting at the slightest incident.

The main risk remains that of an epidemic, but there again,
architects do their best to reduce the danger. Except for the
squares and the large main roads, paved streets are slightly
slanted, so that garbage may easily slide through the central
channels onto pipes, and be evacuated several hundred feet
above the ground or in cesspools dug under the city. The
inclination is low enough so as to avoid disturbing the pro-
gress of wheeled vehicles and exhausting elderly people; at
least in the main axes.

However, there are cities with strongly inclined streets, all
terraces and balconies, such as Kalvernach. And moving
around is harder there, although ramps and stairs have been
laid out here and there. Engineers and Magientists have
developed some of their most curious inventions there, such
as an elevator with pulleys, making it possible to cross
important vertical obstacles in mere moments.

Cicies
ancl Natufe

hat would our cities be without trees and vege-
\/\ , tation? Sad, unsettling places... such is my opi-
nion, at least. The laying out of public parks

and private gardens probably answers the unconscious year-
ning to go back to the proximity of a soothing natural envi-
ronment and the presence of a certain spirituality. The
Demorthén, who are the main figures of traditional cults,
look down on cities, and very few of them settle in such
places.

In most gardens, natural harmony is left to take over the illu-
sory perfection the hand of man reaches for. Stones, leaves,
and needles litter the ground in an apparent mess; a flowe-
red bower harbors the representation of a forest spirit; a
monolith engraved with vegetal arabesques, strange crea-
tures or unknown signs, stands in the middle of the way, or
at the center of a turfed circle. The presence of Demorthén
rites can be discerned implicitly. Gardens are entirely impre-
gnated with the sacred essence of these mysteries, drawing
their vitality from the ever-going round of seasons, and from
telluric energies spinning their patterns just beyond mun-
dane perception.

However, I am intrigued by this strange topiary art, which
takes as a postulate the opposite axiom of architecture: trim
trees and shrubs taking inspiration from monuments, and
not design edifices drawing from the richness and diversity
of nature. I had the opportunity to admire drawings repre-
senting Ard-Amrach, the capital city of Gwidre. They dis-
played vast gardens, the layout of which was similar to a
city’s, with large alleys circling flowerbeds and clumps of
bushes. These were lined with trimmed boxwood looking
like outer walls, and with long, narrow stone pools in which
fresh water sprinkled with duckweed was flowing. Trees and
shrubs had been trimmed straight as dice, arranged in perfect
rows depicting habitations; flowers were forming impeccable
lines of colors set out in bands... Unlikely herbaceous batta-
lions ready to defend their territory to the bitter end!
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CemPLe, () )aqientists, and Arc]ﬁitectuve

A - A ithout pretending to be exhaustive—for my short study could not claim to be so—I must mention
i ‘r'.j’-' \/\ , a subject related to spirituality as well by talking about the Temple. The new religion expands a
e little more each day in Gwidre, and even beyond its borders. The strong ideas it conveys are

"o expressed in tall, hieratic buildings, with imposing pillars and the severe faces of the greatest of their past hie-
: rophants sculpted on their fagades. Within them, one feels oppressed by colossal vaults, and by the lack of a
e light that only seeps in reduced amounts through small openings made near the cornices. Although I could not
verify this myself, I have heard that the Temple had appropriated the symbolic model of the labyrinth, which it
adapted to the requirements of its dogma; this way, a novice can be initiated, in the middle of mazes of narrow
walls, to the esoteric message of this new religion.

As for the architectural fancies of Magientists, sometimes stunningly beautiful, often clearly unsightly, they are,
e as I have already mentioned, so completely alien to the foundations of our science that it would be fruitless for
me to try to discourse on the subject. All I can do is admit that some of their achievements combine elegance
with efficiency, whereas others remain incomprehensible chimeras.

There it is; I hope that this quick essay was an adequate answer
to your requirements, as well as a proof of my good know-
ledge on the actual state of architecture and urbanism on our
% peninsula.
I remain your devoted disciple,

ﬂ;ﬁtf %{d}/

Young man, [ have read with interest your work
which, altogether, does not lack pertinence.
However, it seems to me that the idealism of
youth blurred from your mind some harsh reali-
ties. You take Osta-Baille as a model for a safe city,
but do not forget that this town has two faces, and
the one it displays in the darkness of the slums is
most unsavory. We are still far from a time when we
can say that our science has managed to make cities
completely safe.

Moreover, you tend to forget that the dominant trait
among your contemporaries is not altruism, but truly a
burning will to stay alive, whatever the price. Although
the goal of architecture is to protect, it is too often used
to keep one’s riches out of the reach of those coveting
them. This is why castles have a multitude of secret
passages that may lead to treasures, but also to dun-
geons where those who have disturbed the authority of
the local potentate are left to rot.

I am very seriously considering having you leave
for a while the den of knowledge that is our aca-
demy, so that you may finally be confronted
with the daily life of our contemporaries and
envision your science under new aspects.

~Aisr-chiceccure- <
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] n the lordly council room, old Demorthén
Galenor was deep in thought. In front of
him, several painted pieces of pottery were dis-
played on the table. They had been brought the
day before by a group of commoners who had
stumbled upon them near a corpse, in a field close to
the village of Louarn. The unfortunate man had probably discovered the antiques as he was digging a pit in his
field. His murderers had left all the pieces on the spot, as well as the few Daols the victim owned. The case remai-

ned mysterious, but all the elements suggested that it was some awful settling of scores.

His hands clasped together, the Demorthén stared at the pieces of earthenware depicting the fight of his ancestors
against the Feondas of the Aergewin. Humanity had been born in darkness, and had experlenced many atrocities since
it had arisen. A few centuries ago, the Three
Brothers had laid down the bases of a flourishing
future where humanity could have kept developing
while living in harmony with the spirits of nature.
But the settlers from the Continent came. Their
science and their God had decisively buried the
dream of three kingdoms united around the tradi-
tional Demorthen culture. For a long time, the hor-
rors of the Aergewin had given way to futile,
deadly struggles.

o

“Galenor, you seem pensive.” The reedy voice of
young Maela Mac Loarans rose in the council
room.

She took a seat next to the Demorthén. In the back,
her father’s throne remained vacant. Maela's face
was pretty, and still juvenile. She had just turned
sixteen and was already to succeed her father who
had died a year before. The Demorthén gave a
faint smile, but nothing could make the solemnity
inscribed within each of his wrinkles fade. The
young girl went on:

“The scholars told me at length about the history
of our peninsula. According to them, my instruc-
tion could not be complete without a treatise on the
society of Tri-Kazel.”

“Yes, Maela Mac Loarans. This is the wish of your
late father, and I will personally take care of this
last part. My regency is nearing its end, and you
will have to assume your responsibilities. How
could you rule over this region without knowing
the social organization of our peninsula?”’

Louarn was a small Talkéride domain of the duke-
dom of Salann Tir, lost behind the Mor Roimh. In
this wild region where Osta-Baille, the capital city,
was a faraway legend, the Mac Loarans family
was known to be loyal to the king of Taol-Kaer.
The Demorthén went on:

“As you know, because of the unchecked influence
of the Daedemorthys and the priests of the Temple,
our society has experienced drastic evolutions. It
would make more sense to talk about three distinct
societies, seeing how the kingdoms of Gwidre and
Reizh differ each day a little more from our good
kingdom of Taol-Kaer.

-
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Cvi-KazeLian Soc iet]/

efore we get to the specifics regarding the Temple and the Magientists, let me make you a general presentation of the
8 peninsular society. The traditional organization of society in clans and the feudal system coexist as they can in our
peninsula. This mixed society is constituted from several social castes which are the same in the three kingdoms. Each

-

The Osag clans never truly accepted the authority of the
Three Brothers. Their communities are ruled according to
clan customs as they existed in the ancient times. Some of
them even still use the ancient tongue. There, customary
right—transmitted orally—is the rule, and Demorthén are res-
pectfully listened to. There remain but few of these clans,
but villages and rural communities have partly kept their
traditions.”

“My father told me about this. He also told me that these
customs and laws vary from one clan and valley to another.
Don'’t you think, Galenor, that everyone should abide by the
texts promulgated and registered in the books of laws of
Osta-Baille? We do, here, in Louarn. Why wouldn’t they?”’
“Maela, know that I strive each day to make people respect
the authority of the king of Taol-Kaer. The Osags, beyond
their rebellious disposition, are the bearers of our most
ancestral traditions. Our king, in his wisdom and clair-
voyance, has always shown indulgence toward them, which
favors the maintenance of these traditions. The risk of the
whole of Tri-Kazel giving in to the futile beliefs from the
Continent is still high. It is a complicated matter and a
balance must be kept between these various requirements.”

M xti?lmlﬁ'&.rmd:. JEPE - g PRI PN :'!

4y caste can be differentiated by its privileges, its rights, and its duties.
%

]:euclaL Societ]/

“Feudalism was introduced by the Three Brothers at the
same time they swore the Oath, nearly a thousand years ago.
Their goal was to unite the peninsula around a strong cen-
tral power, so as to favor the growth of Tri-Kazelian peoples
in the respect of traditional Demorthen cults. The advent of
the feudal system consolidated the three burgeoning king-
doms. In this uncertain time, the Three Brothers sought the
assistance of strong men and clan chiefs who swore an oath
of allegiance to them. The kings delegated to these first
nobles a part of their power so that they enforced royal
authority. Each suzerain could require financial and military
support from his vassals, promising to protect them with his
army in exchange. It took more than one century and many
wars with the recalcitrant clans to establish this system.”

Galenor paused. Maela was focused. He resumed:

“True nobility originates from these warriors who swore
fidelity to the kings of Tri-Kazel. You descend from these
illustrious lords, Maela. Since the time of the Oath, the Mac
Loarans have been serving the crown, and your ancestor,
Cadwalader Loarans, fought by the side of Taol-Kaer him-
self. This old nobility has nothing in common with the one
of the Reizhite cities, which became a court nobility. This
phenomenon expanded since Bronchaerd, king of Reizh,
allowed the purchase of titles.

But let us get back to our subject... This aristocracy is but a
small minority; the rest of the population is made of com-
moners. When the feudal system is well implanted, commo-
ners are free to cultivate the land, to use mills, ovens, and
infrastructures left at their disposal. In exchange, they give
a part of their production to the local lord and must perform
some corvees, such as maintaining the palisades and walls,
ploughing the lord’s lands, and carrying out watch duty.
Some of them, indebted or taken prisoner during a war, can
become the property of a lord. They form a third caste
without rights or liberty: serfs.

However, the feudal system is far from being applied eve-
rywhere. Most of the time, customary right is the rule in
rural communities. It stresses the participation of everyone
in the life of the community, and nobody must be paid taxes
for land rights. I understand why our king wishes to impose
the feudal law of Osta-Baille in every region to strengthen
the kingdom. Yet, applied without good judgment, it tends
to insidiously pervert mentalities. Populations come to fight
for the ownership of a patch of land, as it is the case on the
borders of the three kingdoms. The land does not belong to
anyone; it gives us the means to live, but no one should
claim to own it.”

-Sociecies-
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he society of Taol-Kaer is a mixture between clan traditions and feudal organization. Only the major cities and*
the communities close to the lords most loyal to the crown scrupulously apply the feudal law of Osta-Baille.
In most communities, and particularly in small villages, customary right and community traditions prevail.

DfiviLe(jes, hefitou]es, and Cicles

Titles, symbolized by a sword given by the king, are accompanied with lands and privileges transmitted to the eldest.
child, whether male or female. One becomes a noble through heritage or by a royal edict. Some local customs give the
advantage to the male heir while others give the privilege to women. These divergences trigger fratricidal succession
wars between those who staunchly follow these traditions and those who abide by the law of Osta-Baille.

In Taol-Kaer, nobles bear the prefix “Mac” which means “son of” or “daughter of”. This prefix was introduced at the

time of the Three Brothers, when feudalism was established. In Gwidre and Reizh, the use of this prefix was sometimes

lost, but some clan chiefs and lords keep using it. Court nobility is distinguished from rural aristocracy. The former

most often live in the capital city, and include the royal family and their closest advisers. The latter manage the lands

of the kingdom. Land ownership is an undying subject of discord between Demorthén and feudal lords. Law texts are
obscure on the subject, making many interpretations possible.

"‘\ The word Ansailéir, inherited from traditional cultures, has survived the passing of time. This title is borne by
. » clan and village chiefs, and even by some burgomasters of the lar-

lP - gest cities. The affix “de” has no significance regarding
social rank, but is rather an indication of a person’s

birthplace.

“I will end by telling you about the Demorthen, Ma;g:i )
and priests of the Temple. Whether among traditional Qlans'ﬁr

__'o.
s ' 9

~ >
according to the feudal system, the Demorthén are neither | 2% e -
the nobility, nor are they commoners. They are the link between t.he" .,;‘:; 3 J

rits of nature and humanity. They are considered outside of human castes /:f'.)

= X T e

pe | “-_ and laws, having no privileges but not having to fulfill any corvees. T '.ﬁ.’ .‘,
7 +  provide for their own needs by themselves, but are most often 1nV;E§d and - - "; ;-”

¢ * "= " supported by members of the community. y s

Obviously, the feudal system weakens tfle primordial function of the Demorthén. Because they are not nobles, some o " “""-".-;
longer pay heed to their advice whereas in traditional communities, clan chiefs often trust them to settle a dispute or Me ':'7;‘_: A ¢‘
right decision. I hope that you will be able to make the right choices, Maela Mac Loarans.” st .“l;" o :
Maela remained silent. The expression on Galenor’s face almost frightened her. It reminded her of the arguments he 1%‘,1 with ‘.’ A
her father on the subject. The Demorthén went on: .-ﬁ_"‘.“-' b 2 jl

“First, the Magientists were well accepted in the major cities of Taol-Kaer, particularly at the time of the reconstructio bf- s -,".d{)"

Osta-Baille by Athaont(. Today, the urban population has mixed feelings toward the Magientists, appreciating and dreading =~ =

their strange science. In the rural communities of Taol-Kaer, Magientists have always been feared and rejected. At the _51? AP

of wild regions, such as the Lands of Déas, they can even be attacked on sight. ':_‘ iy J'
- . e .

Priests from Gwidre have a very bad reputation in Taol-Kaer, particularly since the War of the Temple. There are a few tem- o St
ples in the capital and the largest cities, but followers of this religion are most often roughly treated and victims of Violence 4 : "_.:__. >
Only a few missionaries sometimes manage to settle durably among an isolated community in exchange for some serv1(;e§ e
According to some rumors, heretics pursued by this religion seek asylum in the wildest regions of the kingdom, where no
inquisitor of the Temple dares to go.

We are done for today. If you will, we will meet again in a few days, for the Tsioghair takes place tomorrow, and I must attend 1t -

-Sociecies-
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Qwidvite Soc ietY

A few days later, Maela came at dawn into the council room.
Galenor was waiting for her. He seemed worried, which
made the wrinkles of his face seem even deeper.

“This Crisdenbel fool has it all wrong!” he thought. “If I do
not take care of the education of this girl myself, then
Louarn will gradually forsake our traditions!”

The old Demorthén emerged from his thoughts, and spoke:
“Today, we will study the Gwidrite and Reizhite societies in
more detail, since you will certainly have to parley with
some of their emissaries. In addition to commoners and
nobles, the Gwidrite society is characterized by a third
caste: the clergy. It includes all the priests of the six orders
of the Temple. Along the time, members of the clergy have
acquired privileges: they are exempt from work, military
duty, and paying taxes to the local lord. Globally, the
Gwidrite society is the most feudal of the three peninsular
societies. A few remote regions keep applying an ancestral
and customary right, but they become rarer and rarer, as
Vectors of the Temple travel everywhere in the kingdom and
force the populations to convert.”

“What has become of the Demorthen in Gwidre?”

“They have lost their status and are considered commoners.
A lot of them have been assassinated by mercenaries in the
pay of the Temple. You certainly remember that the armies
of King Dalenverch serve the cause of priests and keep
knocking down the sacred stones, vestiges of our culture.”
The voice of old Galenor shook with rage, then his wrinkled
face became still again:

“You see, dear Maela, the clergy took such an importance in
Gwidre that their army, partly composed of fanatical sol-
diers named Blade Knights, is starting to rival the forces of
the most powerful lords. Will the Hierophant need to sit on
the throne of Gwidre for Dalenverch to become aware of the
monumental error of his ancestor, when he made the Temple
the official religion?”

Maela knew little about Gwidre, but of it, she mainly kept
the painful memory of the death of her grandfather, who had
disappeared during the War of the Temple. Like many
Talkérides, she had lost a relative in that bloody war.

Che Lives O‘F Cu‘fsal,

few miles away from the village of Louarn stand lines of menhirs that are said
to date back to the Aergewin. As he did each year, Galenor went there to take
part in the gathering of the Demorthén from the great West. Much to his sur-
prise, he was vehemently contradicted by some of his peers. After a heated debate,

Crisdenbel, the oldest and wisest of the Demorthén, who presided over the Tsioghair,

“Galenor! We understand your intentions regarding the future of Louarn. However, by beco-
ming the regent of this vale and by taking charge of the education of young Maela Mac
Loarans, you go against our ethics and assume a responsibility that should be fulfilled by a
bard! The primordial duty of a Demorthén is elsewhere; you must remain a spiritual ‘

. guide linking men and nature. Then, your words will be listened to and respected h)
\\ among the council of Louarn. We have been aware of your inclination for politics for h
E a long time, but take care, as by wanting to take too much control over
the affairs of men, you may end up turning away from the spirits

122

Reiz]ﬁite Soc ietr

“Let us go on with the Reizhite society, which is very diffe-
rent from Gwidre’s, but went through many fundamental
changes because of the Magientist influence. Theses about
progress, inherited from continental culture, lead the people
of Reizh to lose touch with spirituality. There is a clergy in
Reizh, but its privileges are much more limited than in
Gwidre. The animosity between the leaders of the order of
the Temple and Magientist academicians is such that the
religion of the One God was only very partially implanted
in Reizh. The recent War of the Temple only accentuated
such a situation.

Consequently, the Demorthen mostly keep their role of spi-
ritual guides in rural regions, in spite of our conflict with the
Magientists, whose ideology is totally incompatible with
our way of seeing the world. The other particularity of the
Reizhite society is the emergence of a caste of enriched
commoners who hold important civil positions. Know that
some towns, the Free Cities, are led by these people and that
the king has acknowledged their authority. Recently, these
rich commoners have obtained the possibility to buy titles.
There are among them artisans and traders, but also a few
Magientists. They gather at the court of King Bronchaerd
and are very negatively viewed by the old rural aristocracy,
affiliated to the first followers of the Three Brothers.

Magientists, whether they are nobles or commoners, hold a
very particular function in the Reizhite society. They can be
teachers in universities or work in workshops and laborato-
ries. As time went by, they gathered into lodges. These
groups are constituted of Magientists from the same social
origin or following the same research goals. There is no
need to get into the details of their organization, but think of
getting informed about the lodge your interlocutor belongs
to if you are dealing with a Magientist; this will give you
precious information. The Lodge of Lanmart as well as the
Royal Lodge, financed by Bronchaerd, are by far the most
powerful.”

P -Sociecies-
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raditionally, the Demorthén philosophy values each human being equally. Men and women | !
have always fulfilled duties of a different nature, but of comparable importance in Tri- &

Kazelian societies. Some men became the greatest warlords, whereas the most legendary
Demorthén were women. In clan society, power is shared between the clan chief and the Demorthén,
and the balance between men and women is a natural thing. Rape, violence against, and the abduction
f women are particularly punished, as they threaten their sacred ability to give birth. This equity bet-
ween men and women has remained in the three kingdoms, even in spite of the great evolutions

LPO

undergone by Reizh and Gwidre.
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“Sit down, Maela. This third day of study will be dedicated
to family.”

The Damachair

“Allow me to tell you about an important figure in our com-
munities; the Damathair. The overwhelming majority of
Damathairs are women, and as you know, their duty is to
educate children, which allows other women to work and
participate in the defense of the village if necessary. The
Damathairs are trained in fighting, and their houses are very
often fortified. In the case of an attack, they have the respon-
sibility to defend the lives of children and are entrusted with
pregnant women, the elderly, and the sick. The Damathairs
are the incarnation of the heart of the community; guardians
in the strongest sense.

However, their function does not end there: along with the
Demorthén, the Damathairs are the spiritual guides of a vil-
lage. Where we Demorthén create a link between men and
the spirits of nature, the Damathairs are omnipresent in daily
life. They supervise childbirth, and know the secrets of
plants that can be used for contraception. For a long time,
influential women have been using such medication to be
able to fully dedicate themselves to their social duties. In
villages, the Damathairs decide by themselves whether a
woman can receive it. Women who are too young or have
not developed yet, those who must perform their military
duty as well as mothers who have already borne four chil-
dren are the most common cases. The Damathairs also sit on
the council of a community, which handle matters of justice
and makes the important decisions.

In the regions where the influence of traditions is wavering,
the Damathairs’ function has changed. They have lost their
purpose because institutions of a large scale now exist, and
they have become mere nurses. They no longer educate chil-
dren, this duty being now assumed by priests or Reizhite
preceptors. In contrast, in some rural regions where the
Demorthén are less present, the function of the Damathairs
has grown in importance and they have taken over them.
Most fortunately, Taol-Kaer is a kingdom where the
Damathairs and the Demorthén are still respected and have
kept their traditional functions.”

-Sociecies-
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Sick Children and che eLclefLY

“Children truly bear in them the future of our communities, .
and embody hope for better days. Unfortunately, some chil- L
dren are born crippled or sick. In some regions, Demorthén -
and Damathairs discuss it and may then decide to expose
them. The children are then left to wild nature, which then
decides whether they must survive or not.”

-
-

“This is a truly horrible practice! People from Reizh say that
one must respect the life of every human!” Maela’s eyes
were wide open. When she was a child, she had been raised
by one of Louarn’s Damathairs. She vaguely remembered a
day when the old woman had entered the forest with a child
wrapped in cloth, and had come back alone. This gave the :
small girl nightmares for several years.
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“You must refer to some Reizhite academicians who, inciden-
tally, dream about replacing their king with a parliament.
Regarding the Magientists, no other human is as disrespectful
of life! Listen Maela, this is how the laws of nature work. Our
people have to face great dangers, and famine is always loo-
ming. A community cannot afford to squander its supplies.
Everyone must be able to make oneself useful. This is why the
Demorthén and the Damathairs of these regions also have ther « .«
duty to end an elder’s life at the stage where he has no other!
prospect than an existence filled with physical suffering.” S0
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Clar Cradicion 3
self-centered, inbred savages. Nothing

U could be more caricatural, as exogamic law -] -""
shows. This imposes that each marriage must be = = =
made between two people coming from different '
clans. Through a complex system of alternation and . ,
social hierarchy, the woman or man joins the clan of A
the spouse and becomes part of the family.
Separations are possible, but imply paying a com- e
pensation, since the departure of a member of the
clan weakens the community.

Exogamic law still applies in many rural villages <
close to traditional cults. i _ q

rban societies describe traditional clans as : ..,!
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]ust ice
he permanent dangers threatening the peninsula
C make it vital that the established civil order should

not be disturbed. Most often, Tri-Kazelian justice is
cold and direct. It does not aim to scare, but acts to protect
the community. Capital punishment by hanging is most often
given for crimes and treasons. Those who cannot pay fines
are sentenced to hard labor or to become serfs to pay back
their debts. Such prisoners are in charge of the maintenance
of bridges and roads in the wildest regions. Others are sent to
protect Inguards and the most exposed outlying posts. There
are very few prisons and jails, as both are so costly to main-
tain that they would deprive the kingdoms of free, expenda-
ble labor. When the culpability of a person is uncertain,
banishment is the traditional sentence in wild regions. The
convict is then left to natural forces, almost naked.

Actually, sentences vary according to the regions and range
from fines to the most severe corporal punishments. In some
places, and particularly in towns, justice has become crue-
ler. It happens that the convict is exposed to trial by the mob
(stoning, beating to death, etc). So as to leave a strong
impression, some lords hire executioners who surpass them-
selves in inventiveness when determining a way to put an
end to the life of the victims (hanging, quartering, decapita-
tion, etc).

Taol-Kaer is where justice is the most disparate, and where
customary right has the greatest importance. In Reizh, the
right is overall relatively uniformized, and Baldh-Ruoch’s
book of law is largely spread and followed. In Gwidre, the
religious law of the Temple has practically substituted for
the ancient rules.

popul,ou' ]ustice and Customou'r
Riqh‘c

In traditional clans, as for example in the Lands of Déas in
the south of Taol-Kaer, laws can change greatly from one
community to another. This is also the case for small remote
villages, isolated from the royal power, where customary
right depends on local customs. Popular justice is some-
times dealt by the village’s traditional council, constituted
by the chief of the community, the Demorthén, a Damathair,
and a bard. In the regions where traditions remain strong but

where feudalism still has been introduced, the lordly court is
formed by the village council, with the lord presiding.

The feudal system gives the king the power to administer
justice. Each capital city of the three kingdoms has a royal
court that deals with the most important cases. It can be pre-
sided over by the king himself, but most often, one of his
advisers assumes cases that do not directly concern the
kingdom or the royal family.

The king delegates this power to his vassals, who must
enforce law in his name in the whole kingdom. Therefore,
lords have the right to arbiter justice. There exist various

lordly courts, according to the degree of vassalage. Justice

-Sociecies-
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to settle cases that could not be solved by the community, or *
offenses to the lord himself or to his institutions.

ReLiq ious ] uscice

Gwidre has gone through a drastic evolution of its judiciary
system since the advent of the Temple in the year 775. The .
clergy is the sole holder of the right to enforce the law

W
! {‘This morning, the council of Louarn discussed this grirﬁu_
case. Now, follow me, Maela Mac Loarans, for in this’ ;.
g fourth day of your teaching, you will have to fulfill your E\_
prerogatives. According to our tradition, it is your duty to h
announce the decision of the council to Louarn’s inhabi- ™
tants.”
| | Maela had butterflies in her stomach. She had listened to
the council for hours as it discussed the fate of Aodren,
} and, like her father in his time, she had presided over this A
| session. The culpability of the young man could not be
averred, and this was why the council had ruled for exile. |
Taken aback and impressed, she could only shyly nod
when the sages had asked her for her approval.
}] The young girl and the Demorthén went out and crossed
the village. It was raining, and the streets of Louarn had
become muddy and hard to move through. A clamor rang
in the distance.
. “Your face is pale, Maela. I understand your apprehen-
" sion, but do not worry; the council is here to support you
in this ordeal. You are a descendant of a comrade in arms
of King Taol-Kaer himself, and this is why you have the

' power to administer justice in the name of our lord, Erald : ‘.‘.‘
Mac Anweald.” - ﬁ
They reached the square where a hundred-year-old oak | )
tree towered. A platform had been built, on which stood a ! n":'- ‘
young man gazing around in terror. The Ansailéir and ~:
three Damathairs could also be seen. In front of the plat- 4%
form, many agitated villagers were screaming. Maela, o

.| white as a sheet, felt faint and turned toward Galenor. The =-
d face of the old Demorthén remained impassive, his stern L~
 look ordering her to get onto the platform. Cheers welco- : -?J"
med the young woman who was about to announce her | :'_f
first judgment. Galenor made a gesture for silence, and ' \':, ~
spoke when it was made: % '{]
d%%

g N

“The council scrupulously studied this case and reached a
verdict! Like her late father, Maela Mac Loarans will
announce the decision.”

The villagers yelled even louder, most of them deman-
ding the condemnation of the presumed murderer.
' © Aodren, who was barely twenty, was watching Maela
! with a pleading look. The members of the council
: | were staring at her. The young woman could feel
/ her legs giving way and her heart beating in her
temples. But she had to speak.



Extract from “Peoples, Populations, and Journeys” by Aeldred Firdh

etrospectively, it appears that the nine centuries that went by since the Foundations have only been a suc-

cession of antagonisms more or less recognized as such. The rise of the feudal system and the first sove-

reigns’ will of assimilation clashed, as we know, with local traditions and clan allegiances. Although the
current nobility comes for a good part from the ancient lineages, its situation is far from monolithic. There are
still many valleys in which, in spite of his title, the local noble is simply a clan chief in the eyes of his people.
The notion of identity is then affirmed as it was in past times, and a foreigner, particularly one who wishes to set-
tle permanently, is little appreciated. In contrast, urban nobility is obviously more cosmopolitan, and has a much
different perspective, but stopping at such generalities can be misleading. Indeed, there are innumerable rural
lords who boast about the battling deeds of their ancestors at the king’s service. And on the contrary, some nobles
of large agglomerations are nothing more than rich commoners who have bought a title and prerogatives, but who
could not care less about patriotism, or even abiding by the traditions.

Through the centuries, some social groups have also evolved regarding the way the rest of the community consi-
ders them. According to the sources at our disposal, Demorthén, but also bards, Varigals, and Damathairs, pre-
viously enjoyed a particular status in many cases. This status had nothing formal, as opposed to the privileges of
the nobility, but populations afforded them unmistakable respect. This went with a certain number of favors,
which sometimes clearly bordered on favoritism. The feudal society, even in Taol-Kaer, which remains among the
three kingdoms the one most attached to the ancient customs, progressively put an end to such a situation.
Although the Demorthén are still considered as people of exception in many places, the purpose of Varigals and
bards often came to be confused with that of peddlers, minstrels, messengers, and vagrants of all kinds. In parti-
cular, city dwellers no longer have for those people, as well as for Damathairs, the respect their predecessors could
enjoy; mainly because they do not depend on them as much as rural people.

Contacts with the Continent have also favored the rise of new social groups. The appearance of an official clergy
in Gwidre, a land where the religious now enjoy prerogatives inscribed in the law, is the most obvious example,
and the one most often mentioned by neophytes in social transformation. The use of a currency had already per-
mitted the emergence of a class of well-off commoners, but technological advances, directly inspired by the
Magientists or not, increased its power. Legally speaking, a trader, a craftsman, or even a Magientist of common
extraction, are entitled to no special consideration, even in Reizh and in spite of what some partisan individuals
support. However, the control of financial riches, or of technological knowledge, leads these types of people to
become, by force of circumstance, notables, whose opinion, or even favors, are sought. Some commoners may
have managed to acquire titles of nobility, but most of them did so in the prospect of earning prestige, or privi-
leges. In the end, the influence of a scholar or a trader over a community, although unofficial, should not be unde-
restimated.

Although in Gwidre, the Temple’s clergy totally replaced the Demorthén—sometimes by force—the Magientists
have overall proved to be more circumspect, and officially have no political power acknowledged by the law.
However, the opening of schools for religious or scientific teaching has favored the emergence of a learned mino-
rity, most often of middle-class origin, whereas in the countryside, many lords are barely able to write.
Knowledge, whatever its aspect, also holds the seeds of many ambitions going beyond the traditional cradle in
which individuals evolve.

: - Overall, we can witness the crumbling of certain social groups at the benefit of new ones, which, more or less
— ’rf, - consciously, strive to fill the space left by the former ones. They must take into consideration official power,
* ~ which also attempts to reinforce or preserve its influence. Economic antagonisms and social ambitions have been
added in a more discreet way to national, clan and—more recently—religious rivalries, while money and knowledge

are flowing at an increasing pace, although still awkwardly, throughout the kingdoms.

Although the Osag tribes of the Lands of Déas seem to live as their ancestors from before the Foundations did,
we must admit that we actually have no certitude on this subject. It is quite unlikely that centuries went by without
exterior influences, or a desire for new things, discreetly remodeling parts of the Osag culture. Yet, all we can do
is conjecture. However, Tarishes seem to have been spared by all changes and keep traveling as they have always
done, as quiet and enigmatic as in the past.
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y journey had led me to the outskirts of the village of Kaer Daegis. There, I met a
‘m m strange character named Aeldred, as unsightly as he was deformed, who claimed to be
a professional rat hunter. He was busy giving ladlefuls of a foul-smelling stew to a few
people sitting around his shack. He was a very chatty man, and as we were talking

about trade and the recent assault on a merchants’ caravan, he started to fill a bowl for me while
- ’.# presenting me with a bloodstained parchment, which he invited me to read aloud. I unrolled the
document and saw it was filled with a regular, conscientious lettering.

Report from Ailill Mac Naris concerning research on the commercial and monetary system of Tri-Kazel

ced in the great Osta-Baille. My field experience has given me a reliable knowledge of the common commercial habits
in Tri-Kazel. Thus, with a wealth of knowledge, a vast documentation and the advice of some scholars from Osta-
Baille, I was able to write down these few notes for the use of whoever would like to do business in trading.

! Ithough I am of modest origin, I have become an influential man in many villages and small cities, and was even noti-

monetou']” S]/stem

means of exchange we use, notably the monetary system that generally prevails in civilized countries.

However, do not be mistaken: in most of Tri-Kazelian tran-

sactions, money is not involved. Barter trade is much more % 2
H e e —— '-w.._a

favored by the people, all the more so when one moves away )
from large cities. In the countryside, the exchange of Daols is

actually not part of the common practice, and they remain ’ : Cbe COM];)OSlClOﬂ OFDQOLS C
rare. Most of the time, this currency is accepted in exchange
for any good or service, but, in some places under particular
conditions such as a threatening famine, nobody should be
surprised to have their Daols refused. Thus, it will happen Initially, Daols were named by pragmatically mentio- |
that, outside cities, one has to barter a service or an item for ning the material they were made of. First, there is the
what they need. Always keep in mind that bartering is still the &8 Trekann Daol, the most expensive, its value going
most widespread commercial activity in the peninsula and &8 peyond even that of gold. Trekann is a complex alloy

] et us start with a numismatic panorama of the peninsula. It indeed seems necessary to me to first mention the various i

popular use, but they have become so com-

O bviously, these allegorical names come from
mon that they have been officialized.

that demand will always set the exchange rate, whatever the of a secret composition, the main ore of which is said
product. Nothing is set, and therefore, it can vary considera- i to be extracted from the depths of the earth. It is abso-
_ bly from one place or moment to another. Now that such l lutely stainless, but is quite difficult to work. Then
obvious facts were stated, we can focus our interest on the 3 there is the Aelethal Daol, an alloy of three parts of
. currency used in the three kingdoms: in their image, it repre- silver with one part of gold, which takes a blue tint
: sents the symbol of a united yet composite people. This is the  when worked. Finally, the Orekal Daol, a natural mix
specificity of Tri-Kazel: three kingdoms with a fraternal ori- t of copper and gold, was given the gaudy name of |
1} gin, multiple tribes that however identify themselves with the “mountain gold”.

You will also note that we use no pure gold or silver

Kazel. Theoretically recognized and accepted by all, it is a for the minting of money. This can be explained in

tangible token of the common origin of the three kingdoms || several ways: our natural tendency to consider
and it facilitates trading. Daols come in three types of decrea- | fanoyscomposne materials—as the reflection of our

same land, and the same currency beyond slight aesthetic dif- J
ferences. Thus, the Daol is the sovereign currency of Tri- ‘H

sing Va.llue, with a one-for-ten exchange rate, named accc.)rdin'g peninsular multiplicity, but also the will to keep gold,
to their appearance. Hence, the Frost' Daol (grey-white) o silver, and other more common materials for art and .
worth ten Azure Daols (grey-blue), while each Azure Daolis & 8 crafting. The confection of Tri-Kazelian money is

equivalent to ten Ember Daols, which have a slightly golden therefore completely atypical compared to the
tint, reminiscent of copper. Thus, you need one hundred ‘o

rest of our society, since the use of the
Ember Daols to obtaln a smgle Frost Daol.

alloys it requires is exclusive to it.  # "
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On an aesthetic level, and ignoring the aforementioned differences in colors, the Daol presents a few interes-
ting singularities: triangular, like the trinity of kingdoms it symbolizes, it is more notably pierced in its
center. The presence of this hole can be explained by the Tri-Kazelian custom of stringing coins

on a piece of rope rather than making use of leather purses. The rope which has been hung
with coins this way is used as a necklace, as a belt, or also rolled up several times

and tied on the side, at hip height. Such a curious system tends to be a deter- M
rent for thieves: cutting off a purse to appropriate it is easy, but breaking such

a rope guarantees a clattering of coins, ruining any chance of the theft remaining unnoticed. However, to avoid any dangerous
ostentation, it is customary to dissimulate this line of coins under one’s tunic or shirt, or even, if it is attached on the side,
under a large wool waistband.

The Daol is the result of the moneymaker’s work, generally a simple smith. He is the holder of a license to mint coins, regu-
lated by the Currency House of each kingdom, and can only officiate in these true financial strongholds. The principle is sim-
ple: “wedges”—two triangular moulds of metal engraved with motifs—are used, which are placed on each side of the to-be coin,
which is only designated under the name of “flan” at this stage. This flan, a small disk of the alloy used to forge the Daol, is
placed under heat between the unmoving wedge, fixed in a wooden block, and the mobile wedge, held with tongs and being
dealt a hammer strike. The strike gives the flan its definite Daol shape, and also imprints the motifs of the wedges into the
metal. The triangular shape and the hole of the coin are then made while the metal remains malleable.

Previously, many different motifs could be found, mainly warrior or animal-like, but the common denominations of Daols
have driven the kings to set a norm: the tails side of each coin is therefore now identically minted in the three kingdoms. Thus,
the Frost Daol shows three stylized snowflakes, one on each angle. The Azure one counts three coils rising in whirls, like small
forming tornadoes. Finally, the Ember Daol is adorned with three stylized flames.

As for the motifs displayed on the other side of the coin, they are left to the discretion of each kingdom, or even of the money-
makers themselves. Although various motifs can be found on Daols, for a long time the symbolical representation of a tangle
of Caernides’ antlers linking the three angles of the coin remained the most common one. As time went by, other less tradi-
tional symbols have appeared on the heads of Daols, notably in Gwidre where representations related to the Temple are gai-
ning ground.
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orgery exists, and uses the same crafting process. These counterfeit coins are popularly called “rascals”, and th
l| authorities are hard-pressed to bring a halt to such an issue. Some official smiths of the Currency Houses try thei
hand at such a business, but they are punished by death if they are found out... as are their unofficial accomplices, ]
in that regard. The only difference is that they will be the first ones to be suspected as they have the adequate offi-
!4
|

cial equipment at their disposal. The most common method is to shave true money in order to forge one’s own coins with the
~ supply misappropriated in this way. Another possibility is to corrupt the necessary alloys for the minting of Daols by adding
less noble materials. Then, all there remains to do is to put the false money into circulation..
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11  these  numismatic
A remarks must not obfuscate
the primary function of
money: facilitating and ensuring
commercial exchanges. Daols
are used in most daily transac-
tions, but large-scale ones some-
times require the use of too high a
sum. This is where payments
through precious stones or bills of
exchange come in. There are many
precious stones in the mountains
and mines of Tri-Kazel, but their
extraction remains difficult and peri-
lous. Therefore, their value is very
high, and they are favored over the
expense of too great an amount of Daols:
the ease in transporting them and the grea-
ter secrecy they allow make them very
convenient.

However, it is often necessary to involve an
expert who will be the only one able to
judge the actual value of a stone before
the exchange takes place, and this has the
triple inconvenience of adding a third
party, taking time, and costing considera-
ble money. Only diamonds, emeralds,

rubies, and sapphires are actually used as a means of
exchange over Daols. Other gems are more often kept for
ornamentation or craftsmanship. Each stone is also given

specific medicinal qualities, but such pagan beliefs tend to
fade before their simple commercial value.

To avoid the transportation of exorbitant sums, it is also possi-
ble to make use of bills of exchange. This system was put into
practice on the initiative of the Bramble knights. These knights-
errant, nomads in armor, tirelessly travel all over Tri-Kazel and
claim to be “the soul” of the peninsula from the moment they join
the order. Such a commitment is irrevocable. They make sure that
traditions are respected, and give assistance to whoever needs it
during their journey. They never remain in the same place for more than
three weeks, and can be summoned by their order to carry out a particular

mission and lend help to the lords of Tri-Kazel in difficulty.
They do not ask for anything, but the custom requires a tribute to be paid to
them according to one’s means for the help brought. These donations are then
centralized by the order in a building of Osta-Baille called the Rosace and guar-
ded by the oldest Bramble knights, to pay the expenses inherent to the functio-
ning of the order. It also gradually became a moneylending organization: they entrust
money to institutions, which promise to pay it back with an added “obole”, worth one
third of the sum. Apart from the Rosace of Osta-Baille, one can find relays in some
great towns of the peninsula, often sheltered behind the walls of the local lord’s castle.
They are officially related to the Brambles, and allow them to store and retrieve Daols.
This way, the financial activity of the order ensures that any knight can entrust their goods
to the Rosace before leaving, receiving a storage bond and a letter on which the deposited
sum is written, as guarantees. This handwritten, sealed letter is called “letter of exchange”.
This way, the knights can travel without fear of robbery. When they reach a relay, they get back

the entirety of the money required for their maintenance and for their mission.
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“have exchanges of resources and manufactured products

- breeding are only done on a short scale and are still infrequent,

This system was quickly imitated by the three Currency Houses of the capital cities, and the letter of exchange became no lon- -
ger exclusive to the Bramble knights. Among Houses, it became a “bill” of exchange, and indicates any document through
which someone—the drawer—gives a debtor the order to pay the bearer a given sum at a precise date in one of the three
Currency Houses. These three institutions secure transactions and earn interests from them, but these remain lower than the
“obole” given to the knights. These have kept their influence and are sometimes hired by the Currency Houses to secure
important funds transportations.

-
.
Cou'a\/aﬂs 'q:
he members of the order of the Bramble are not the to decipher them, many know their drawings and . .
i only ones to travel over Tri-Kazel to secure com- use them as landmarks. Some have even car- | . 5
mercial flows. Many caravans are organized by ved indications in the modern language on
independent merchants or ones gathered in guilds. The various these stones, but the elders firmly disap- .
mining businesses have given rise to a prosperous trade, as prove of such practices. |

exclusive to specific parts of the peninsula. Exchanges of an o,
agricultural nature, or related to ovine, bovine, or caprine @

as each region still cultivates their own food supplies. The only
exceptions are alcohol and salt, transported in barrels.

At the instigation of some Magientists, the silica of the
Great Beaches of Taol-Kaer is occasionally used to
craft glass and stained glass, although Tri-Kazel was
still ignorant of such a use a short time ago. On the
peninsula, transportation remains difficult, and in spite
of the existence of Caernides and the increasingly frequent
use of horses, caravans still take a lot of time to go over
long distances. I hope that we will be able to modernize

our ancestral roads to make them quicker and safer
in spite of the presence of Feondas. There is no
other actual network, and the sea remains
dangerous.

Varigals and Caernides still have a
determining role in the transpor-
tation of merchandises, even if
the aforementioned animals
are not as docile as horses.
The orientation of cara-
vans is made easier by
enormous steles engra-
ved with symbols
and spread by our
ancestors along
some  roads.
Although not
all trave-
lers are




C aernides

Caernide is a creature Fu
A with antlers, akin to S
a deer, but much

more docile. Quick, nim-

ble, and fast, it is howe-

ver quite frail and

cannot be used as a

draught animal.

Unable to carry

heavy loads, a

Caernide can

bear for a long

time neither a

rider in heavy

armor, nor two people

mounting it simultanecously.

Inferior to the horse in many points,

this creature is however considered as
sacred, meant to quickly lead its rider to desti-
nation, avoiding the dangers of wild places thanks
to its constant vigilance.

A Caernide gallops in a leaping manner, well adapted to the

various obstacles that one can meet on uneven roads. This skipping gait

and its thick fur make it an animal in total harmony with the mountai-

nous relief of the peninsula. In spite of this, the use of horses spreads

each day a little more, particularly in Reizh and Gwidre. /%;
.
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his is where my exposition ends.
i There would be much more to say, , -
but my intention was only to offer M:
you a first glance, which I consider sufficient °.

although somewhat succinct, of the funda- -
mentals of trading in Tri-Kazel.
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s [ was getting to the end of the document, I heard
A the rat hunter laugh as he told the meager

audience we offered him:

“Ah, what a funny one this Ailill! Always trying to earn the
favor of the powerful, when he only needs to open his eyes
around here to see the sad truth. This sure sounds like him!
Take a look at where it led him, always wanting to do his lit-
tle business: here I’m travelin’, there I’m earnin’ my life and
seein’ some big people, and in the end, I’'m found almost
shredded in half by some bloody Feond! And with what in
my pockets? This here report, completely distorted to please
his new relations. I’d be surprised if his Demorthén brother
managed to get him back on his feet! He might as well die
now; what a lesson that would be for him! Anyway, you can
see he’s able to munch his fill and he’s far from poor. But all
is not as opulent as he’d wish it to be. Right here, under your
eyes, I have to cook rodents, and even worse, for the poor
wretches who come to me with their stomachs empty. So,
not such a disgusting one, this Aeldred, when there’s only
wind to fill your belly, huh? You sure like your Aeldred in
these cases!

; ' But I understand you... It’s money that messes everything
' up: now, we use Daols more and more. Ailill was proud of
it, but in the end, we weren’t worse off with barter. Now, the
Daol is the drive of war. Ailill said that the Daol would
make us free, but we have all become its slaves. Even me,
the village chief pays me wages to eliminate the vermin of
Kaer Daegis. Whereas before, the locals gave me small
game or some services in exchange. We always found an
arrangement.

Believe me, the arrival of Daols has benefited the powerful,
but the little ones suffer. It’s harder and harder for them to
eat correctly since they cannot afford what they could pre-
viously cultivate themselves or find at a neighbor’s. I’ve
even heard that some crazies went as far as to take it out on
our dear Caernides! Worse than Feondas, I tell you. Well,
sure, it may be better than rodents, I’ll give you that, but I’ll
never have of that; it’s a sacred animal, I don’t want the
forces of nature to get mad at me. What that bitch has given
me is far enough...

Anyway, [’'m rambling on, but what I mean is that in spite
of the great speeches of our chiefs, poverty is increasing,
and epidemics along with it. Because people, the harder it is
for them to find food, clothes, and a house, the weaker they
are against diseases. Worse than my rats! You can see it
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diseases are plenty. Look at me, I work in the worst filth, bu 72N W SVA
I’m never sick, of course I’'m careful: it’s very @}"‘!1"1' <
wash at least twice a week, and I change clothes too! Ye ah* ,. ‘s

I can see you’re laughing, but the Magientist told me it wor-
ked great. Hygiene, he calls it.

Well, good thing we’re people who stick together. To begin
with, in Gwidre, the poor are given some help by the
Temple, but I was told it’s not free, and there are some shady
compensations. At any rate, I prefer to stay away from such
people. Here, there’s only the chief’s daughter who tries to
make it so we don’t all starve... It sure is nice of her, you
can’t deny it, but I don’t think she has never really been hun-
gry, and I’m sure she’s never had to eat rat, and she annoys
me, being all haughty like that. Anyway, I can’t explain it...

But well, solidarity exists on the whole peninsula, somew-
hat. T even think it’s encouraged by the Demorthén, who

make sure that the ancient customs are followed. But it’s .1
receding, I tell you: everyone runs after even a single ember ’
Daol. And it has its limits: in villages, you’re not that badly {

off, but in some towns, beggars are cracked down on;
they’re arrested, or worse, led outside the walls of the city,
which exposes them to Feondas lurking around and is no
better than sentencing them to death in the end. So believe
me, cities are not the solution. At least here you’re tolerated,
and I’ll never rat on that you’ve come to eat my rat stew!”

The rat hunter had a fit of shrill laughter, which distorted his
purulent face. As I was remaining stoical, eyeing the dishes
of the other guests, he added in a mocking tone:

humor... Well, I feel you; I'm talking about poverty, whe-
reas you may know it even more than me. You may be wai-
ting for a revelation to make things better, but I’m not a hero
or whatever! Poverty strikes everyone, from the youngest to
the oldest, and it’s a damned vicious circle! You’re poor?
You can expect to remain so! I’ve got no solution; I make no

“Ha ha! Don’t you find it funny? Varigals have no sense of «

miracles. At least you won’t be starving, my stew’s for free.

And c¢’mon, it’s not that bad, huh? There, wipe your tears. ‘1 ;

Seconds?” AT
o

I was famished, so I accepted with a grimacing smile the "o
broth in which floated pieces of meat of which provenance SNk
I would rather have remained ignorant of... by _
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( be Arts: (Dirrors OFCi\-'iLization
v Lecture of Professor Morch Mac Maduidh at the Academy of Arts and Literature of Osta-Baille

he conference room was filled with the hum of the students’ conversations. As it is known, students
are a rowdy bunch, who are only able to behave in the presence of a professor. When the cheerful face
of a little man appeared between the pillars of the great arch, the crowd instantaneously fell silent.

. Che Arcs, or che Nece551tT’
' -i| Z of che Useless

s famous saying goes that ‘in Tri-Kazel, great are the

32 A men of war, and petty are the men of art.” There is

nothing more inexact, and yet, I know this point of

view is largely shared. Today, allow me to give the arts back

their rightful aspect; that of a beacon of light that shines in

the night and gives some hope back to humanity. The fire of

creation rises in the heart of darkness, to better expel it far

from our homes. It is amidst pain and suffering that men’s

most beautiful achievements were given birth to, to better
exorcise them.

Artists work with their heart and their guts; in their way,
they lead a bitter fight against death and annihilation.
Civilization is the opposite of nothingness; a reality that the
raging forces of entropy restlessly try to bring down.
Feondas kill our friends, our fathers and our mothers, our
| brothers and our sisters. Everywhere, insecurity reigns and
monsters threaten us. Yet, we Tri-Kazelians refuse to lose
i hope, to yield to fatality. We always drive back the waves of
! adversity; while soldiers strive to fight the bestial hordes
away from our towns, artists try to brighten the lives of their
"1 fellow human beings. They build dreams; give them life.
Sculptors, painters, writers, musicians, but also architects,
tailors, goldsmiths, jewelers—they all light the fires of intel-
ligence and knowledge, of beauty and liveliness, in the
midst of the shadows looming over us.

It is true that the arts are not weapons that we can brandish
in front of our enemies. But they are the keepers of what we
are, the guardians of our memory, the loyal confidants of our
most intimate thoughts. Needless yet necessary, such are the
arts, which protect us from nothing, but hold the most pre-
cious things we have: our dreams and our humanity.”

Of' che ReLations becween

che Arts and Craf-t

he professor paused, and laid ice-cold eyes on a
i group of students who were busy chattering. All
eyes converged on the troublemakers, who sud-

denly noticed the situation and fell silent, their faces red
with shame. Morch sighed perceptibly before he went on:

“From a historical point of view, craft came before the arts;
it was born as such before being a support for the latter.
Parchment held the words of our chroniclers; canvas, the
pigments of our painters; metal, the complex motifs of our
smiths. Tools became musical instruments; stones, statues,
or friezes. Little by little, the sun of art laid hands on crude
matter to shape it an ideal body. Therefore, the border bet-
ween art and craft is sometimes an indistinct one. The latter
is supposed to produce something useful for society, while
the former leads us to consider it differently, be it by embel-
lishing it or by offering us an offbeat perception of it.

Our war chiefs make no mistake when they bring with them
a ceremonial weapon, which they are capable of brandishing
at the opportune time to stiffen the resolve of their men. Our
lords know that their glory and power shine from their fur-
niture to the sculptures adorning the threshold of their
houses. Our master artisans are proud to sell vases and scab-
bards artistically decorated, or ornate belt buckles. To reach
such a result, they assiduously worked; and one day, they
finally achieved their masterpiece, the object that harmo-
niously unites their masteries of craft and art, in front of
which we cannot remain indifferent.

However, there exist arts that have no direct relation with
craft, such as dancing, dramatic arts, or jugglery. Deprived
of any perennial support, their ephemeral aspect only makes
their beauty even more enchanting.”
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forsake their achievements and their performances; on the other hand,

it looks upon them as individuals wasting their time with futilities
while the essential is elsewhere. It is not easy to be an artist in Tri-Kazel.
Bad ones are booed or even chased, mediocre ones are mocked, accep-
table ones are ignored, good ones are mere objects of curiosity, and
only the most talented of them are patronized by our lords or weal-
thy individuals, to entertain them or elevate their minds.

- C he status of artists is an ambiguous one. On one hand, society could not

However, we cannot but witness the amazement of our children
when tales of Thén-Mhuir are read to them, their fascina-
tion for the dances of the new year, or the intense light
vibrating in their eyes when they admire costumed
actors declaiming their lines with an emotion-laden
voice!

One cannot deny the power of art on the mind; the joy
it gives us and the sensations it arouses in us.
Therefore, let us not blame them, and instead, let us
examine together who they are, what their life is, and
what influence their works have on our existence.

-
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he voice is undoubtedly the first of all instru-

i ments. It has been developing since the dawn

of time in various fashions, such as the psal-

mody, the litany, the dirge, or the lament. Singers are

almost always part of a choral group composed of three

| individuals singing alternatively. They symbolize trini-

‘: ties such as the deceased, his descendant, and the

i C’maogh, during funerary ceremonies; or also the heroic

1 ancestor, the foe, and the proclaimer, during celebrations

il' of our ancestors’ deeds. Singers are particularly respec-

' ted artists, as their art is part of the age-old traditions of

our peninsula, and marks rites such as the transition to

. adulthood, or marriage. Often, their musician colleagues

play before and after them, but their performances, as

{ beautiful as they may be, strangely make them only
‘ slightly popular.

T

Filidhi are among the only artists who sometimes per-
form their art alone, although they are often accompanied
by musicians. It is told that these blind poets possess
authentic divinatory powers, and that they sing alone so
that their predictions may not be hindered by other
voices. At any rate, Filidhi enjoy considerable respect,
and they never lack of anything, which is not the case for
traveling storytellers, who have a hard time earning a
living, trying to catch the attention of capricious
audiences.

SN\
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O]C (Melodic Arcs

o art without craft here: artists deprived of their ins-
N truments are like disarmed soldiers; bound to fail.

Lutes, rebecs, tambourines, horns, trumpets, bag-
pipes, small harps, or flutes are the common companions of
musicians. Easily transportable, these instruments are des-
igned to be playable in any circumstance. Tambourines
accompany marching soldiers with their rthythmic sounds;
the trumpet glorifies the power and the glory of kings and
lords. The soulful sounds of bagpipes salute the memories
of our ancestors, whereas the lute or the rebec emphasize the
journeys of our legendary heroes. The harp and the lyre
often accompany theatric representations, stressing the

emotions of the comedians. The flute cheers on
the crowds during festivals, while the
horn gives the signal for hunting

or alarm.

Musicians are essen-
tially urban artists,
but some of them
enjoy traveling
from village to
village, to let
country people
enjoy their har-
monious melo-
dies... At their
own risk. Most
of. them are
interpreters,
who take inspi-
ration from a
vast traditional
repertoire of
melodies to brigh-
ten up the recep-
tions of nobles or rich
commoners, popular
festivals, or the least plea-
sant taverns.

Composers are far rarer: they still
. work today with the ternary rhythm, favo-
red by the Tri-Kazelians, as a work basis, but some of

~them experiment with new ones, casting tradition aside for
~.  modernity.

Most of the peninsula’s inhabitants appreciate music, but
they consider it as a minor art. It knows how to entertain
1= them, particularly during festivals, but its status as a profane
' art, which gradually distanced it from the traditions, is detri-
mental to those practicing it. However, jugglers and mins-
k & trels are still rather welcomed by people, thanks to their
\ . acrobatic or poetic talents that greatly set them apart from
\‘ ‘mere’ musicians.

7
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another form of art: a living, moving art, which
draws ever-renewing shapes and gives us our
varying emotions to see, mirrored in flesh.

C omedians and dancers offer their contemporaries

The most ancient tales teach us that dramatic art was born
under most unusual circumstances. Striving to appease the
spirits, men started to imitate nature through their gestures
and movements, and invented the first dances. Such rituals
grew in complexity to give birth to ceremonies, the goal of
which was to earn the favor of the spirits. Gradually, the cele-
brants played parts that differentiated them from one another,
with the double aim of clarifying the hierarchical relations
and humanizing the rituals. Regarding this point, other tales
mention the use of ornate masks, which, through their attri-
butes, indicated the function of their bearers; this seems to be
the origin of the masks worn during our festivals...

Today, apart from performances based on Demorthén tradi-
tions, comedians offer us a wide range of entertainments:
satires delivering a witty criticism of our leaders, comedies
and tragedies touching the chord of our most excitable emo-
tions, or also the famous epics, of which the crowd, loving
tales of blood and victory, is fond.

Most of the shows are held in the open, most often in the
squares of towns and villages, and sometimes in gardens.
Therefore, it is not rare for a performance to be troubled by
rain or wind, but comedians have learned to adapt to the
gloomy climate of Tri-Kazel.

Most often, they wear very bare costumes, their roles being
indicated either by an accessory (hat, cane, sword, specta-
cles...), or by a mark painted on their face. Beautiful cos-
tumes are reserved for productions given for nobles and for
festive days.

Although the official speech depicts comedians and dancers
as barely more estimable than musicians, I think that, on the
contrary, they enjoy great sympathy, deep in the heart of
people.”

A legend says that the hero Leog was the only survi-
vor of a massacre, perpetrated by a horde of
Feondas. When he was found in the ruins of the vil-
lage of Two-Stars, he was dancing. In spite of all the
efforts to talk to him, Leog kept dancing for another
night and day before literally falling asleep. The
Demorthén who examined him noticed that his skin
had taken a greenish-brown coloration, and that his
h‘\ hair had become brittle, like twigs...

LSS
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3" g culptors are certainly the most appreciated artists on the peninsula, if only for the fundamentals of their dlsclphne-f 4

S which are deeply rooted in the Demorthén traditions. Ritual stones, so dear to Tri-Kazelians, decorated with ani- 544
mal and vegetal motifs since the Aergewin, are the most illustrative example of this union between art and the ,

& sacred. Gradually, as plastic art was developed, painted branches and arabesques displayed the fascinating curves d

g % of their complex geometry on the rugged surface of the monoliths, transforming them forever into guardians of

‘4\ ' I:‘ our civilization. According to rumors, an initiate can read in the meanders of these elegant drawings much

more than the stylization of nature. Thus, well-trained eyes would supposedly be able to decipher the
:jl names and mood of the C’maoghs, the local spirits of nature, as well as traps laid in the surroun-
dings by nature, or even the location of neighboring human communities. ..

Apart from these typical achievements, sculptors carve from stone, wood, or clay, fierce warriors, haughty
damsels with eyes of fire, or animals frozen in strange postures. They adorn the houses of nobles and rich commoners with
4 elegant, muscular caryatids, columns with cornices delicately chiseled with scenes of war or hunting. They transform porches
: ~ into visual enchantments, decorating gables and corbels with smiling or grimacing faces, etching the facades of friezes with
J 1' Azulrock, or inviting their frescos in the round on walls left bare... The works of sculptors exhort us to touch them, cautiously

' at first, then to stroke them for longer—as our eyes alone cannot grasp their carnal mystery—in order to satiate the powerful
" desire they have sparked in us.

3 - Painters rarely collaborate with their sculpting colleagues, as the aesthetic taste of the peninsula wishes for statues and sculp-
tures to remain devoid of any chromaticism; hence the word ‘Virginalism’ applied to plastic arts by some Continentals who
have visited our cities. Pictorial artists draw frescos directly on walls, or pour their pigments on parchment, wood, or even

L canvases smeared with glue, covered with a dressing and stretched on a frame. Although they employ a vast range of colors,

~ ternary hues—green, ochre, and gray—are the most used: these three tones reflect the major influence of the forests, mountains,
B

- and rainy skies on their work. The few Continentals settled in Tri-Kazel often mock them in this regard, and consider their art

E N to be as limited as the surface of their peninsula; our painters politely retort to them that they respect the ‘right arrangement”

4 o ¢ of the world, taking care not to ‘scatter.” Unlike sculptors, painters are but a few, and enjoy a rather limited esteem among
1]

-\{“..

commoners and nobles. Only the middle-class truly seems to appreciate their talents.
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The Chronicles of Arenthel are doubtlessly the most o
famous ones. Written at the time of the foundationof
Tri-Kazel, they were only discovered about three cen- = #%
turies later by a gold prospector, in a locked chest;._ '*
behind the wall of a well in the burgh of Erlean. It was * ; .
reported that one of the bundles of parchments, ~
which was the original copy of the chroni-
cles, crumbled to dust at the first
attempt to unroll it. However, rumor
has it that in truth it actually held
such extraordinary knowledge
that it was hidden in a place
kept secret. Indeed, accor-
ding to the legend, these ;
chronicles contain the & '\

oetry was born with Tri-Kazel. It is the daughter of
the steep sides of mountains, the weary sighs of the
wind, the tears of the sky, and the darkness of
forests. It is the child of our sorrows and our joys, of our
pains and our pleasures. .
The first poems were written on the walls of caverns, then
on parchment, and today, on paper. They communicated us
the emotions of our ancestors; their greatest fears and
frights. These first poetic topics, often awkward, some-
times inspired, were polished as time went by. Today,
poems are not only about blood, suffering, and mourning, G
but also about beauty and elation. Poets are not brooding ! )
N kS complete history of the il g
individuals whining about the lot of men, as the general ; : &_ 1
s : : foundation of Tri- ) .e
opinion has it, but on the contrary, fervent worshippers of

life and of its magnificent twists and turns. jazelg bringing gnss S
wers to the many

mysteries  sur-
rounding the vic-
.~ torious cam- #
paign of the '
g three  bro- @
- thers.

s AT

™

The verses of the most famous poems are known by eve-
ryone, and it is frequent during festive days to hear ‘The
Three Monarchs’ or ‘Shining Leaves of Spring.” Many
minstrels also compose poems, and they were the ones to
introduce the free verse in Tri-Kazel, leaving the classical,
nine-foot verse for the liberty of their inspiration.”

-+

Che Crire
1—11—36- he Trine is th id d f f
3 1‘_” ,C ¢ lrine 1s the most widespread form of poetry

Y in Tri-Kazel: it is composed of three stanzas, each
] of them including three verses. The existence of the
*I Trine is attested well before the foundation of the Three
I Kingdoms, and its origin probably lies in the alternation bet-,
ween day and night. Dawn or twilight constitute the third
period, the one when light and obscurity temporarily mingle.
i Thus, the first trine was an ode celebrating the birth of day in
its first stanza, evoking the marriage of shadow and solar fires
in the second, and ending with an imploration calling for the
end of darkness in the third. Today, the traditional metrics of y
the Trine sings the union between the kingdoms of Taol-Kaer,
4 *  Gwidre, and Reizh.
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“Along with poetry, chronicles form what are called in Tri-
Kazel the ‘noble arts.” Most chroniclers are nobles who have
received a very advanced education in the domain of rheto-
ric and history, but also in law and politics. Chronicles are
generally extensive works precisely describing the history
of all great events punctuating the life of the chronicler, or
reviewing customs, traditions, laws, nobiliary genealogies,
local facts, etc., making an inventory of many details that
would have otherwise sunk into oblivion. They assume the
role of keepers of the memory of Tri-Kazel, and are highly /%
respected among commoners.”




. g v any of you may wonder why I have not men-
. ‘ l ’ tioned the subject of bards yet. Very simply
! because, as it seems to me, they certainly are

accomplished artists, but for them, art is more a means than
an end.

3 pas Let me explain. The most famous bard was a woman,
'y Arenthel, who accompanied the three brothers in their tra-
3 vels. She advised them, aided them in the negotiations they
¥4 undertook with clan chiefs, and wrote down the tales of the
foundation of Tri-Kazel. Of course, her talents as a musician
and a dancer, her sharp tongue and her unmatched sense of
prosody were precious assets in the determining part she
played in the future of our peninsula. However, as curious

\ ! - as it might seem from such a talented artist, Arenthel always
4 . considered art with a pragmatic eye.

‘ ol In that regard, she was the worthy successor of these young,
| Y 5o

. : spirited people whose words were almost sacred, and who

advised clan chiefs since the Aergewin. Noticeably, her
fame opened such a profession to women, who have since
proven that they are predisposed, or at least as talented as
men, to fulfill such a role.

Bards are also the living proof that art can be a weapon
as efficient as the sharpest axe. They can access a lore
forbidden to the uninitiated, which they transmit
orally, as well as to knowledge they draw from the
chronicles written by their peers or some scholarly
=  pobles. Today still, they most often work for a lord,
~ Wwhom they entertain, move, and advise. They also
assume the role of a preceptor for this lord’s chil-
dren, giving them a complete education, which is
often much less consensual than the one taught in aca-
demies.
e When it is time for diplomatic action, bards are the most
N appropria‘@ individuals to speak in their lords’ names. Their
-_f natural eloquence backs up their considerable knowledge,
ang it frequently happens that the businesses of lords trans-
form into debates between two bards. However, bards
. always bear the word of the lord they represent, and,
. although they may take a few liberties, they only have one
~ aim: to reach the objectives they have been given.

T T L R

3
- Previously, one became a bard through heredity, and never
(-_' . in any other way. Today, any individual with a gift for lear-
" ning and arts in general can seek the title of bard.
! Y ~ Applicants are introduced to a jury composed of nine bards
who have been practicing for at least nine
years, and they must show proof of their
talents and determination to pursue their
studies. This test lasts a whole day, and
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the weight of disillusions is often very hard to bear; there are
therefore many minstrels who hide a lingering melancholy
related to their failure in becoming bards.

For those who pass, their success marks the beginning of
long years of intensive studies with a master. As opposed to
the practices of other corporations, the young bards choose
their masters during the ceremony following their accep-
tance in the ranks of their peers. Masters are bards who have
been practicing for at least five years; if they already have
three pupils, they have the right to refuse the newcomer,
who must then make another choice.

Each master has his own personal methods, and it is not
hard for an expert to know with whom a bard has studied,
simply by listening to one of his songs or reading one of his
works. No master is better than another, but it is important
to choose him wisely, or there is a risk of undergoing a long,
fastidious apprenticeship. Generally, the pupil chooses the
master according to the compatibility of their characters. If
he is mistaken, he has to wait for a year and then has the
opportunity to choose another master, and so on.

A pupil continuously going from a master to another is ‘x
considered as an exception, and is mocked by the other "1
bards. The knowledge he develops is sketchy, and in the :
future, he will make a quite mediocre advisor for the lord
who makes the mistake of taking him under his wing.

Most often at the center of power games, of which they try
to be the arbiters, bards have close relations with the
Demorthén. The keepers of peninsular traditions have
always represented a pillar on which one can rest on for sta-
bility. Traditionally, a bard is part of the council of a com-
munity, composed of the Ansailéir, the Demorthén, and the
Damathairs.

Even if today the growing influences of the Magientists and
the members of the Temple diminish their prevalence, they
remain precious allies for bards all the same. The same goes
for the Varigals, the guild having been founded by Arenthel
herself, may I remind. They often lend a hand to bards who,
for one reason or another, come to travel. e

Used to double entendres and to the subtleties of etiquette,
bards know how to be appreciated by their friends as much
as how to be hated by their enemies. Unfortunately, it is not
rare that they meet a tragic end, pushed from the top of a
tower, locked up in a dungeon, or broken by a treacherous
lover, for whom power had a better taste than love.

I would have much more to tell you concerning such S o
individuals, but unfortunately, the time has already .“-’1; >
come for us to part.” —d
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oern did not know whether he should be thrilled or fearful. For the last few weeks, his master, Wylard

Mac Readan, had been enjoying a new lease on life. With an energy that those close to him had not wit-

nessed for years, he was organizing a great expedition that should, to quote him, “purge the world of the

Feond scourge”. Doern had nodded timidly when his master had asked him if he wished to join him on
such a journey. The lord had then told him, once more, to read the whole of his notes. “I’ve had premonitory dreams,
Doern! Nothing must elude us, for the slightest error could be our doom; I can feel it!” Wylard then stared at Doern
with eyes so determined, so exalted, that his servant was feeling as impressed as fear-stricken.

After much laborious effort, Wylard had managed to gather in the same place delegations of Demorthén, Magientists
and ecclesiastics of the Temple. In the great corridor of the Mac Readans’ castle, Doern could hear the echoes of a
commotion. His master believed that an alliance of these factions could result in an effective solution to the Feond
matter... but was it even conceivable? How could people with such fundamentally different beliefs manage to work
together? The Three Brothers’ dream of an eternall)_{._ unified Tri-Kazel seemed so far away now...
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_ t the brink of dawn, Demorthén Keogh liked to

° sit on the crudely carved gradins of the circle of
meetings. It was the most propitious time for

meditation, when the sun barely grazed the first crown of the

oak standing at the center of the circle. One morning, he was

approached by a young girl he had known since she was

born. Louane was already insatiably curious: her face bea- ' .

med at each ancient tale or legend that was narrated by her 4

nurse, Damathair Dyannair, or by Irwan, the bard of the vil-

lage. Her sharp mind delighted Keogh, who liked to talk to

her, or simply answer her many questions.

1

o

So, Louane came to him; during their discussion, she
\ innocently asked him what the name “Demorthén” meant
\' exactly. Taken aback to have to explain this term to such a
young child, Keogh was searching for a way to explain
such a complex title, when a voice rang out behind
them:

(Neec incj Aqain =

Jtyward them. When the shape climbed the first step, the light
revealed an old man with a stern expression and an impassive
face. During these moments of freezing surprise for Keogh, the man '
came and sat by his side.

“You know the significance of this tree, I assume...” o
Sl Keogh did not al?swer.immedia‘tely.'The way this " :
— man was bearing himself, his slightly uneasy Ar,
gait, and above all this deep, low voice, had reawa- A%

kened memories in him that made his stomach ;"
tighten: he saw himself more than ten years back,
when his master interrogated him harshly without for-
. giving the slightest mistake. e
“The oak is the link; the axis of life,” he muttered softly. “It links the
earth and the sky, creates life, knows death and yet escapes it. It is the
center of the world and...” %
“Good, Ionnthén! My teaching was thus not entirely in vain. Now, do tell
me about how you have filled all these years since we last met.”
His imperious tone admitted no escape. Resigned, Keogh spoke gloo-
mily.

.
| K eogh turned around and made out a dark shape slowly moving

p ——

he lonnthén is the
i apprentice of  the
Demorthén. He accompa-

nies him in everything, assists him
during ceremonies, and lives with
him until his final initiation.

2
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O'F Soc ie‘CY

3 ell, Master Jann... from the
W day you suddenly disappea-
red, people felt betrayed and

lost. Yet, everything was fine. Spring was
coming to life, there had been no disappea-
rances for a long time, the militia kept
watch but had witnessed nothing out of the
ordinary for weeks, and yet, fear had seized
the village for a while. They felt like they
had lost their confidant, their healer, and
their guide all at the same time. Even our
chief, Ansailéir Eoben, seemed at a loss.
They all knew me, of course, and knew that
I had been your disciple for a long time, but
at first, I think they did not trust me.

You had taught me to reassure and to seek
in everyone what is best for the community.
But there is a fine line between observing a
master and actually doing something.
Fortunately, it was thanks to the skills I had
developed by your side that I earned every-
body’s trust. One day, the young daughter of
Karl, the lumberman, fell ill. Damathair
Dyénnair knew a few things about this sickness,
but there was nothing she could do. I was able to bring
down the scalding fever that afflicted the girl by preparing

a potion with some herbs and plants that I could only gather at the heart of the forest. Once the villagers established that I was
able to provide what they previously expected from you, things went much better.

O'F Wisdom and Ricual Cuscoms

Little by little, I assumed your role. I had to restore this broken link with knowledge and ancient lore. It was necessary to hand

o down such things, to remind everyone of the name of the spirits governing our world. At the beginning of each year, during the
.‘; festival of Earrach Feis, I officiated during the ceremonies of passage. Yga, the eldest Damathair, was able to fill my gaps regar-
S ding history and tradition. At her side, I could participate in the education of the youngsters and instill our values in them.”

h‘" P Csiocﬂﬁair
i’f |
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very year, at the same period, toward the end of

e’ the month of Og-mhios, when nights are at their

shortest, gatherings of Demorthén from a same

. region are organized in vast circles of stones located in

' four places around the peninsula. These special places,

~ called Liagcal, are so ancient that, in living memory,

they have always been there. The Demorthén come here

\ to exchange news and information. This is also the place

; where feuds are settled, and where Demorthén who have

broken the code of ethics are judged. The Tsioghair is

. also the time for other, parallel meetings, of smaller scale
* @ . and more secretive nature. ..

o JYRH

Of Ascienc BeLiefs

Silence came, and Jann pulled down his hood to gaze at the
faraway clouds.

“It was ten years ago that I left for the ceremony of the
Tsioghair, at the great circle of stones of the north. As you
know, lonnthén, this is one of the most important
Demorthén gatherings. There, I had a dreadful dream
which led me to go to the south of the peninsula, in the wild
lands of Déeas. When I reached this windy region, after I
had crossed all of Tri-Kazel, I met Demorthén of the Osag
people and attained greater knowledge thanks to them.
During all these years, I was able to familiarize myself with
the subtleties of the ancestral art of the Liadh. This tech-
nique allows us to communicate directly with the spirits of
nature; it is the quintessence of our traditional arts. This is
why I could not stay by your side. I thought you were ready.

- Desmorchen-

i
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Yes, you were... almost. I did not come back by chance, or to banter or chatter idly! I must have been careless or distracted.
You were a good Ionnthén, and I think you still are today! Do you remember the many ancient tales I used to tell you? The
ones that dated back to the time of the Aergewin, when Demorthén united and drove back colossal Feondas? Without them,
we would have certainly suffered Saoghal-Dheir, the end of the world. Do you remember when you were younger? I took you
into the heart of the forest of Croach, where no one from the village has ever set foot, where trees are so thick that the light
does not reach the ground. Did you forget that I had forbidden you to go there alone, or you might never come back? There
are unfathomable forces deep in these woods, forces in which you obviously could not believe; so ancient that today, they are
nothing more than a myth for which almost no one has a sincere conviction.”

His voice erupted harshly when he pronounced the last syllable.

In the beginning, there were four primordial spirits of creation: Roimh, dweller of the earth and the epi-
tome of a creating entity; Adhar, the evanescent spirit of air; Usgardh, the feeder, who waters the world; and
Aingeal, the spirit of fire, unpredictable and violent. The first three form what is called the Triad, and are consti-
tuted of the essential energy, Rindath. The three of them engendered Corahn-Rin, the Life-Tree. It is told that this
world, as it can be pictured today, endlessly revolves around Corahn-Rin, the eternal axis. It is at the same time
the one that feeds the world, its core, its heart, and its sky. Its roots burrow deep into the heart of the earth, and its
branches brush against the starry dome. The fourth spirit, Aingeal, has never been part of the Triad. It incarnates
destruction and death. It is part of the cycles and ensures their perpetuation. These cycles give life and seasons
& their rhythm, on the basis of perpetual renewal: winter coming after summer, and death after life.

The four primordial spirits gave birth to minor spirits which govern specific aspects of the world. Their power
varies according to the cycles of seasons: the spirits of stone, Ursan and Clachan, the influence of which is predo-
minant in winter; Saog, a spirit of fire expressing itself in summer; and Cléabar, a spirit of the marshes which

reigns in fall..

some of the pure energy of Corahn-Rin.

O‘F C}we GVOLuClOﬂ O‘F Bebef's

hey remained silent for a long while, then Keogh
spoke again softly:

“As I could witness, our beliefs do not protect us

against everything. When people come to me, it is more often
to listen to my advice than to the teaching of traditions. I ear-
ned more respect by curing people or by resolving disputes
between two neighbors than by calling upon the benevolence
of Usgardh to protect our crops. Every now and then, we have
a few contacts with the other kingdoms, through the account
of some travelers or Varigals who walk around our countries:
in Reizh, some burghs openly disregard our traditions, driven
by these opportunists who only have respect for their
‘Magience’. In the neighboring valley, the Demorthén barely
knows the Lan-an-Saol.
The world is evolving; knowledge must be passed down, but
deep within myself, I believe we must make choices between
our folklore, which is an integral part of our history that must
be preserved, and the reality of life. Lots of children die very
young, there are still many fatal diseases, and frequent acci-
dents and disappearances. Sometimes there are not enough
men or women to guarantee that everyone can eat enough.
The life of the community takes precedence: the organization
of defense, harvests...

Lar-an-Saol: che Demort‘w‘en m]/tlws X

ere is the account of the legends that serve as the basis of Demorthen beliefs. Traditionally, they are called
h “Lan-an-Saol”

The spirits of nature never show themselves directly, but sometimes manifest their power by appea-
ring before the eyes of mortals assuming the form of C’maoghs, will-o’-the-wisps constituted of

— Y —'ﬂu-sz‘*_—

I personally help as I can when the village is short-handed.
Meditations provide good spiritual comfort, but they are not
enough.”

“I have wandered for years in the greater part of the Three
Kingdoms,” Jann replied. “What you are saying
is—partly—true, and it saddens me. In Ard-Amrach, in Gwidre,
the mere mention of the name ‘Demorthén’ arouses suspi-
cions and hatred. But I know on good authority that they
haven’t all fled or yielded to this absurd cult of the Temple.
On the contrary, some of them gather, hidden in sacred sanc-
tuaries where no one but them dares to go. In Osta-Baille, our
faith is still held intact, protected by the tomb of Taol-Kaer.
The king himself is advised by Algwich Dert, one of the most
powerful Demorthén. And the past remains deep-rooted in the
heart of each member of the proud and dangerous Osag peo-
ple I have met. Their Demorthen are as formidable as they are
uncompromising, particularly regarding their traditions. They
have a much greater influence than us among the communi-
ties. I have even heard that some of them did not hesitate to
punish with fire the men who dared to make use of nature
without going through the appropriate rites. In any case, [ am
very disappointed at your words.”

~-Desmorchen-
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« @ t may be, dear Tonnthén,” Jann went on with a voice tinged with contempt, “that your meditations lack vigor when
1 you call upon the gifts of Adhar or Corahn. It may also, and more likely, be that you failed to heed and understand
my teachings when I truly wanted to initiate you.”

“It has been a long time since you led me to what you call a sanctuary. I was young, and probably much easier
to impress than I am today. My memory shows nothing more to me than a vast glade bordered with some
stones. I had lain before one of these rocks, and a great serenity engulfed me. But what more?”

“What more!” Jann flared up. “Are you so insensitive that you are unable to recognize these places
of power that are the Cinthareid? It so happens, indeed, that nothing occurs during the initia-
tion, but your words, at the time, were not the same! Are you admitting you lied to me?”

Frightened by Jann's attitude, Keogh answered carefully:
“It seems to me that I said what you wanted to hear.”

The old Demorthen’s face contorted with anger. He stood up and
furiously paced around the circle, growling sentences to Keogh.

“The Triad and the minor elementary spirits are made
of a fundamental energy, this you know, but it is
invisible, and their minds are unfathomable. To
communicate with us, they have given birth

to avatars. Although they are made of pure

Rindath as well, we can see these

beings, almost touch them. Of

course, they hide, they are secre-

tive and wary; some have

even learned to be distrust-

ful of man, maybe

rightly so.”
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“We call them C'maoghs, and they are the incarnations of the spirits of nature. This is why they can take various shapes,
depending on whether they represent Roimh, Adhar, or Usgardh, or even some of the minor spirits. In some cases, they seem
to be made of flickering vapor or pure water, and in others, they can simply appear as a luminous gas floating in the air. You
should have seen them the first time I took you to the sanctuary. They flocked around you at my request, and wished to know
you, to reveal themselves to you. But apparently you remained insensitive to their presence, although I believed otherwise at

the time.”

A palpable tension was settling between the master and his dis-
ciple, and as the voice of the sage was rising, Keogh started to
feel fear. His eyes glaring, his left hand fiddling with his thin,
gray beard, Jann was striding angrily, speaking and watching
the sky as if he were alone. Seeing the situation was taking a
turn for the worse, Keogh humbly asked how he could commu-
nicate with these avatars.

Oq}ﬁam and maqicaL Lanquaqe

Jann seemed to calm down somewhat.

“The C'maoghs never, or seldom, react to words. Their lifestyle
is alien from ours. As an initiate to the art of the Liadh, I can
make myself understood by them. How, I do not really know.
But through the link that unites us, they can feel my mind.
There is also another way.”

Jann put his hand in his loose clothing, and took out a small
leather bag. He opened it and slipped small polished, engraved
pebbles into his open hand.

“I had previously shown them to you: these are the Ogham of
power. There remain few Demorthén today who can truthfully
claim to know the ancient art of such writing. Their origin is
mysterious. Some say that Roimh itself created a language
making it possible to link the power of the elements to a phy-
sical object; however, these are but rumors. Look, each symbol
represents a unique aspect of a natural force. Alone, they are
useless; it is only when combined with an ancient knowledge
that one can draw upon real power. This is the art of the Sigil
Rann. I got these ones from my own master, who gave them to
me before his death. Remember that they hold within them-
selves a fragment of the power of the C'maoghs.
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For Demorthén, the Aergewin would be the conse-
quence of the uncontrollable wrath of two natural
spirits: Aingeal, the spirit of fire, and Sniomh, offs-
pring of Adhar, the spirit of air. During the
Aergewin, the wrath of the two spirits manifested
itself through the birth of innumerable hordes of
raging Feondas which spread throughout the world,
destroying everything in their path. Feeling that the
balance of Esteren was threatened, the other natural
spirits came to help humanity by giving men some
of their powers. This is how Demorthén became the
protectors of the Life-Tree, Corahn-Rin.

Saoc]]wal,-bheif

This is the name given to the mythical event that
will bring about the end of the world. The anger of
the spirits Aingeal and Sniomh will cause the world
to stop revolving around Corahn-Rin. Then, the
balance will be broken and life itself will lose its
meaning. Esteren will become Saoghal-Glas, an
ashy land swept by an everlasting wind. According
to the Demorthén, if some spirits had not helped
humans during the Aergewin, the havoc wreaked by:
the ancient monsters would have certainly led to
such a cataclysm. .




Suddenly, Jann straightened.
“Now, enough with this idle chatting! Follow me, Keogh, so that I may demonstrate it all.”
They set at a quick pace in the direction of the neighboring woods. At some distance from the village, at the edge of the forest,
Jann stopped for a while, bewildered at the sight of a large deforested area strewn with inert stumps and log piles. His eyes
wide with rage, he asked Keogh the meaning of it. The disciple spoke of the necessity of reinforcing the weak fortifications
of the village, mentioning the importance of security for the villagers. Jann clenched his teeth and pushed Keogh ahead of
him. They went below the thick foliage of the forest, following a narrow path littered with pine needles and rocks. All around
them, trees grew taller. They plunged into a sort of tunnel of greenery, dark and oppressive. The sun barely reached the ground,
and the ferns sometimes gave way to some brackish ponds and bizarrely shaped mushrooms. Suddenly, Jann froze, as if he
had felt something peculiar. He closed his eyes and focused for a while.

“Here we are on one of the sacred paths, the access to which is defended by fierce spirits. I was able to communicate with
them to be granted access to this Cinthareid. You can stop worrying, no danger can threaten us now.”

DVesmorchern Sanccuaries

around a flat rock, eroded by time. A huge oak towered before them. It was the exact place where they had come,

ten years before. The silence was oppressive: neither the chirping of birds nor any of the other familiar noises that
usually filled woods could be heard. Keogh approached one of the stones, half-covered with moss, and made out Oghamic
symbols on it. ik
“These are stones of power,” Jann told him. “Here is one of the places where the C'maoghs are born, where I am able to com- z
municate with them. Sit down on this center stone; we shall uncover your true nature: lonnthén or... something else.” 5

e A —————— With the help of Jann, Keogh fell into a deep stasis. Many =
. ’. ~hours later, when he emerged, shivering, Jann asked him what 'y
Of( l ’en}wu's >

C hey reached the edge of a natural glade with an irregular, rocky ground. Ritual stones were standing in a semicircle

i
15::? he had seen. s
.. “To begin with, an intense serenity washed over me. The scent
part from circles of stones, many isolated"r #'  of pine, then a veil of soft colors slowly suffused in me. [ was
i A menhirs can be found throughout the = focusing on the extraordinary aura of this oak, when suddenly, "_’ :
?'-f-“: peninsula. Reputed to be magical, they 1 fear seized me. A somber feeling of nothingness overwhelmed
- are often the origin of legends of miraculous hea- v a]l of my senses then... nothing more.” e
% ling, or travelers saved by taking shelter under % Jann then straightened, and his figure seemed to grow. His l, =2 4
o their shadow. " voice boomed: -
e g ' “Our discussions had made me fear it, and the atrocious vision }
of this tree graveyard confirmed it. You're not one of us! s
¢ Traitor to your knowledge! Renegade!” 1 1*1‘
¢ Seething with boundless hatred, his features convulsing with rage, Jann took out of his tunic a small pebble engraved with an kK

Ogham and uttered a few words. A violent wind started to blow, sending the leaves that littered the ground whirling around.
Harrowed, Keogh stood up and fled before his master’s irrational anger. Deep cracking noises could be heard inside the ocean
of trees surrounding the sanctuary as the former Ionnthén disappeared in the shadows. An agonizing cry rang within the thick
forest of Croach, and after that day, Keogh was never seen again.

vfm i
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ouane's voice faded into deep silence. Amused by the

horrified expression of her apprentice, she went on

softly:
“It all truly happened when I was still a little girl. Not a snatch of their
conversation had passed me by, and, prompted by the recklessness of
youth, I had followed them into the forest. Both of them were so engrossed in |
their discussion that they paid no attention to me. I do not know how I was
able to follow them, safe and sound, into the Cinthareid. In any case, after the
cry, I must have passed out, and only woke up the day after, in the village.
Jann must have found me and brought me back, although I never heard from
him again either. In the end, remember this lesson well: between believing too
much or not enough, there is a happy medium that befits one who is wise. It
_is all a matter of balance.”

i
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During the Aergewin, death and devastation struck our
peninsula so violently that there remain practically no ves-
tiges of that ancient time that saw the pinnacle of the cult of
the Demorthén. As it is said, they put an end to the Feond
abominations thanks to the powers granted by the

- C'maoghs, but not without severe losses. These Demorthén

- used three ancestral arts, which are now partly forgotten: the

Liadh, the art of communicating with the spirits; the Lorn
Rann, the art of engraving Ogham; and finally, the Sigil
Rann, the art of using them. Weakened, they gathered and
strengthened the foundations of their cult: yearly meetings
called Tsioghair were introduced, and Demorthén devoted
themselves to traveling through the peninsula to pass on the
cult of the spirits to the scattered peoples.
Therefore, at that time, they were of a nomadic and solitary
nature, never interfering in the business of men, but visiting
as much as possible the communities they came across
during their travels. They were highly respected by the
population, thus a Demorthén passing by was an event.
Their powers were both feared and admired; often praised in
the same way as things beyond the understanding of most
people. They were offered food and lodging, but they often
declined the latter, preferring to rest in the heart of wide
open spaces. It was the occasion for the inhabitants to seek
their advice, solicit plant-based remedies, or ask about the
mood of the local C'maoghs. In exchange, they gave them
objects of daily use that they could not obtain elsewhere, as
Demorthén never used money. After a few days, they disap-
peared discreetly, taking with them the noble mystery of
their art.

A Dou'tiaL Sedencarizacion

As time went by, the clans grew bigger, and new villages
rose in Creag, as Tri-Kazel was called at that time. The
Demorthén progressively saw the necessity of watching
such an expansion by spending more time among men to
pass on the teachings from the Aergewin to them, and to pre-
serve the cult of the primordial spirits. Some settled more
lastingly on the outskirts of villages, without giving up on
their autonomy, however. Refusing any superfluous luxury,
they most often contented themselves with rather bare shel-
ters in the middle of the woods, living like hermits, and fee-
ding on berries, herbs, and mushrooms. They ate no meat, as
they considered hunting as the practice of warriors.
However, they joined the villagers for the celebration of a
birth, a union, a death, or for some festivals such as the
Earrach Feis or the Agaceann. The rest of the time, they
remained under the cover of trees. Sometimes, they took
‘;.? © an apprentice, carefully chosen, as candidates were
Fe°. many. He was to obediently stay at the side of his mas-
\ ter, hoping to gather some scraps of knowledge
. before being finally considered as a true lonnthén,
after long years of hardships.

tbe 1nﬂuence O‘F tl”e DOWC L FuL

After the foundation of the Three Kingdoms, the feudal sys-
tem started to gain in importance, and new lords made their
appearance. Some of them, appreciating the reputation of
Demorthén, asked them to settle in the village, or in their
own homes. Most of them refused, claiming that their place
was in nature, but some of them gave in, to better ensure that
the traditional rites were followed, or guided by a secret
ambition. Such an evolution did not happen without causing
strong inner tensions. This was the start of a time of division
that led to the creation of some minority groups. During
Tsioghairs, frictions started to rise between the adepts of tra-
dition who were still keeping their nomadic lifestyle, and
those who supported opening up to men. Some Demorthén,
outraged by such a shift in tradition, left the Tsioghairs,
refusing any implication in the emerging geopolitics. These
traditionalists disappeared almost entirely from the chroni-
cles of history, but it is said that strange gatherings are
sometimes organized in the heart of the Mor Forsair.

O]C Social 1mPLichtion

There was no actual evolution of the practices before this
dreadful period called the White Famine. This short ice age
forced the Demorthen living in the open to join villages in
order to preserve their own life from elements that had
become uncontrollable, but also to guide and comfort inha-
bitants overwhelmed with despair. There remain few traces
of this time, but it was established that it marks the progres-
sive involvement of Demorthen in village councils, with the
same status as the Ansailéir, the Damathair, and the bard. At
the Tsioghairs, the old debates surfaced again. However, the
general opinion was that the progressive weakening of
beliefs, particularly in Reizh and Gwidre, suggested that it
was time for Demortheén to be more strongly involved in
society.

Rices and Cradicions

Although rites hardly changed in those few hundred years,
the role of the Demorthén evolved irregularly. The Osag
Demorthén, in the south of Taol-Kaer, constantly opposed
such an evolution. Their current lifestyle is the same as
before: some keep living as hermits on the outskirts of the
communities, while the others have remained nomads. In
that regard, they often consider themselves as the true hol-
ders of traditional culture, looking down on social devian-
cies. However, they did not forsake regular gatherings, as
others did in the past. Although tradition remained so firmly
established among the Osags, little by little, it lost ground in
other territories, particularly in Gwidre, where the Temple
tried to totally suppress the Demorthén influence.

-Desmorchen- t“k. -
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The many ordeals that struck Tri-Kazel, such as the harshness of the weather, recurrent epidemics, or repeated attacks from
Feondas, have sometimes deprived some remote regions of their Demorthén. In Gwidre, during the great expurgation of 782,
many Demortheén preferred to flee far away from the urbanized areas or were secretly executed by Sigires and Blade knights,
the deadly warriors of the Temple. In these territories, deprived of the main upholders of the peninsular traditions, bards and
Varigals took over. Moreover, in some regions, because of the deep transformations of a social, political, or religious nature,
lore became legend, and the knowledge of the Demorthén sometimes took the form of folk tales. This way, the primordial spi-
rits of the Lan-an-Saol (the tale of the creation of the known world) were progressively replaced with new entities inspired
from the creatures populating the earth and the sky. Such deviancies do not always match but, as years went by, true cults
spread and managed to last around the most charismatic figures.

Aspisoral ST'mboLism

Of all the beings living in the thick forests, the most respected one is the
Great Deer. Because of his cautious nature, he is very hard to track down
in spite of his imposing size. His magnificent antlers, his noble bearing,
and his deftness burned in the collective unconscious the image of a sove-
reign whose wisdom and intelligence are the main attributes. He is called
Fiadha in Taol-Kaer, and Fiedh in Gwidre and at the border of Reizh. One
can also notice, in more mountainous regions, the predominance of
Arthadh, a dominant, voracious bear that symbolizes strength and bra-
very; and Gobhar, a Caernide with a human torso, whose qualities are skill .

and guile.

(MNorcall
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he Demorthén philosophy imposes implicit, yet
i essential rules. Its basis includes maintaining
balance and natural cycles, as well as the cult of
the spirits. Abiding by such precepts makes these men the
holders of a power and a particular relationship with nature.
Using such knowledge to serve their personal ambitions, by
a thirst for power or out of envy, or also to satisfy a desire
for personal vengeance, goes against ancestral principles. It
is generally during Tsioghairs that the deviancies of some
are reported and judged. The accused Demorthén then
appears before the council to justify himself. If he is found
guilty, he has his Oghamic stones confiscated for an amount
of time determined according to his fault. In extreme cases,
when a Demorthén not only infringes the ethics, but also
misappropriates or uses his power wrongly, the sanction can
be as hard as a banishment or even death. Such Demorthén
are then called Morcail, meaning “corrupted” in the ancient
tongue. Often aware of the risks they take, they rarely
appear before the council of their own volition, and must
therefore be ruthlessly tracked down. Some Demorthen,
often nomads of Osag origin, have made these hunts their
primary duty. The most fanatical of them make it the reason
of their very existence.

* Nisvheil

This word, which means “poison”, is
used in Tri-Kazel to designate an
amber-colored liquid substance of
variable density. It is found in Tri-
Kazelian folklore, in which it is attri-
buted to a disease of Corahn-Rin, or
the corrupting action of some spirits of
nature. In fact, this word directly
comes from the Demorthén cults, in
which it designates a substance, the
distinctive effect of which, out-
side of being a deadly poison, is
to drive the C'maoghs away.

-
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Che Oradh

Said to have been initiated by the dire Argmald, the Oradh
is considered an abomination in the eyes of Demorthén.
Using the altered principles of the three ancestral arts, it
allows Morcail to trick and manipulate the C'maoghs, the
primal source of the power granted to Demorthen. The most
audacious ones do not hesitate to use this forbidden art to
attract the most dangerous spirits of nature, such as Sniomh
and Aingeal.

Cales and Legends

Demorthén teaching often uses educative allegories used to
demonstrate the dangerousness of these renegades' acts.
Although such tales often originate from real facts, legend
and hyperbole have turned them into fables, narrated by
bards or by some Varigals for popular entertainment. One of
the most famous is the Lan-an-Avel, inspired from the true
story of Avel, a Demorthén traitor to her rank. It tells how,
several generations ago, this simple disciple of nature vee-
red from the primary philosophy in order to become part of
the highest-ranking authorities of the kingdom of Reizh. She -
is said to have misused the art of the Ogham, attempting an
unnatural mix with Magience, and is even said to have asso-
ciated with some gatherings of Daedemorthys.
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e, Here are my first notes about the most holy

church of the Temple, into which you managed
to have me accepted. I do not know how to thank you for this.
Each day, I pray to the One so that he may grant you, as well
as your family, his blessing. You have done so much for me
since the death of my parents; I am relieved that I am no lon- >
ger a burden to your family. I know it is usually very hard for r

Y ._‘ a young girl born into a modest Talkéride family to join the ,
Y church of the Temple as I did, but I think that the staunchness 5.
of my faith was the determining element for my Acceptation. o
h 4

Each day, I give my thanks to your late father who gave our

family the opportunity to discover the divine light. Ever

since, some of us have been following the precepts of

the Temple, and this is a good thing, since this path is

the only one that deserves to be followed. Of course,

the traditions of our peninsula are based on true

facts, but I could never bring myself to trust

those inconstant, capricious beings that are
the spirits of nature.

I know of the reluctance of some members

of our family; promise me that you will

have them read my letter, in order to cor-

rect some of the prejudices our holy church

suffers from. Deep down, I hope that one

day we may all be reunited around this same
faith that gives my life a new meaning.
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- or greater convenience, I shall use the traditional dates of the Tri-Kazelian calendar. However, the Tands where
the Temple displayed its all-powerful influence have adopted the religious calendar, based on the year of
Soustraine's revelation, which means the year 503 before the Oath (or “the year -503”, as it is also written).

y When you have contacts with the faithful of the Temple, do take this into account. Do not forget as well that

"~ although they divide a year into the same number of months as we do, they do not use the same names.
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Soustraire's Revelacion

Pure, but very few know his true story. The prophet was born in a village in the north of the Continent, in the year

-522 according to our Tri-Kazelian calendar. He lived a peaceful childhood, and proved to be calmer and more
mature than the other children of his age. He started to learn his father's profession as a weaver, a trade for which he very
quickly showed great talent. When he was done with his period of apprenticeship, he set off on the road in order to find the
best place to set up his shop. His youth was free from vices and all the skullduggery those of his age generally indulge in.
Soustraine enjoyed walking alone and meditating, pondering far from the hustle of crowds.
In the year -503, he suddenly had a life-changing epiphany. As he was meditating, divine voices imparted upon him the expec-
tations of the benevolent One concerning him, while showing him the past and the creation of the world, as well as the future
of humanity. Soustraine kept traveling from villages to cities, from fortresses to hamlets, but now he was preaching what had
been revealed to him.
The One granted Soustraine fantastic powers. The more he prayed, the greater was his ability to perform prodigies and mira-
cles. Thus, Soustraine showed the might of the Creator in the villages he came across. He performed many miraculous hea-
lings, drove bandits away, and froze in ice the devilish Feondas. Everywhere he went, Soustraine attracted followers. His *
speeches had the ability to convert entire crowds, fascinated with the discovery of the One God and his gifts.
When he grew old, Soustraine finally settled. He chose to do so in the town of Chaina, where the greatest church erected by
his disciples in the name of the One God stood, and many traveled from afar to come and see him in this sanctified place.”
Until his last day, Soustraine helped those who needed it; then he disappeared without trace, at the dawn of his one-hundredth
birthday.

W ek 2 Che Drecepts o{: che CemPLe
" Che Powers |

C o begin with, let me remind you how the church of the Temple was born. Everybody has heard of Soustraine the

or Tri-Kazelians in general, the precepts of the Temple

O‘F Soustraine seem much harsher and stricter than the traditions taught
by the Demorthén. Indeed, in order to be worthy of the
T t the time, nobody other than favors of the One God, men and women must lead a temperate,
Soustraine claimed to hear the ascetic life, far from the excesses that corrupt mind and body

voices that guided him. It would alike. Vivid colors drive the eyes away, alcohol diverts the mind

have been easy to think he was a madman or from the thought of the Creator, and debauchery leads to the pro-

a lunatic... but the immense powers he was pagation of diseases that ravage the populations. Therefore, there

granted for his prayers were proof enough. exists a whole series of Ordinances given by the One God to

According to the tales, more than one person Soustraine, which his heirs, the Hierophants of the Temple, conti-

tried to demonstrate, to no avail, that his nue to pass on to the faithful.

‘miracles’ were only tricks, and that his God

did not exist. We cannot but acknowledge The aim of all these restrictions is to keep people close to the

the existence of this divinity, for his powers Creator and to guide them on the sole path of faith. They protect

are as real as the ones the spirits of nature humanity from the threat of the abysses and the demons that lurk

lend us.” there. Once dead, a man or woman who was able to remain pure

% @3071 will join. the Diving Kingdom and enjoy eternal serenity. The £
: others will be cast into Limbo and suffer forever. Therefore, to =
m % ensure felicity after death, everyone is expected to follow the =
. RIS = N commandments of the One God.
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Che \Vfitinqs and che Ordirarces

Soustraine spent a lot of time transcribing his revelation on
parchment. Thus, he wrote a book of about six hundred
pages, the content of which is very diverse: poems, psalms,
stories, parables, drawings, all of them forming a complex,
sometimes cryptic, set. Every adept spends many hours lear-
ning the Writings. The six Ordinances are its crux; six com-
mandments the Creator has dictated to Soustraine and which
constitute the core of our religion:

You shall follow the path of the One God only.

You shall heed the sacred words of the Creator.

You shall impart the Truth to any person you meet.

You shall master your passions and be moderate in every thing.
You shall be humble and thank the Creator for the gifts you
are granted.

You shall show your faith through prayer and self-reflection
for the glory of the One God.

Che Dra]/e rs

Originally, and as the sixth Ordinance dictates, the day of a
faithful of the Temple is punctuated with six prayer times,
each one lasting half an hour. From dawn to twilight, the
faithful are reminded of these times with the chime of the
church bells. Believers must then immediately interrupt their
activities and kneel in prayer for the One God. The first
Hierophants quickly realized that most faithful could not
strictly follow such a commandment without dramatic conse-
quences for trade and the very survival of the communities.
Thus, the clergy became the self-appointed representatives of
all the faithful, who could delegate part of their religious obli-
gations to them. Priests pray for the salvation of the believers
who, in exchange, take care to support them and ensure that
society fares well. Moreover, the faithful can make offerings
to the priests, who will then remind the Creator of their piety
and intercede in behalf of the donators during their prayers.
Some malicious gossipers pretend that this way, the rich ones
are more likely to be granted salvation, but it is untrue, for the
Creator is kind and wise. He judges everybody according to
the sincerity of their actions and not on the form they take.

O]C che DLace of (Mar

The One has created the world and everything that lives on its
surface. He is the source of everything, and Man must there-
fore be respectful and deferent toward him. Thus, the faithful
are humble and quiet, aware of their insignificance and of
what they owe the Creator. Therefore, we cannot approve of
the prideful attitude of the Magientists who claim the super-
iority of Man in all things and go against our fifth Ordinance.
Like everything that surrounds us—plants, oceans, land—we
are a divine creation, no more and no less important than the
others. All is One, for all pertains to the One. Man has simply
received the gift of conscience, which allows us to perceive
the will of the Creator and, therefore, to guide our existence
on the path of the Truth.

-Cemple-
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(Miracles

Maybe our religion would not have reached the influence that
it has if the Creator did not prove his existence on a daily
basis through the miracles he grants his followers. Thus, the
communities that support our faith can see their sick ones
recover and their churches drive back hordes of Feondas.

As for us, the adepts, we are still not close enough to the One
God to dare make such demands. Only the holiest and most
devout faithful of each order can receive divine favors: they
are the Elect. Praying allows their spirits to rise and send a
plea to the Creator, who then intervenes. Hierophants are very
close to the One God, and the miracles they are capable of are
beyond imagination. Like Soustraine in his days, it is said
that they have the ability to resurrect the dead or purify infi-
dels with ice storms.

]:ai‘clﬂ and Dac]an BeLiefs

My uncle, I feel that I must insist on a very important issue
that threatens our good kingdom. The Talkéride people must
sever their connections with the spirits of nature as soon as
possible, and dedicate themselves to praying and abiding by
the Ordinances. Outside the Creator, none should dominate
nature, and Demorthén are guilty of pride when they set
themselves as the guardians of the world.

The One would have allowed his Elect to communicate with
these natural spirits if he had wished to do so. He didn't, and
Demorthén go beyond their human condition when they
dominate these spirits through sorcery. They are blinded by
a power that is not made for men, and must be guided toward
the right path.

Moreover, the Demorthén claim that there is no such thing as
a soul, and that the dead go back to nature. This is but a lie,
for this goes against what the Creator has revealed to
Soustraine: the soul is eternal. Before this revelation, men
and women were left in doubt concerning what was hidden
beyond death.

The Demorthén myths lead the Talkérides
astray, and deprive them of the access to
the Divine Kingdom. They are doomed
to wander forever in the ashy lands of

the Kingdom of the Dead, or to suf-

fer forever in the depths of Limbo.
However, the One can accept
repentance, and it is never too
late to abjure such pagan
beliefs.

L. i W
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he adepts of the Temple boast that they can judge anyone with impartiality, but this goes otherwise for

e’ i those they call the ‘reprobates’. Indeed, in their eyes, those who are afflicted with severe cases of mad-

: ?. ness or spectacular malformations are suspected of being possessed. For us Demorthén, such a way of
: 'Fg * thinking is strange; madmen are very often the bearers of messages from the spirits of nature that we are able to

e decipher; as for deformities, they simply are the manifestation of the quirks of nature. However, I cannot deny that

=, some parents, supported by some of our brothers, have for a long time abandoned their misshapen children to nature,

'7} * out of fear of weakening their lineage.

" As for the dogmas of the Temple, deformity or madness supposedly indicate the influence of devils from Limbo trying
to corrupt humanity. These beings are said to be the origin of Feondas, and some faithful of the Temple claim that these
monsters were previously reprobates; unfortunate victims of demons. I must admit that most of the faithful of the Temple
willingly try to help these unfortunate ones. But in some Gwidrite regions, where the dogma is applied strictly, they are

: bound to live miserably, begging for the charity of passers-by. I have also heard of monasteries where these reprobates are

L gathered to go through ‘purifications’ of their bodies and souls, which look too much like torture to me.

"

The Cule of Cold

n Gwidrite lands, snow is, even more than anywhere else, considered a sign of purity. I have heard that the great

deceased Hierophants lay in sanctified ice coffins, resting in the depths of great cathedrals. Generally speaking, cold

is sacred in the faith of the Temple, whereas heat is considered with ambivalence. It is associated with life, but also

with comfort, and therefore with negligence or excess for some. Those who want to prove their piety go as far as per-

forming their devotions in the cold, or barely clothed. In some houses, there is a little room dedicated to praying; it is

usually bare, containing an altar with the symbol of the Temple, or a figurine representing the prophet Soustraine.

5 During winter, this room is always kept at a very cold temperature, with windows as thin as arrowslits letting in
the freezing wind. The most devout insist that fire must never be lit when it is not absolutely indispensa-

ble, since it is a gift of the Creator that is too often lavished. Concerned about remaining pure,

they live in a very strict way that many consider as Xtre?ﬁ)
.~ e
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Che Comnsaruccions of' che CemPLe

ow, let me tell you about landscapes touched by the holy light. The Temple mainly marks its presence
N with the construction of churches and town-monasteries. The former are relatively commonplace and
will go to the Great Theocracy, on the Continent, to gaze at them.

vary in size. The latter, unfortunately, cannot be found in Tri-Kazel yet, but I keep hope that one day, I

Cbe C%Ln'clﬁes

In every place where the Temple settles, its faithful build a
church dedicated to prayer for the One God. The greatest
cathedrals rise very high in the sky, housing up to several
dozen priests and adepts. In Tri-Kazel, these large buildings
can be counted on the fingers of one hand, and the one of
Ard-Amrach, capital city of Gwidre, is the most beautiful of
them. In this kingdom, almost every village has at least one
small church. The situation is different in Taol-Kaer and in
Reizh, as the Temple is not the official religion. The large
cities of these two kingdoms most often have one church of
modest size. Several villages, particularly along our border,
boast small chapels among their buildings. In the countryside,
it is possible to find a monastery or a convent, often used as

a shelter for travelers lost in wild regions. Finally, I have
heard there exist secret places of worship, disguised to the
eyes of stubborn obscurantists who reject the Truth. All the
churches, from the most modest ones to the great cathedrals,
are built according to common principles, applying the sacred
rule of the number six. The faithful enter through a large dou-
ble door in the nave of the main building. It takes the shape
of a long six-sided room, one of its extremities letting the
faithful in and the other leading to the area exclusive to the
priests. It is an inner construction of hexagonal shape, most
often divided into several rooms with variations according to
how important the church is and how many clergymen live in
it: dining room, kitchen, latrines, dormitory, etc.
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Cown-monasceries

will not dwell on this subject, my uncle, since I have never

visited one. However, the rectoress of my convent told me
wonders about them. According to her, the entire town is built on
several stages of hexagonal shape, protected with sturdy walls,
and rising higher and higher as one gets closer to the center. In
these cities, the greatest and most beautiful of cathedrals in the
honor of the One God are built. The most precious Relics are
gathered there, and create a tangible link between the Creator and
men. The faithful who live there dedicate their entire lives, even
more than others, to the service of the Temple. Chaina, the capital-
city of the Great Theocracy, is obviously the largest, richest, most
beautiful, and most fervent of town-monasteries.

Further to that, I will tell you about a story I have heard several
times. Some of my fellow adepts have told me that when a priest
of the Continent reaches the highest state of holiness, he is invited
to go to a fantastic underground maze, built in the depths of earth,
under each town-monastery. By walking around such a tortuous
place, he gradually loses all notion of reality, until he finally
manages to commune with the Creator.

Che ReLics

In his writings, Soustraine tells of the sacred mission he was dictated: “In order to protect themselves from darkness, men shall
have to find the Light Shards. They have been left for us, so that we may be in contact with the One.” I have never seen one,
but these fragments are described by the prophet as crystals of absolute purity, radiating with the light of the Creator. The theo-
logians of the Temple often debate about the exact nature of these holy relics, but the Writings strongly hint that they are the
petrified fragments of Divine Envoys who have, in a very remote time the pagans call “Aergewin”, fought against Feondas,
the minions of Limbo.

Many are those who have gone so far as to pillage and sell these precious relics; particularly to Magientists who, as I have
heard, use them to feed their unnatural machineries. These unbelievers stop at nothing in their unbridled quest for power.
Because of them, all humanity could be consumed. This is how, in his Writings, Soustraine speaks of the great cataclysms:
“When the arrogance of man reaches its pinnacle, when pride and power become their idols, a great disaster shall occur, and
pestilence shall spread throughout the world. The hordes will rise from Limbo to engulf the unbelievers, and the faithful will
have to lead their last battle for the triumph of the One Light.” My Uncle, we must pray for the Reizhites to relinquish their

_ folly and join the path of wisdom that Soustraine indicates to us.

Finally, you must know that the prophet also received the mission to find and lock up the Cursed Stones, impure carica-
tures of the holy Shards. These abominations look like the holy Relics, but are the work of devils from Limbo who strive
to enslave men by tempting them with powers mimicking those of the One. The pure know how to recognize the evil
nature of these factitious stones, but an infidel or a prideful one could yield to temptation.

Che Siyc Orders

he Temple is multifaceted, much less monolithic than our adversaries pretend. And unlike what some
i women may think, men and women have equal status in the eyes of the Creator; hence, they can access
the highest responsibilities of the six orders that make up the Temple.
However, before one can join an order, he must be initiated. That is why I currently have the rank of adept, and for
now, [ am expected to spend most of my time in studies and prayers, which make up most of my training. The life of
an adept also involves a large number of the same chores, which are imposed on us in order for the places of worship
to operate properly, but also to test the strength of our faith. Indeed, it is never pleasant to clean the latrines or to tend
to the wounds of the knights of the order of the Blades, but such tasks must be fulfilled, and the One shall measure the
worth and the involvement of everyone. The complete training of an adept lasts six years, at the end of which I will be allo-
wed to join one of the six orders. As you know, I have already made my choice, and I hope I will become part
of the order of the monks which my convent belongs to.

»
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“Each order of the Temple has its own internal hierarchy, which is more or less abstruse in the eyes of outsiders. The I
Hierophants stand at the very top of this hierarchy, and the adepts at the very bottom. Priests or monks promoted at d
the direction of a church or a monastery are called ‘rectors’, and form cenacles when the institution they must rule has 4
many faithful. The most honorable of Sigires bear the title of ‘keeper of faith’, while the Blades are organized as a chi-
valric order with, at their head, the ‘great commanders’, These are only examples, but they give an idea of the com-

:f;_ plexity of the various orders.”
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Che Whice

The priests form an order with a large majority among the clergy of

the Temple. They are the administrators of most of the rural and urban ROS € C”aito rs 1y
communities, which they guide toward the One God. They can be 4
seen every day in churches, which they lead sometimes alone, some- cannot help but add here this side note T
times as a cenacle. Priests lead the service, answer the metaphysical I about the White Rose order. Under 4

questions of the faithful, and try to bring on the path of the Truth all this pompous name hides a rebellious
those who do not follow it yet. According to their seniority, they don't group of former Blade knights who
all have the same power or the same influence. claim they bear the true message of the
Creator. These heretics are tracked by
the Blades and the Sigires, and must be

fought by the true followers of the One
God.

7

Che SiCJ ires

Highly feared, Sigires are appointed by
the Great Cenacle of Ard-Amrach. Their
task is twofold: to fight against the here-
tics and sorcerers using occult arts, and
to ensure that the Ordinances are pro-
perly followed among the Temple. A
Sigire commissioned for a particular
mission can access all places of the
Temple without having to give any jus-
tification to a priest or even to a
Hierophant. They are said to often
hide their status when investigating in
order to witness problems and
breaches of the dogma with their own
eyes. True believers have nothing to
fear from Sigires, but they are still
dreaded because they are known to be
ruthless in their methods.

Che Blades

This chivalric order protects the
Temple; its warriors quick to react
against attacks we could suffer from those
who do not accept the Truth. Also known
as Blade knights, these well trained fighters
are generally armed with a sword and protec-
ted with chainmail and a shield.

o CemPLe =



Clwe Ve cCors

Vectors are missionaries traveling the world to show infidels
the path of Light. Bold travelers, sometimes escorted by seve-
ral Blade knights, they fearlessly tread in regions where the
Temple still has not settled, and reveal to pagans the benevo-
lence of the One God.

Che (MNonks

Living in secluded monasteries, monks dedicate their lives to
prayers and crafts. This order is composed of several distinct
groups of monks or nuns, such as the Corvusian brothers of
the Corvus abbey, for example. Some of these orders are
famous for their calligraphies, some others for their distille-
ries. They house travelers and are often very close to nature.
Some monks travel the world, going from churches to monas-
teries, accumulating and exchanging knowledge and tech-
niques.

g T g

Che Clerics

Clerics are the scholars of the Temple. As teachers or scribes,
they contribute to the training of adepts, keep the archives of
great parishes, manage the finances of churches, and advise
priests and the Hierophants. Many clerics —the theologians—
are specialized in studying the enigmas of the One, and
reflections about faith. They are the most directly involved
with seminaries and synods, which gather the members of the
Temple. P
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Of che 1mpo1~tance
of' che Nusvber 6

E hy this ‘6’, which you find everywhere
\/\ J in the rites of the Temple? Their hexa-
gon-shaped churches, the six members
of the Great Cenacle, the six prayer times, the six
commandments given by Soustraine after his
vision, the six statuses of the members of the
Temple, the six stanzas of their prayers and
psalms... No one knows where it comes from
exactly, but obviously, this number has an impor- ~
tant significance in the religion of the Temple.”

Che hieroP]ﬁaﬂts

bove the leaders of the six orders are
A the Hierophants. In theory, the mas-
ters of each order can all aim for such
a prestigious rank, but most Hierophants
come from priests and clerics. They are the
most faithful among the faithful; the staun-
chest believers. Like Soustraine during his
revelation, they are said to have heard the One
God. Their role is to rule over the destiny of
the Temple, and to guide our people. In Tri-
Kazel, Hierophant Anthénor leads our holy
church and presides at the Great Cenacle
gathering the masters of each order: keeper of
faith Vengu, from the order of the Sigires,
Saint Jaoven de Nectan, from the order of the
Blades, theologian Neirin, from the order of
the clerics, priest Andrev, rector of the church
of Farl, holy Vectoress Selina, from the order
of the Vectors, and monk Thaeg, rector of the
monastery of Gouvran.
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Speech from a washerwoman of the district of Tradail to her apprentice.

Purity, as they say, must be spiritual as well as material. But don't you worry, they're not that
awful, and lots of nonsense is said about them. I've been coming to take their laundry for years,
and nothing has ever happened to me! Wash each piece of clothing as if it was to be worn by Soustraine him-
self, and everything will be fine. Know that each religious order has its own color. Adepts who have not yet
been ordained are clothed in light gray and wear colored facings on their sleeves and collar, which indicate
the order they are to be a part of. When they are accepted, they are dressed in white, with equal parts of the
color of their order, which, however, becomes less and less present as they rise in the hierarchy. About that,
I've heard that the attire of the Hierophant of Ard-Amrach is completely immaculate.

F " G irl, you must understand that our clients from this church are very careful about being clean.

There are two monks here, who'd rather get their hands dirty and wash their laundry themselves. They're
dressed in brown, a plain, humble color if I ever saw one. Blade knights wear red, since it sometimes is their
duty to kill in order to defend the Temple. But you won't see many of them in Osta-Baille. Vectors sport
azure, the color of the sky under which they walk in order to spread faith everywhere in the world. All priests
wear green. According to the sermons I've heard, I think it's supposed to remind people of their task as the
Creator's gardeners, who watch over the faithful and nourish their souls in the house of the One. Or some-
thing like that... Clerics, who take care of all the paperwork, like purple. It's a hard color to obtain, and they
use it for their illuminations, along with fine gold. Finally, if you're ever approached by a clergyman wea-
ring black, you’re dealing with a Sigire, and I hope this will never happen...

!

'Scuse me? Ah, yes. They forget all kinds of stuff in their pockets. You see this one, they use it as a holy sym-
bol. They call it a Hexcelsis, because of the six branches that correspond to the six ordinances of the pro-
phet, I think. Take care not to break it or get it dirty; they don't like that at all. Simple faithful often carry
a Hexcelsis of polished wood. The religious' ones are made of iron, or copper when they start to go up
s in the hierarchy. Only the highest-ranking leaders carry a silver Hexcelsis. But no matter their attire,
. A cven if you only see novices in gray, always be polite toward them. Things are going well in our
town, and after all these years, nobody wants that to change. And a young girl like you should

stay on her guard: as pure as they may be, they're still men.”

§ "\
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Ch€ Convent O‘F mount Dou*enne

efore this letter reaches its end, let me tell you a few words about the convent I live in. As I told you, I
B am part of the holy order of the monks. Convents only house nuns; mixing genders is often a source of

distractions, and monastic life requires the most absolute asceticism and serenity if one hopes to reach
the illumination. The six prayers, the meals, and our calligraphy works punctuate our days. We must also tend
to our gardens, which provide us with vegetables aplenty. It is said that our convent was built on the very place
where Saint Darenne heard the words of the Creator. For this reason, it is a place of pilgrimage which houses
our faithful brothers and sisters from the whole peninsula.

Che Cempl,e and Civil Lif'e in Cri-Kazel

s you know, Uncle, the Temple had to strive to settle in our peninsula, and it still does today. Attempting to convince Q

A the unfaithful is a constant fight. Here, in Gwidre, the Temple has become the official religion since the king conver- o
ted. People pray to the Creator to avert their minds from the Magientist aberrations and the trickery of the C'maoghs.

Like in the Great Theocracy, people work hard to free the clergy of their daily tasks, so that they may in exchange pray for

the salvation of everyone. Unfortunately, our cousins from Reizh are too engrossed with the impious powers Magientists offer

them. The Truth is more welcome here in Taol-Kaer, but the Magientists are more and more numerous, and the Demorthén

remain fiercely clutching at the power they hold over the ignorant.

I pray so that our Talkéride and Reizhite brothers may become aware of their mistakes before it is too late. The demons that
the pagans call Feondas roam and proliferate in the shadow; we must stiffen our faith in order to drive them away.
Dearest Uncle, kiss all the family for me.

May the One protect your souls,

Yona
-CempLe-
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here was almost no one in the tavern where Khalmen

and his old mentor Mordan were sitting. The people

V of Osta-Baille feared the night, and few of them
dared to venture outside after twilight. Khalmen lis-
tened to his master intently. Soon, his apprentices-

b ¢ hip would come to an end, and he would become a Varigal. The

* 0ld man-whose weathered skin showed how many years he

L 'had spent traveling—knew how to narrate the adventures of his

. youth with uncommon ardor, as if he were reliving each past

, moment for the first time. Mordan moistened his lips and

drank another sip of liquor before he spoke again:

*.“Khalmen, you know a lot of things: nature holds no more
secrets for you, you won't ever get lost in our lands of
*-Tri-Kazel, you know how to subdue wild beasts
and avoid the dreadful Feondas. You can survive

N \ in hostile lands; you'll make a great Varigal. But
) you cannot travel alone on the roads of our
T '\ peninsula without learning more about the
r.' 156 Magientists and their mysteries. I'll tell you what
I know of them...”

A Quick Account

agientists appeared in Tri-Kazel

about two hundred years ago,

coming from the Continent. I have
heard about texts mentioning a more ancient pre-
sence, but I have no evidence on the subject.
However, what we can be certain of is that their
order has been in existence for much longer on
the Continent; it even seems that they lead a great
nation there... but let's get back to the facts. They
crossed the mountainous range of the Asgeamar
in an epic expedition that almost failed to reach
its destination, and, in the end, they arrived in
Reizh. Quickly, their feats brought them fame, :
and from the year 720, they started creating . —
schools in this kingdom. - g

)
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During the following decades, ‘" ,;, ?

the Magientists very quickly E
became a force to be reckoned ’4 tlﬁe .Daeclemortlﬂ]/s Name d ‘
with in Tri-Kazel. They follo-
wed the major roads to spread
their technology in the whole
peninsula, with more or less
success. We'll get back to how
they were welcomed later on,
as I'd like to get done with the
historical part of the subject.”

quickly called the adepts of this science “Daedemorthys”. Such a designation

shows a feeling of distrust for their strange practices, which clash with the
local traditions related to the spirits of nature. A study of the ancient tongue of Tri-Kazel
reveals that “Daedemorthys” means being disrespectful toward the spirits, a thing much ll
| F frowned upon in our peninsula.

C he word “Magience” comes from the Continent, and the people of Tri-Kazel

Extract from “Tongue of Ancient Tri-Kazel”, by the bard Liyien Mac Seinn.
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in 748 when Kailleach, king of Taol-Kaer, asked Magister Athaontu to rebuild our

capital city, according to modern principles which had never been applied at
such a large scale on this land. This way, Athaontu was granted a/‘prestigious role as
advisor to the king. Although Taol-Kaer is the kingdom of the [peninsula that still
remains the most attached to the ancient traditions, the Daedemorthys have acqui-
red, since that day, considerable ascendency. In many places, such a s1tuat10n
even became a source of blame to the throne. However, since the .year 895, \ /
which was marked by the closing of the capital’s Magientist unlvéxslty, it
would seem that King Mac Anweald is clearly returning to more trad1?7ra‘1“ ; w

u ! great, determining event for the establishment of Magientists in Tri-Kazel took place

VIEWS.

C]we \\)OU' O‘F t}we emPLe

v s you know, it was in the year 857 that the infamous
- A fratricidal war opposing the kingdom of Gwidre to
its two neighbors broke out. The source of the
conflict was precisely Magience. The Temple, established in
- Gwidre, could not allow such a strong influence from the
Daedemorthys on the peninsula. Rumors even tell that these
two factions wage an almost permanent war against each
other on the Continent.
So, during this year, the leaders of Gwidre—allies of the
Temple—declared war on Reizh, to which Taol-Kaer quickly
brought its help. You see, Khalmen, the fury of the fights
that then took place reminds us that humanity doesn't need
)\‘ Feondas to destroy itself. In Taol-Kaer, this conflict created
~a gap between the throne and Magientists, because of their
~involvement in its outbreak. That is how they have lost their
positions at the side of the king, although they are still
accepted in the kingdom. However, Reizh on its part
remains a loyal advocate of the Continent's modernity, and
under many aspects.

Current Situat 1oy

or about a century, the increase in Feond attacks
gave Magientists the opportunity to extend their
influence. They try to put their weapons and defen-
sive technology at the service of the population.
However, people are still wary, particularly where the follo-
wers of the cults dedicated to the spirits of nature remain
present. Sometimes, on the other side, there are those who
enthusiastically accept the technological advances that
allow them to improve their living conditions. You'll cer-
~ . tainly get to see some Reizhite mills in the region of the
Emerald Crescent; they are able to grind twice as much
grain in one day as traditional mills. Of course, when it
comes to Magience—and although not everyone understands
- the principles at work—it remains a much more reliable pro-
cess than dealing with mysterious, fickle natural spirits,
according to its supporters. But don't be fooled; such a way
-~ of thinking is a devious means for Daedemorthys to deni-
- grate our ancient beliefs.

Che Principles o
mcujtence 4 ]C

'l now explain to you what I know about how their

science works. Of course, I don't claim to be a master in
this domain, but years of various travels have allowed me to
learn enough. Magientists spend most of their time mulling
over techniques to improve our living conditions. They
attempt to circumvent some natural laws in order to obtain
amazing effects going beyond what nature allows. I've
already told you about their mills, but you must also have
heard about these new looms, of such accuracy that human
fingers could not thread such stitches. There are also these
famous weapons that can propel projectiles so fast that no
bow could rival them. And of course, there are their
Nebulars as well; these lamps that make it possible for the
high districts of some of our towns to have quality noctur-
nal lighting at their disposal, without the risk of setting
something on fire, as it would occur with a great number of
torches. One thing is for sure, their inventions are not use-
less... at least, not all of them.

Therefore, a Magientist is first a scholar well versed in
sciences that some Peninsulars already know: alchemy, phy-
sics, etc. But what characterizes one is the use of a strange
source of energy: Flux. With it, one can power machineries
that could not possibly work with mundane means, and
build edifices that remain beyond the abilities of our best
architects.

Bl
S y observations have led me to conclude that -
( l ’ Flux always comes in a liquid form, but can

be of four different colors: blue, green, red, or
deep yellow. Actually, it can be difficult for an uninitiated to-
identify a liquid of one of these colors as being Flux or not.
Daedemorthys, on their part, seem to be able to do so with
merely a glance.”
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lux is stored and sold in the form of cartridges of various sizes. The conditions for their sale and their availability d
\ | greatly vary from one region to another. In Reizh, it can be sold freely, and anyone can buy cartridges. In Taol- | |
Kaer, its sale is permitted, but the royal power requires that the buyers prove that they are the owners of a duly regis-

tered artifact, or own a license to work as a Magientist. Some dukedoms give more leeway, others are much stricter.

In Gwidre, the sale of Flux is closely controlled, and restricted to a few Magientists under oath. Some servants of the state
or of the Temple can be allowed to make use of specific artifacts, and they are distributed set quantities of Flux to such an
end. Generally speaking, Flux cartridges are rather available in great towns; the countryside and remote regions most often
lack of it, and prices can therefore soar (see p.226). Outside of Reizh, it is possible to find Flux cartridges on the black mar-
ket, but it is a particularly risky business, especially in Gwidre.
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“‘But how do they obtain this Flux?’ you might ask me.
Excellent question, Khalmen. Obviously, I can only tell you
about what my travels as a seasoned Varigal gave me the
opportunity to find out. Flux seems to come essentially from
plants and rocks, but sometimes from animals as well. Each
substance, each being, apparently doesn't hold the same
quantity of it, and the extracting and refining process to
obtain Flux itself is long and complex. It is this mysterious
process that makes it possible to obtain—from inanimate
matter or living beings surrounding us—this unique subs-
- tance partly responsible for the suspicion harbored toward

4
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- have a real influence on the people.

2

Magientists. Although the order agrees to explain many of

the concepts that underlie their creations—or rather their arti-
facts, as they say—they don't let out much about Flux, and
they're very careful not to explain in detail how they obtain
it. As you can guess, it clashes with the traditions of Tri-
Kazel and the cult of nature led by the Demorthén. They
don't appreciate that one can draw from the very natural ele-
ments an energy that men can then use according to their
whims. Moreover, drawing Flux from a living being syste-
matically kills it in the process. In Reizh, the neighbors of
the Magientist plant of Baldh-Ruoch talk of nasty, or even
toxic, emanations and waste poisoning the earth. But you
already know that these two visions of the
world are in conflict; this is not something
new for you. During your life, you'll
obviously have to take sides, because it
would be fruitless to try to conciliate both:
they're too antagonistic.”

a(J iencists and
Desrorchen

ir,

Everything opposes these two factions, and an
alliance between them cannot be imagined. On one side, we
have the Demorthén, keepers of the age-old traditions all
generations in Tri-Kazel have been immersed in. They res-
pect the spirits of nature with which they can communicate
to obtain magical effects from them. On the other side, we
find the Magientists, who support that human beings should
rule over nature, and who bend it to their will through
unhealthy ways. Our kingdom has remained very close to
the ancient traditions, particularly in the mountains.
Therefore, your Majesty, I cannot but advise you to keep
some distance with the Daedemorthys. Indeed, it would be
inopportune to have the Demorthén turn against you, as they
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Che Or(]anization O‘F che
Order

Ostian liquor; talking makes me thirsty.

So, let's now see how the Magientists are structured.
Their order is organized in a strict way, according to a very
precise hierarchy. The Council of Baldh-Ruoch is at the head
of the order of Magience in Tri-Kazel, and dictates the broad
direction of the action of the various universities and schools.
To practice, each Magientist must own a diploma obtained in
a university recognized by the Council, and abide by some
principles. Magientists who do not follow their professional
or moral duties have to stand before their peers in a particular
court named ‘Disciplinary Chamber’. The illegal practice of
Magience is severely punished, particularly here in Taol-
Kaer, and even more among our neighbors of Gwidre.

W h ere Khalmen, go and fill me a glass with some of this

Che mcu:J iscers

The Magisters are intellectuals who have proven themselves
in several scientific domains and for whom Flux has no
secrets. Along with their scientific expertise comes the
power they are granted over the rest of the Magientists.
There are only half a dozen of them on the whole peninsula,
and they seldom leave the main centers of the order. Three
of them form the Council of Baldh-Ruoch. You'll certainly
get to hear about Magister Alana Naighan. This woman is
said to be ambitious and to stop at nothing to carry out the
projects of Magience. Beware, because her charm could
turn your head, and soon, you'd be swearing by Magience!”
Old Mordan finished this sentence with a sonorous laugh.
Khalmen had already heard of that woman; her reputation
knew no boundaries, and she was said to be able to heal the
nastiest wounds as well as most diseases.

iary o tus

GibLean, year 905

ell, tomorrow is the great day; I will be traveling
,\/\ J to Farl to enter its Magientist school. Primus

Nagguérand de Greenwood is to see me priva-

alchemist in Reizh, has bent over backwards in order to get

i) me there, and I am truly proud. I will do all T can to follow

my training to the end. However, I don't know if I will be
able to sleep tonight...

s .
Che Drimus

* There is a Primus at the head of each Magientist institution,

except for some small, remote laboratories. There is there-
fore one in each school, factory, or university. They are also
the leaders of some congregations. They reach this rank by
climbing the hierarchical ladder, but they probably aren't
told about the greatest secrets of the order. They have much
more mundane responsibilities than the Magisters.

= = _gen _Hﬂu

tely in order to confirm my acceptance. My father, a famous l

Che Sciencors

This category actually includes most of those we call '/
‘Magientists’. The Scientors are researchers, scholars, des- 7

igners, and engineers working in factories and laboratories.
They are also the ones who lead research and experiments
performed in the field, manipulating and extracting Flux.

t]we ]nceptus

The Inceptus are those newly integrated into the order;
novices and apprentices. Only the best can hope to pass the
seven-year cycle of studies that will give them the status of
Scientor. Many Inceptus stop their studies to become simple
assistants. In spite of the suspicions Magientists arouse,
more and more youngsters from our towns think they can
find in this career a future commensurate with their hopes,
persuaded that they will one day solve all the mysteries of
the universe.

Che Delices

The Helites are found among Magisters, Primus, and
Scientors (although there are less of them). They form a sort
of transverse group composed of ideologues. Helites are
more preoccupied about the future of the order and its orien-
tations than scientific researches. However, they are said to
enunciate surprising theories from time to time, even for the
most seasoned Magisters. They are generally quiet and stay
away from the public as well as from the other Magientists.

The Lodges

Finally, know that Magientists are gathered in Lodges; these
congregations unite several Magientists around a project or
a common specialty. Some of these Lodges only have scien-
tific goals and aspirations; others are deeply implicated in
politics. For example, the Lodge of the Amber Stone, which
focuses on the study of fossil Flux and its applications, was
noticed during the War of the Temple.

Ot]we I CT’PCS O‘F

Drofess ions

'l" agientists also hire people who are not
. ‘ l ’ Daedemorthys. The order pays well, and more

than one person left their village to work at a
Magientist school. More particularly, those who are not part
of the order are grouped in two categories of jobs. The first
can hope to become workers, in charge of storage, mainte-
nance, and transport. These warehouse workers are given a
quick training, generally in the field, which teaches them the
basics of Magience. Those who are skilled in the use of wea-
pons can be hired as mercenaries. Between traveling
hazards in Tri-Kazel, and the many enemies the Magientists
have, they don't lack opportunities to earn their pay.”

- )aqient isCs—
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Céitean, year 905

ow glad I am to have been
h received with full honors. The
Primus is an extremely plea-
sant man. Since my arrival, I have lear-
ned so many things that I don't have
much time left to spend with you, my
diary. But I would have so much to
say, starting with the architectural
wonders of the school, a construction
that would have been impossible
even for the best builders in Tri-
Kazel. Everything is lit during the
day through a careful placement of
phenomenal mirrors that make the
light of the sun reach the most
remote parts of the edifice; and by
night, you can stroll under the light
of the fascinating Nebulars. I could
see some artifacts, and even mani-
pulate some of them. What a won-
der it is, to be able to observe so
many details on objects through
what they call Vision Glasses! I
also handled remotely controlled
pliers that make it possible to
work with astounding accuracy.
And the alchemy laboratory; so
‘ different and so better stocked than
my father's. He would have been
fascinated to see all this.

Days are extremely busy, between
classes of all types, meals, discussions,
meetings. I do not know when I will have
time to get back to writing this diary...
very soon, I hope.

o s

St Ciam

Che Various maCJ tenTisT
School s

hat you probably don't know is that all the
Magientists do not work the same way. Each

specialty researches and uses different types of
Flux. There are several paths in the order, which form as
many visions of the world and working habits. I couldn't
claim to know about all of them, but I'll tell you about the
main ones. Also, know that these schools lead underground
conflicts in order to be the most influential in the order.
These power struggles even shape the general direction of
their research, and the relations of the Magientists with the
rest of the world.

Che Bocaniscs

This school is composed of Magientists who spend a lot of
time in the field, observing and studying every plant they
come upon. Apparently, they have discovered in Tri-Kazel a
flora and fauna that have no equivalents on the Continent.
As far as I know, the ultimate aim of such work is to draw
Flux. Their methods are quite radical, as it seems they com-
pletely destroy the plant. You can find their laboratories
close to forests and in remote areas. Many also work in
schools and universities with the purpose of transforming
vegetal sap into Flux. I’ve got to admit that their alchemical
research is outstanding.

Che (Miveraliscs

Whereas the other Magientists have a passion for living

beings, the Mineralists prefer to work with rocks and mine-
rals. They set up laboratories near the mines they oversee,
but also work in factories where their research is aimed at
the best way to extract mineral Flux.

- ’agientists-




Cl’e m ekones

ow, let me get to a rather sensitive topic, Khalmen.
N The Helites are often rather excessive and extre-
mist in their practice of Magience. In order to
improve their mastery over nature and their artifacts, they
slip under their skin something called Mekones: it is Flux
flowing like blood under the skin. I have already met such
people, and I can tell you it's a very disturbing vision.
Imagine thin pipes on the face and limbs, in which you'd
see, showing through, a liquid whose color is sometimes
amber, greenish, bluish, or even bright red; the whole seems
to flow through spasmodically, as if pumped. It would seem
it allows them to manipulate their artifacts with particular
case. With that, they can directly feed some of them with
Flux for optimal use. But such an improvement—as they
consider it to be—has a price. I've been told the circulation
of Flux in one's body causes the Magientist terrible pains.
To alleviate such sufferings, one therefore has to take a
soothing drug daily. As I understood, it affects one's
mood, making one more distant and insensitive, growing
apart from other human beings.”

w

Che Vicaliscs

Vitalists are often despised or feared by the population of our peninsula because
of the peculiar nature of their works. Among the order of the Magientists, they
are, on the contrary, often respected and influential. Their experiments revolve
around man and animal. Few things are known about such a subject, but I have
heard they remove organs from corpses to extract Flux from '
them, the most dreadful rumors even telling of removals from

living humans. However, their knowledge in medicine and anatomy

surpasses ours, although this does not make them trustworthy physi- 1
cians in the minds of many people.”

Letter from Hilderin Ceogh \A

e will soon be leaving the valley, since it turns
\/\ , out Feondas were not involved in the murders,
and neither was Magientist Druihn, in spite of

the suspicion he was under. I must say this case leaves a
strange impression on me. The culprit is a man exiled
nearly twenty years ago, who has claimed a dozen vic-
tims of all ages over the last months out of a desire
for vengeance. The fact he made it so that the
corpses were found atrociously mutilated, in order
to make people believe that Magientist Druihn was
the culprit, indicates resourcefulness, and even per-
versity. And yet, this man was not particularly
intelligent, and even seemeéd quite boo- o«
rish to me. ; i




- e R o " — T AR

- k-

S T S— — . . T AR —

A el

! ]:OSStL ]:Lu)c <l
l uch sought after by Magientists, this rare substance takes the shape of small deposits of an amber-colored

i
1 l , liquid of varying viscosity, often surrounded by a crystalline shell. Refined fossil Flux takes on a yellow b
color and an oily texture. In spite of centuries of research by the Mineralists on this substance of unmat- !
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' ched energetic properties, its exact nature remains unknown. However, in Tri-Kazel, the most knowledgeable Demorthén

|~ know it for its toxic properties, which even disturb the C'maoghs, and name it Nimheil; “poison” in the ancient tongue.
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Archiceccure

> he Magientists have constructed buildings in great num-
i bers, and for many uses, but they are the only ones to be
let into the strangest of these edifices. I'll tell you about

the main ones I know, which I could sometimes enter

and see from the inside. As for the others, I'm
relying on information that has filtered
through, or on testimonies I have compared.

Uhiversicies

Of course, you’ve walked many
times by the Magientist univer-
sity of Osta-Baille, in the dis-
trict of Saoithin. Although it
has remained closed for
more than ten years, this
edifice is a good represen-
tation of the Magientists'
philosophy. They try to
stand above the masses;

to dominate them.




Such constructions take a lot of ground surface, and their walls
rise above the streets of our city, towering over the buildings sur-
rounding them. Very few of our engineers would be able to erect ®
such edifices, particularly in so little time. There are few win- . .SuLC}sainn, NS 9205
dows, as the inside is abundantly lit by Magientist technology. o

e —
Diou']/ OF Simvus

Access is difficult for outsiders, restricted by sturdy doors wat- oday, I am back from my first -
ched by mercenaries. The walls of these edifices are often smooth q trip outside of the university's || | -
and hard to climb. Few burglars try their luck, particularly if they walls. Scientdr Clapsine took Q -

have heard the rumors about traps and Magientist mechanisms. . me to the laboratory located near the vil-
lage of Melwan, on the foothills of the
There are schools of a lower scale. That's where the Inceptus are mountains. We went there to supply the
trained, and such places can be found in every large town of Taol- Mineralist Magientist in charge there,
Kaer, like Seol, Tuaille, or Kel Loar. In Reizh, many important Talacien, with food and Flux.
burghs have one as well. Conversely, the Magientists were unable
to officially settle in Gwidre because of a very uncompromising
opposition from the high leaders of the Temple, although I have
heard about clandestine, illegal schools.

—.
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His works on new sources of Flux led
him there, away from his colleagues. We
did not even pass through the village, but
only climbed the cliff that hangs above it,
until we reached the old manor that was
rehabilitated by Talacien and a few assis-

Such places are open to the most promising youngsters of the
peninsula. Right now, I can't say for sure what it means for our

B "

future, but I'm afraid the generations to come may turn away from tants. What a strange result produced by
our ancestral values. These young people rarely leave the walls of this mix of traditional architecture from
their schools during their training. The studies generally last . the time of the clans and Magientist
seven years, and at the end, pupils get a diploma that allows them equipment. This field laboratory won me
to practice and to have the title of Magientist. It happened that I over; | too want to travel the world to
escorted some of them, who had been sent to conduct research in _'. understand the inner workings of nature,
the field in remote places. I can tell you their isolation makes and allow men to improve their living
them individuals particularly unadapted to the realities of exis- ¥ conditions!

tence. These schools are places of teaching, to which research ) .
laboratories are attached. There, they lead strange experiments, 8 S = _z —
according to rather puzzling theories.” i o . R
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Nbcls and ]:actoriés

»Chere is only one true Magientist Nod in all of Tri-Kazel, and it

is located in the Reizhite capital. This city-factory produces

the most widespread Magientist artifacts and those who
work there are often given lodging as well. They're not all
Magientists; most of them are just workers putting together
metal and wood parts according to the orders they're given. In
the lower districts of the city, you'll find many people
employed there. Factory work is harsh, with very long
days of work, but the offered salary makes it possible to
afford better living conditions. Other large cities may
have dark buildings with tall chimneys, but they're
puny things compared to the Nod of Baldh-Ruoch,
which employs hundreds of people.
Magientist factories generate pollution that greatly |
upsets their neighborhood. The
lords of Reizh and Osta-Baille are
often aired grievances about the
noise, but also the noxious
vapors, and the
foul-smelling &
smokes these edi- ¥
fices give off. p



- machinery of which is protected by a very complex

- Flux tank of each Nebular and ensure their
~ maintenance. It would seem the nature of the
- Flux determines the color of the produced
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Laboracories

Laboratories are generally set up in remote places. Their activity mixes university research and the construction of new
machines. It would seem these buildings often stand near places plentiful in Flux. Don't ask me how they can determine that,
because I don't know. Most of the time, Magientists use an existing building that they modify as they see fit before sending a
small team there. I got to see a few of these laboratories. On the base structure of one of them, strange pipes had been moun-
ted, and the roof had been replaced with a dome of polished, glowing metal. A chimney, which gave off a strange, greenish
smoke, had sprung from the main building, and the doors and windows had been reinforced with curious metallic devices.

When there is no building that can house them, the Magientists build a laboratory from scratch, with materials sometimes
brought directly from their factories. One day, you may see a Magientist carrying one of their ‘mobile Flux extractors’; a
bunch of strange tools with which they do all sorts of manipulations. However, although most laboratories are self-sufficient
and set away from population centers, several are located in or near agglomerations. The Magientists then have some contacts
with their neighbors, and perform various experiments and installations, with the aim of popularizing their artifacts, with very
mixed results.

Artifacts and () )cuaientist ]nventions

which you may come across during your peregrinations. As for me, I’ve even seen objects which are never talked
about, but which I will mention for your edification. Know as well that you must distinguish artifacts from other
Magientist inventions. Artifacts all run on Flux, whereas other types of machines and apparatuses do not need it.

NebuLcu*s

Nebulars are certainly among their most known and apprecia-
ted inventions. You'll find some in every large town of the
peninsula, more precisely in rich enough districts, where
you'll see these pylons bearing small, glassy, opaque
spheres. At nightfall, the sphere of the Nebular starts
glowing, casting a clear light around the column. This
miracle is made possible through the use of Flux,
stocked in the metallic support of each Nebular, the

! Ithough you have certainly already seen commonly used artifacts, there are many others which are less widespread and

lock. Workers regularly come to resupply the

light; blue, green, or reddish. One must see the
nights of Osta-Baille or Baldh-Ruoch to
appreciate the comfort and beauty Nebulars
provide us.

(Mills

The winds and swift rivers of our peninsula
have always had an essential role in our civi-
lization. It is commonly admitted that our
mills have greatly benefited from Magientist
techniques. The Daedemorthys became inte-
rested in inner machinery, pulley combina-
tions, and drive systems. By using vapor and
Flux, they were able to double the producti-
vity of average-sized mills. However, some
say that grain milled with these devices gives
the bread made from it a particular, rather
unpleasant taste. This has probably slowed
down the popularization of this yet notable
Magientist improvement. e
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]:ervlwen's Riﬂes

Be very careful not to annoy Magientist militias. Some
could be equipped with these particularly powerful wea-
pons. These rifles, bearing the name of the Magister who
designed them, look like crossbow stocks without bows,
with a metal tube mounted on them that can shoot metal pel-
lets. Through a process that baffles me, but which obviously
involves Flux, they are propelled at the target at a terrifying
speed. I saw this weapon at work only once. The bullet went
right through the chain mail of a brigand who attacked the
group of travelers I was guiding; the man died on the spot.
As I have heard, Fervhens are hard to maintain, and
consume a lot of Flux.

Looms

Like mills, the looms of our artisans enormously benefited
from the knowledge of the Magientists. Although massive
and requiring sizeable machinery, a Magientist loom, fueled
by Flux, is much faster and more accurate than our manual
looms. A sort of mechanical guide makes it possible to
weave at a very high speed without any risk of error. Once
the weaver has chosen the thread and placed the bobbin cor-
rectly, work can start, and the artisan only has to stop the
device when an empty bobbin needs to be replaced, or when
the color must be changed. However, using this machine
requires specific skills and techniques; many mishaps have
unfortunately been reported.

Vision GLasses

Certainly you’ve already seen a Magientist bending over a
small plant or a tiny element. You must have noticed the
strange apparatus placed in front of his eyes. Much more
than a mere magnifying glass, this is a highly complex arti-

- fact. A combination of glass lenses that the Magientist can

7 slide over a series of thin tubes, in order
P to superpose them, this mechanism
9 allows one to see minuscule details. Even
&f more amazing, this artifact makes it pos-
sible to see in the dark!
The whole thing is generally mounted on
a headband worn around the head, rein-
\ forced by metallic plating.

-

%iarr of Simous
- O(j-m%ios, yeas 906
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t has now been several weeks since I moved into the wing of the

second-year Inceptus. Everything should be fine, since I successfully
went through the various exams, and I am progressing well according to
my teachers. Yet, since I moved in, it is very hard for me to sleep. I can
hear disturbing noises coming from the basement of our wing. I have told
other people about this, but no one has noticed anything abnormal. Am [
the only one to hear them? '

S‘a'an()e e,xperiments

11 that remains is to tell you about some Wides? -
A pread fears, which are the main obstacle to the -

generalization of Magientist wonders. Of course, |}
they say their science makes it possible to perform miracles -
without having to rely on unpredictable spirits of nature, as Vf
the Demorthén do. Their purpose is the emancipation of i
man from any mystic dependence, whether Demorthén or
conveyed by the Temple. Of course, they try to improve the !
quality of everyone's life, and their potions, as well as their
medical science, have saved the life of more than one inha-
bitant of Tri-Kazel. Still, people are wary about this science,
the adepts of which hide behind the impassable walls of
their schools. Very often, people prefer the company of
Demorthén, who have always been present on the peninsula.
The Daedemorthys are scary: they're distant, cold, and
sometimes very condescending toward those who do not
share their knowledge. I must however add that not all
Magientists behave this way; some of them are even very
good company.

But above all, truly frightening rumors are the source of the
distrust and fear of the peninsula’s inhabitants. First, you'll
often hear about the pollution produced by their famous
Flux, which may cause diseases, and sometimes even lead
to death. Other rumors speak about horrid experiments. A
woman told me that some three months after the disappea- ==
rance of her husband, his body had been found at the bottom 7y
of a cliff, with broken bones and his body pierced with many
holes. Despite the certainty of other people that he had been
the victim of Feondas, she asserted Daedemorthys had kid- 165
napped him. Other people, who live near Magientist univer-
sities, claim they have heard cries—human ones, or of a more =~ =
frightening nature—and strange cracking noises. As for the =
Demorthén, they don't hide their anger and never stop vitu-
perating. They blame the Magientists for wanting to bend all
nature to their will. Don't our traditions tell about the spirits
of nature, and the necessity of respecting them? Don’t they
speak of these C'maoghs with which we can communicate,
and the benevolence of which we must seek? Of course, I
have my own opinion on the subject, but it's up to you to
shape yours; according to everything I’ve told you today,
but mainly in the course of your meetings...”

T~ -
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| Var i(]aLs

Confidential report from Advisor Collean Plyfth, addressed to
his Grace, Duke Alanforth de Brégan, year 907.

£

£

; . Know that it was difficult, to say the least, to gather the following information.
et NERk Therefore, I dare hope you shall consider it satisfying.

Varigals are, as everybody knows, messengers who go from village to village to bring the latest news and

sell their almanacs. In exchange for a good story or a spicy anecdote, they are given room and board at (

' inns, or are housed by the inhabitants. v

While most people fear to venture out on paths and roads, and all the more so in wild regions, these bold ‘

individuals do not hesitate to travel dozens of miles alone. Most of the time, they would rather travel by '

P foot, in order to keep a low profile. Sometimes, they ride a Caernide or a horse to reach their destination,
) but only if matters of a very pressing nature require them to do so. . J
r
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heir reliable knowledge of places often allows
i them to travel faster by foot than mounted.
Indeed, the irregular grounds of Tri-Kazel ¢
always force travelers to make many detours, but Varigals &
go through side roads only they know, and which spare -
them considerable time. Of course, only individuals
with a steady foot and a good sense of direction are
able to go through the difficult passages they venture
into. However, I know from a reliable source that
Varigals receive a complete training on that matter
before they can go on their “first run”.

They are taught to identify with a mere glance weather i
changes, tracks left by men, animals, or Feondas, the - %
nature of some herbs and plants, to recognize a source
of drinking water, and to get their bearings according to
the position of the sun and stars. They are also taught the -
g & mastery of trail-blazes: these symbols, known only to the %73
. Varigals, look like nothing else, and have probably been

invented by the founders of this group. They indicate the

presence of Feondas or brigands, the discovery of a new ROl e S AL s ko
side road, the location of a nearby shelter or food cache, a ned to use as a weapon, mainly in order to defend .
change in the attitude of the chief of the nearby village, and themselves in the case of an unpleasant encounter. They
. _many other things. dress with clothes of dull colors, that are most often water-
- proof, easy to put on or take off, and the least cumbersome
~ The Varigals also do tough physical exercises that aim to possible. They also usually wear sturdy leather boots with
improve their lung capacity and stamina, as well as their dagger sheaths. As opposed to what rumors say about them,
ability to move in the various terrains they will have to pass they bear no distinctive mark displaying their affiliation to
through. Many of them also learn to swim. Most Varigals any group.

travel with their Carath, a stout walking stick they have lear-
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new recruits.

he Varigals’ guild was created by Arenthel soon after year 0. Its members were then royal messengers, bea-
rers of a mandate that indicated their complete neutrality. Respected by all, their role was to ensure the trans-
mission of official information among the three kingdoms, which contributed to maintaining the recently
obtained peace. However, gradually, as relations turned sour, the Varigals emancipated themselves from the royal autho-
rity and became a public organization. Of course, they lost their mandate, and therefore the protection it brought them;
but this way, they discovered a freedom in the exercise of their duties that they previously had no idea about. They put
themselves at the disposal of everyone, bringing news from the world everywhere they could, and no longer traveling
only through the main roads, learning to familiarize themselves with the landscape and the weather of the peninsula,
down to the smallest detail. Little by little, the organization adopted more and more drastic measures to ensure the safety
of its members, which led to veiling it with the shroud of mystery that surrounds it today, and to lower the number of

Actually, few Varigals today are part of the organization that started with the guild created by Arenthel. Most individuals
who claim to be Varigals are nothing more than lone wolves, travelers, and messengers who have decided to live a noma-

dic life. Most of them have a good knowledge of the region they work in, but know nothing about the side roads and p
trail-blazes true Varigals learn about. This situation further increases the confusion regarding the organization, particu-
larly concerning the number of its members, which is much lower than people think.

quanization and Recruitment

ou may ask me how do the Varigals manage to

recruit new members while keeping such a low pro-

file? To such a question, I can now answer, my lord,

that they delegate to some of their members the task
of spotting every potential newcomer. Such Varigals are cal-
led Observers, and as suggested by their name, they blend in
with common people in the hope of coming across a gem.
Once an Observer has chosen a particular individual, he
focuses on him for several months before reporting what he
has seen to his superiors. The decision is then made of infor-
ming the person about the intentions the Varigals have regar-
ding him. Of course, a refusal is possible, but Observers are
rarely met with one, as they generally only approach indivi-
duals attracted by the charm of a nomadic life.

Curiously, this involves women as much as men. I would
have thought the female sex to be less attracted and less fit
to lead the life of a Varigal, but I must admit I was wrong. |
was even quite surprised by the efficiency of a certain young
lady from a proper family that I was lucky enough to meet
before her disappearance. The acuteness of her senses and
her quick reflexes saved my life. Without her firm hand, I
would have crashed at the bottom of a cliff, and farewell
good old Collean! What I mean, my lord, is that female
Varigals are as numerous as their male counterparts, and just
as capable.

The Varigals have no family life; at any rate, [ never saw one
with a spouse or children. Their wandering lifestyle predis-
poses them to short-lived love affairs, and I have heard they
are not averse to visiting places of dubious reputation! Ah,
the joys of libertinism! On the other hand, the freedom they
enjoy is only the counterpart of the important risks they take
on a daily basis. In spite of their remarkable physical condi-
tion and their vast knowledge, death can strike them at any
time. Varigals know that very well, but they have chosen to
live this way, and are much less prone to fear than ordinary

~ individuals.

They have close relations with the Demorthén, whom they
often visit. They also meditate with commendable regularity
in sanctuaries or near circles of ritual stones. The Varigals
hold the ancestral traditions of Tri-Kazel particularly dear,
and rarely look favorably upon the innovations from the
Continent. The spirits are, for them, a reality that must be
respected, just like the memory of the dead, whom they
honor long after their departure. I once saw a Varigal fly into
a thundering rage after I had been unfortunate enough to
crack a joke about an ancient tomb sacked by brigands.
Since then, I am careful to avoid the topic.

Varigals often die completely unnoticed, far from any inha-
bited area. But, as it seems, it poses them no particular pro-
blem, since they have come to an agreement with the
Demorthén. When it is possible, they take the responsibility
of carrying the corpse to a consecrated place, where they go
through the proper rituals so that the deceased's spirit may
leave peacefully. Then, they cover the face with a mask of
woven rope before burying the body. In exchange for such
precious services, the Varigals keep the Demorthén infor-
med about all the important changes in Tri-Kazel.

I will end my report by emphasizing the unbreakable loyalty
the Varigals have for one another. They never reveal infor-
mation about their organization, whatever it may cost them.
Likewise, they never betray their friends, in the very rare
situations where they have relations with non-Varigals.

There you are, my lord. You must be wondering what the
extreme discretion of the Varigals hides? In the end, I can
confess that, as opposed to the rumors, they only seem to be
prompted by honorable intentions, and in no way do they
scheme to win influence or power.

Your devoted advisor,

Collrar ”P)@?f

-Vasr i(} als-
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T Chapcee o

Pilderins

earest Mother,

‘ " It is with great resolve, but also with great hope, that I
X write to you today. This letter is purposefully addressed
N to you, as Father would not have deigned to pay it any attention, thro-
. wing it into the fire instead. I have been missing during the past six
years without giving news, but now, I can return to you with my head
held high, the master of my own fate.

Since Father made me leave home for my incompetence in mana-
gement, I have joined the motherhouse of the Hilderins with a
& battered heart, but also with an unshakeable will. As I was of
noble birth and had some savings, they took me in, but it was
only after a harsh year of duty that I could officially be inte-
grated as a novice.

..~-“ Bate
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__168 CThe Geresis of' the Order

C he order of the Hilderins was created in 467, at the initiative

Gear

or my official admis-
sion as a Breithan, I was
: given a dagger, a short
! l bow, sturdy boots, a
l pair of dark linen braccae, and a
heavy fur cloak. When I reached
the rank of Osfei some time later,
I could wear a leather brogne
with adjusted scales. It was only
once I was knighted that I was
granted the right to wear a heavy
chain mail suit reaching the
knees and reinforced with metal
plates, the traditionally conical
Hilderin helmet, and my sword:

of Gairn, brother and successor of King Hild of Taol-Kaer.

Trained in the use of weapons at a very young age, Hild develo-

ped an excessive passion for hunting. With his father's death, he took the

throne, leaving aside his weapons to dedicate himself to the crown. He f

became a good manager for the kingdom until the terrible surge of Feond

attacks of 466. Before then, such aggressions had only struck the hinterland,

but in that year, incursions multiplied, aimed at the most strategic positions in

the Three Kingdoms. It was a year of suffering and fear: the first raids were

_ devastating, leaving many villages devoid of resources and in ruins, and

sometimes even totally emptied of all life. The local fortifications and mili-
tia were powerless before the swiftness and savagery of the attacks.

L& This state of war was the opportunity for King Hild to take up arms again,

*"" in order to drive back and hunt down those vile beings. Filled with ardor

and bravery, he led an army of loyal soldiers, traveling over Taol-Kaer,

_7 from Osta-Baille to Se6l. When he fought near Ostreach, he was unhor- ’

sed and mortally wounded by one of the creatures he so loathed. His

T TN A,
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companions managed to force the monsters to retreat into the thick a broad, straight-edged blade
forests, but they could do nothing to save the king. Slowly eaten from with a two-handed hilt ending in
the inside by a mysterious poison, he died moments after. ]

a round pommel, on which is
! engraved a simple “H” topped by
a crown. Needless to say, much

His young brother, Gairn, who was present, thus inherited the crown,
and his first royal edict was to proclaim the birth of the Order, granting
it generous funds with the purpose of wiping out the Feond threat. The

) l training was required for me to
motherhouse was constructed not far from Osta-Baille, on a rocky R o515 tosnie e T i, Al
headland overlooking the southern road. A few years later, the new ’l fight, with reasonable ease when
commander, who had a thirst for expansion, created two other chapter- e i equipment.

houses: one in Ostreach, a highly symbolic place, and another one in ’
" the north of Taol-Kaer, not far from the border with ’
. Gwidre. This commander is even rumored to have 1
had hidden ambitions that could have taken him
. very far if it hadn't been for his mysterious death.;




Breichan

Ah! How proud I was on the day of my admission ceremony.
For me, it was the moment when my life truly began. By
agreeing to burn the clothes I was wearing, [ was accepted as
a Breithan. Apart from a few classes on military theory and a
first experience in the field, I mainly had to go through many
community chores. This first phase lasts several years, and it
is only with the approval of the knights in charge of the fort
that one can be admitted into the higher rank after an official
ceremony.

: ."—_‘* J""—m ".‘b
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he title of knight has always been the pride
i of the order. Horses are prestigious, and

give their riders great martial superiority.

|
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Novic iace

D uring the noviciate, two ranks are distinguishable: the Breithans and the Osfeis.

D

Os]cei

Each one of us was appointed to the service, more or less per-
sonal, of a fully trained knight. The latter, by accepting the
Pact, becomes an Osfer and agrees to mentor his pupil. As far
as the Pact is concerned, his main duty toward the Osfei he is
in charge of is to partly take care of his training, the rest being
done in common within the chapterhouse. My Osfer was cal-
led Yvann, and had been a knight for three years. Of a reaso-
nable nature, he did not overtax me with mind-numbing
chores. My duties toward him were mainly to take care of his
gear and to tend to his horse.

- Anro

uring my last year in the noviciate, Yvann became my
guide and made sure to test me so that I might become
his equal. It was the most exciting period of my appren-

ticeship. I was authorized to join him on all his missions, with or

erve their titles. After that, they become Osfer, fully trained knights who can impart their knowledge to others.

C hose who come back from the test of the Anré become aspiring knights, but they must still prove themselves to des-

Above them are the Torr Ceann, literally the “Tower Masters”. A knight must have performed his duties as an Osfer

After the Anro, each knight receives a mount. The without his peers. When we could expect some danger, our role 2
order also has many Caernides at its disposal, which was to form the rearguard or the reinforcement lines, but should r;‘
are less adapted to fighting, and therefore used for I a fight occur, we were expected to take part in it, as any Hilderin. '
light scouting missions instead; they cannot bear the y During a routine mission, Yvann took me alone into thick "
. weight of a fully armor-clad knight. woods, and while I was busy reconnoitering, turned tail and '
"‘\ . l{ M f . went back to the chapterhouse, leaving me to my fate, and to 5
P vk L]‘—’r as ac g”c ) el creatures. This is simply what the test of the Anré consists
4 Tower Master in the dukedom of Tuaille ! of: surviving and coming back unhurt to the motherhouse. It is
_mi G, o —s _ ¢ only under this condition that one can become a knight. 169
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for at least a decade before he can reach such a rank. They supervise and officer the other Hilderins in the chapterhouses of
the order. Finally, the Torr Ceann are led by Commanders, who only obey the highest-ranking knight: Supreme Commander
Gustin Mac Anweald, the king's own brother. I do not think I have dishonored the name of our family, as Father said; much
the opposite. I hope you will be able to understand my position, and know that although my life has met so inexorably the

path of arms, my respect and my love for you will always remain

intact.

van



C}wapter 3

o Rusvors in

Cri-KazeL

C"‘e De atlﬁc}ﬁe acers

= liane Rosag’s house was a real place
e of wonders, where figurines of
strange shapes and primitive design
stood aside intricate Magientist instruments.
Piles of old books bedecked with numerous
bookmarks were gathering dust in a corner. A
skull and bones, from what seemed like a
hominid, sat close to a mummified hand
mounted on a sculpted wood base. In a nearby
front window, a deck of ivory playing cards
and metallic marbles intertwined with leaf-
like lines were lying. Occultists sure were
oddballs!

ti--.'ﬁi—

Occulciscs in Cvi-KazeL

n Tri-Kazel, the Demorthén traditionally deal with the spirit
l world and its manifestations. The occultist profession developed

with the rise of Continental ideas. It gathers a few esotericism
enthusiasts, most of whom come from great cities where the people
turned away from the ancient traditions. This discipline rests on the
postulate that the perceivable world masks other planes of exis-
tence. The occultists’ works focus on phenomena related to ghosts
and so-called haunted places.
They are very interested in the study of dreams as well and have
developed advanced techniques of hypnosis. Such a profession is
commonly looked down on by those who do not share such beliefs,
particularly by the Magientists, who consider it as nothing more
jthan hocus-pocus.

0

Obviously uncomfortable, the visitor was standing still amidst such a jumble, facing a similarly cluttered massive oak desk.
He was strongly built, yet his eyes were shadowy and his skin was of a pallid white.
“Please, do sit down. I apologize for the mess; you see, I am getting ready to move. Rest assured that my office is not always

in such a state!”

The occultist concluded with a charming smile. She was in her early thirties at most, and dressed elegantly, in the Reizhite

fashion.

After some small talk, Mog came to the reason of his visit:
“Last year, part of my barn’s roof fell in and smashed my head.”



Mog bent forward, showing a horrid scar running on the top
of his balding head.
“I stayed in a comatose state for several weeks, but one day,
I came round. Since then, my sleep has been uneasy, [ have
a lot of bad dreams and I constantly wake up. I went to see
the Demorthen and she gave me some herbs, but it didn’t do
any good. I need to fully recover to feed my family; my chil-
dren are still too young to take over!”

“Can you tell me about these dreams?” The occultist was
delicately fiddling with some sort of rosary.
“It’s always the same thing.” The man's look became hazy,
seemingly in search of faraway memory fragments of those
exhausting nightmares. “I walk in a desolate valley. I can’t
see the sun, but the light is blinding. The rocks are gray and
the earth is dusty, as if covered with ashes. [ sometimes sink
knee-deep in them. I walk like this for a long time, until I
meet him.”
“Who is it you meet?”’
Mog frowned.
“That’s strange, I’'m never able to remember what he looks
like, but there’s someone for sure. I always wake up at that

moment, and most of the time, [’'m all sweaty. Each time, [

feel exhausted, as if I had actually walked through all those = .

ashes. Since I awoke from my coma, I’ve been having this
nightmare almost every night.”

“It is important that you remember this mysterious person.
Come back tomorrow, and we’ll try hypnosis to improve
your ability to remember.”

Mog then left the house, feeling as concerned about his
future as about tomorrow’s hypnosis session. As for Eliane,
she did not feel like moving out anymore, in spite of having
previously decided to leave this rural community, where
nothing significant had happened since her arrival, the year
before. She could not stop thinking about Mog’s story. It
was possible that every night, without knowing it, this man
walked through those very cursed lands the occult arts
books read about. Could it be that Mog was a Deathcheater,
a traveler that roams those lands during his sleep, and
manages to come back to the land of the living? Thoughtful,
Eliane nestled in her old armchair and took out one of her
favorite books by the famous occultist Goran Franz: “The
Territories”.

Che lce CO]CFin of' Kinc] (MNaelvor

from Gwidre and Reizh. His heavily armed convoy, composed of two hundred of the best Talkéride knights, disap-

,C he king of Taol-Kaer died in the year 360, as he was traveling toward the citadel of Aelwyd Saogh to meet his peers

peared without a trace in the region of Brorann's pass. Rumor has it that the royal troop was swept by an avalanche
and forever imprisoned in a coffin of ice. The crown of Taol-Kaer, worn by Maelvon, was lost during this catastrophe. Since
then, the many expeditions that were sent by his successors have always proven fruitless. According to popular tales, the spi-
rits of the king and his two hundred knights haunt the valley and the pass of Brorann, whispering ancient secrets, bringing

death to unwary listeners.

Black mqu ic

W es, my daughter, the demons that some call

Feondas are far from being the only affliction pla-

guing our good kingdom of Gwidre. You're aware

of the excesses of some adepts of Magience, who
stop at nothing when they are looking for a new Flux depo-
sit; or also of these Demorthén, who keep preaching the
pagan cult of the spirits, spreading disorder among the
population and leading it astray from the true faith.
However, we faithful of the Temple have to face an even
more insidious threat. [ am, of course, referring to those men
and women who do not hesitate to perform obscene rituals
in order to obtain powers granted by evil forces.”

Gaélle nodded. She was used to the sermons of her old men-
tor. Although he often tended to exaggerate the “diabolical”
intentions of Magientists and Demortheén, he was in this
case talking about people that even the Sigires feared. This
fear was due to the very specific nature of the powers attri-
buted to them: they were said to be capable of worming into
the minds of other people and bending them to their will.
What could be more horrible for a person devoted to the
faith than to fall under the influence of such a force?

— Rumors in Cri-Kazel -

“Yes, I have heard of them. They are called sorcerers, gray
mages, and also bewitchers. Is it true that they can take pos-
session of spirits with their incantations?”’

“Unfortunately, it is. They use black magic that the
Demorthén call Oradh. They claim that the corrupted, the
‘Morcail’ as they say, are fallen Demorthén who use their
powers to satisfy their egoistic desires. But they are direly
mistaken about the true origin of such powers. They attri-
bute them to spirits of nature under the influence of Morcail,
but the truth is very different: they come from Limbo.”

“Father, what can I do if I come upon such a sorcerer?”

“Pray, my daughter. And kill him before he's done with his
incantation. The Blade knights are here to protect us. When
you are accepted among the order of the Vectors, and start
your first travels, you will have to be very careful. If you
cross the path of one of these sorcerers, you must not hesi-
tate to request the help of our holy church. Also, know that
the Sigires are ready to move if suspicions about such a cult
are solid enough. Attempt nothing alone, my daughter;
you'd put yourself at risk of losing your soul.”




Che Gutvipper

he old soldier had clearly drunk too much, but

i the people from the village were categorical: he

was the only one who knew something about the
“Gutrippers”:

“You're sure you wanna know about it, right? Then I'll tell
you, I'll tell you how all my men died. It was ten years ago,
during a peaceful fall day. The kind of day you'd never
expect to turn into a bloody nightmare!

For once, I wasn't wary. I'd let my guard down. We were
walking in the forest, slowly, so damn tired that some of my
guys were making awfully crude jokes. For two months
we'd been walking through the great forest of Mor Forsair,
constantly slapped by the wind and drenched by the freezing
rains, fumbling with our swords to croak these freaking
Feondas and clean the place from the presence of brigands.
For two months we'd been playing with death, with fear ins-
tead of food in our stomachs, and all that for some tranqui-
lity and a pittance!

My lord did not appreciate my frankness; that's why he'd
sent me far from the castle, while assuring me he'd chosen
me for such an important mission because of my remarka-
ble abilities! That bastard; with some luck, he'd send me to
kick the bucket in the middle of nowhere, and pass himself
off as the good guy in the process. For sure, his lieutenants,
stinking of fear and jealousy, had advised him well!

Thanks to these cowardly, submissive people, my master
had doomed us, me and my men, to not see the end of the

year. I should've died too, and today I still don't know why
I'm the only one to have escaped the slaughter. We were fol-

AZtlL?’OC‘{

new prosperity?

This subject is still sufficiently shrouded in mystery to motivate new bold souls to attempt such a journey. ﬁ

lowing the slope of a

small valley covered with a

thick layer of leaves, twigs,

and needles, trying to keep our

balance as we could, when we r
smelled an awful stench, as if a hun-

dred carcasses had been rotting near us.

My boys and I, we covered our noses with old pieces

of cloth and kept moving. But the smell grew stron-

ger; a mixture of rot, puke, and shit filled our nostrils

in spite of the cloth. The leaves started whirling
around, and a gust of stinking wind swept our faces.

We turned away and went back up the slope as we could.
And suddenly, I saw one of my boys stop and clutch at his
throat with both hands, yelling, his eyes rolling upwards,
white foam trickling down his chin. He fell on his knees,
thrashing around violently, his crazed eyes streaming with
tears, his face contorted into a horrible mask of pain. Then,
he vomited; well, I thought he did, but instead of the mea-
ger meal he had eaten, we saw his guts stream from his
mouth. A bunch of bloody intestines dangling like a huge
wriggling worm.

I turned away and ran as fast as I could, feeling sick. Cries
rang behind me, but I did not look back. One after the other,
my men fell and they puked out their insides with awful gur-
gling noises. An irrepressible feeling of nausea gripped me
as | was taking deep breaths of this putrid stench. With an
incredible effort of will, I managed to refrain from coughing
my guts out. The wind fell, the smell disappeared as if by
magic, and I fell to the ground, exhausted.

e

There, friend, that's how all my men died!”

I I e

a relatively common rock in our lands, but it is said to be extremely rare on the Continent. The arrival of
people from the Temple and Magientists led us to rediscover it, and made it much more precious. Indeed
those exiled from the Continent see a symbol of richness and prestige in Azulrock, which is normally reserved for
the elite. In Tri-Kazel, they wholly take advantage of this, and use it in many of their constructions. It is said that
Reizhite merchants have tried to organize an Azulrock trade between the peninsula and the Continent, regardless
of the dangers of the oceans and even the valleys of the Asgeamar Mountains. Rumor even has it that some have ’
l

! zulrock is a stone with a bluish hue used in construction, rarer than sandstone, but just as sturdy. It remains

financed the construction of aircraft, which is illegal since the decree of the year 792. Of these merchants who wan-
ted to make a fortune by exporting Azulrock, none came back to Tri-Kazel. Are they all dead, or do they enjoy their

~]lumo1~s in Cri-Kazel -




e was standing alone under the dim glow of a cloud-shrouded moon. He was shivering in his ragged clothes,
starving, and yet, he had never felt so sure of himself. All the men who had accompanied him were dead, both
his close servants and the mercenaries hired for the occasion. None had lived through the danger, and he him-
self only owed his survival to some incredible luck. The manuscripts had somehow guided him on his quest
for vengeance, leading him through many detours, letting him wander through side paths before bringing him amazing reve-
lations when he thought he had only reached a dead-end. By looking for a way to eliminate the Feond plague, Wylard had
started to become aware of how ignorant he was. He had thought himself to be cognizant of this world, but he could only
acknowledge how wrong he had been. Behind the myths and legends of Tri-Kazel hid a sinister truth that he was merely
starting to fathom. The old lord sat under an august sequoia, at the top of a rocky knoll, concealed from the sight of possi-
ble enemies by an imposing menhir. On the surface of the ancient rock, drawings half-erased by the wind and rain could
faintly be seen under the moonlight, and faded as soon as the nocturnal body was covered by clouds.
Wylard identified some of the figures as being men, and others as gigantic creatures as tall as towers. There were also sym-
bols that looked just like writings, but Wylard could not decipher them. He stood up, opened his bloodstained notebook, and
on a new sheet, started to copy these mysterious inscriptions. Who knew, maybe they would guide him toward new clues?
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Before they go and explore the lands of Tri-Kazel, the Players must learn about the game system and create their
Characters. The purpose of the game system is to provide the Players and Game Leaders with tools that are sim-
ple, yet comprehensive enough to simulate the abilities of the different protagonists and the outcome of their
actions. Each Player has to fill in a Character Sheet that will include all the information useful to the game. A
blank version can be found at the end of the book, or freely downloaded on the website www.esteren.org. To help
you fill in that sheet, a reproduction can be found with various annotations on the next page. Read about them to
familiarize yourself with the terms associated with the game system.

Discoverin(] RoLe-PLaT'inc]

If you have never taken part in a role-playing game before,
you may find this chapter a little confusing. Do not worry,
because you will learn quickly. You can also learn more
about this activity on http://en.wikipedia.org/wiki/Role-
playing game.

The “Playing Your Character” aside of this book (p.178)
gives novice Players some advice to start role-playing.

Abbreviacions

The Leader is the person telling the story and leading the
game; he will be referred to by the GL (Game Leader or
simply Leader) abbreviation. The word Character(s) refers
to the alter egos that Players embody during a role-playing
game, but also to Tri-Kazel’s other inhabitants, played by
the GL. In this book, the Players’ characters will be referred
to by the PC (Player Character) abbreviation. Those who are
managed by the Game Leader will be called NPCs (Non-
Player Character). All of these abbreviations will be used
invariably.

Game Universe and Srstem

There is a strong link between the rules system that allows
playing Shadows of Esteren and the game universe itself.
References to the universe will appear every now and then
along this chapter, in the form of inserts.

lluLe Choices and OPC ional llul,es

Some rules are optional, which means that the Leader, with
the agreement of the Players, is free to apply them or not. In
a more general way, no rule is absolute; each Leader may
modify them so that they fit the mood he wishes to give his
games of Shadows of Esteren.

NomencLath'e

So as to make it easier to read the system and check it during
the game, visual codes will be used:

S

The passages in italics deal with examples and illustra-
tions of the game system.

This icon indicates an important part of the game
system.
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d Usinq t"we sttem

The objective of this section is to inform
the reader of the initial intent of the des-
igners of Shadows of Esteren's game sys-
tem, and to provide some suggestions as to
how to use it.

Inicial I»ncenc

The game system of Shadows of Esteren has
been developed to support the mood and to
avoid hindering the action with a burdening
technical aspect. Keep a simple principle in
mind: if rolling a die might break the rhythm of a
sequence, lower the dramatic intensity, or reduce
the emotional charge of a scene, do not do it.

@) - The Ways: - Fighting
There are five Ways, which describe the major features Accicudes &
of the Character’s personality (p 207). \Vea]:)ons:

@2 = Aclvantaqes and Disaclvantaqes:
—  Every Character can have qualities, flaws, be unlucky or
born under a lucky star, etc. (p. 212).

@ 3 - Pealch Condicion:

This chart allows you to keep track of the Character’s
health condition as well as the injuries he may have suf-
fered (p. 239). It also includes the Survival Points (p. 217)
and the Stamina rating.

4 _ Dosmains & Disciplives:

The knowledge and abilities of the Character are gathe-
red here (p. 194). The ratings in the Ways as well as
various penalties and bonuses (mainly those given by
Advantages and Disadvantages) are added to each appro-
priate skill so as to be directly used during the game.

Crcouraqge Incerprecacion

This part includes the different figh-
ting styles and the information about the Character’s
weaponry. The Potential rating is also indicated.

6 — De‘Fense aﬂd Ai'mof:
The Character’s ability to defend himself is indicated
here, as well as his Speed (p. 215).

@ 7 - ecluipment:
This part sums up the Character’s possessions as well
as the mystical energy he has at his disposal, if any (p. 217).

8 = personaLitY:

This page gathers all the information about the person-
ality, history, and sanity of the Character.

175

Usually referred to as “role-play”, the interpretation of the Character by his Player is an important part of Shadows of Esteren.
The whole system has been designed for such a purpose, in order to give the Players tools to facilitate such an interpretation.
However, the system does not exist to make up for a possible lack of the Players’ direct involvement in the game. Before
asking for any die roll, the Leader should encourage each Player to describe what their Characters feel, and how they intend

to solve a problem.

makinq Use of' che Srstem wich (DNoderacion

As long as Players play their Characters with conviction, or
show some ingenuity when facing the challenges they
encounter, the Leader will be able to do without many die
rolls. For example, if a Player describes an effective way to
batter down an iron door (by taking his time, by using a cle-
ver procedure or appropriate tools, etc.), the Leader will
probably not need to have him do a Feats roll, instead consi-
dering it a success. The Leader has to estimate the viability

of a Player’s attempt to solve an issue at hand. If he is not
sure or if too many random factors come into play, he can of
course ask for a die roll. But it should not be systematic. The
same goes for every roll implying psyche and sanity: if a
Player portrays on his own initiative a particularly coherent
behavior for the scene played, the Leader will not need to
ask for a roll to see if his Character falls under the influence
of wrath, terror, etc.

-Gasre System-
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Pow o Use Skill ROLLS

On this subject, it will be particularly useful to refer to the works of Matthew J. Finch. This author distinguishes
between two styles: “modern” and “traditional”. The first one rests more on the Character’s abilities and skills (and
therefore on the die rolls), the latter on the Player’s ingenuity and improvisation (and therefore on his direct invol-
vement in the game). According to the way it is used, the same system can lead to very different atmospheres.

Example: The Perception Domain allows a Character to notice abnormal things, to find her way, to be alert, etc. Let us
imagine a scene in which a Character is in a room and leads an investigation concerning a crime.

@) First Type of Resolucion

As the Character enters the room, the Player mentions she takes a careful look. The Leader tells her to make a
Perception roll. The Player obtains a very good result, and the Leader tells her she notices a blotch of dry blood, a pre-

cious clue...

@) Second Type of Resolution

As the Character enters the room, the Player mentions she takes a careful look. The Leader asks her to be more
accurate. The Player goes on to explain she looks for clues on the walls, upturns the objects on the floor, and checks
under the bed. The Leader answers she finds nothing, but that it is dark and that she cannot see very well. The PC
lights a torch and keeps searching. The Leader then explains how the Player’s Character notices a dark patch on the

floor...

A die roll may become superfluous if the Player is able to describe correctly to the Leader how she is going to find that
clue. Using skill rolls should not short-circuit the enigmas and obstacles the Leader sets on the Characters’ path; the
Players should manage to solve them by themselves. It will make them feel more in touch with their Characters, and pre-

serve the mood by putting the system in the background.

@ A Lic]}w‘c S]/S‘Cem

Even if the game system of Shadows of Esteren covers the
fundamental points useful for a role-playing game to go
smoothly, it is not meant to be exhaustive. The lightness of
the system should lead the Players and the Leader to rely on
their ability to imagine and improvise. It will not always be
easy, and there will certainly be hesitations, but such spon-
taneity during the game is at the heart of the role-playing
experience as it greatly improves the mood and encourages
the Players to involve themselves.

@ A Coolbox

Beginner Players and Leaders may feel inclined to make use
of the game system proposed in this book quite frequently
to solve certain situations. There is nothing wrong with that,
and it is actually perfectly normal. However, as the Leader
becomes more experienced and the Players learn to
smoothly role-play their Characters, they will be able to
solve many game situations without having to use the sys-
tem. The Players’ ability to imagine solutions for the pro-
blems they encounter without systematically relying on
their Characters’ skills, and the Leader’s ability to impar-
tially improvise the consequences of the Players’ initiatives
will be good bases for thrilling adventures, favoring mood
over technique.

According to what he has planned, the Leader will leave more or less autonomy to the Players in the creation of their PCs.
This section presents a few pieces of advice for the Players, particularly novice ones, to make that step easier. If the Leader
does not propose a Character he has entirely created, each Player will be allowed to create one inspired from the professions
existing in the rules (see the proposed “Professions” pages 203-206), or from the six archetypes proposed on pages 182-193.
He can also try to come up with his own character concept.

The only actual distinction in terms of rules between the proposed archetypes—apart from the skills related to their vocation—is
that some of them have access to specific powers from their creation. Outside this particular case, to which we will come back,
each Player should be free to conceive what he pleases, as long as the Character is relevant in the game’s context.

-Gasre System-



@Stereotrpes and SincJuLavities

Once a basic idea is set, it may be useful to note that psychologically, each member of a same fac-
tion (bards, Varigals, Demorthén, Magientists...) is very different from her peers, even if they all
share a certain ideology or have the same role in the society of Tri-Kazel. They are individuals
before all, and this is as true of the PCs as of the other Characters they will meet. Although a ste-
reotype may correspond to reality until a certain point, it remains a stereotype nonetheless.
Therefore, it is by no means required to play a skeptical Magientist, a charming bard, a pontifica-
ting Demorthén apprentice, or a fanatical Blade knight, even if at first sight, that is how they seem
the most likely to be.

@ GC”Q?’CXL ]:eatuves

It is often difficult to immediately draw a detailed portrait of a PC before it has been played. First,
each Player should take the time to assimilate correctly what belonging to such or such culture,
kingdom, or faction may represent. He should also ensure that his Character’s personality and abi-
lities are compatible with the adventures awaiting him, according to what the Leader may tell him
on that subject. A bard or a diplomat will not be out of place compared to a brutish, thickheaded
warrior in a series of scenarios revolving around delicate negotiations or a long investigation requi-
ring tact. On the contrary, a Varigal, a mercenary, or a Demorthén will be more appropriate than a
secluded scribe or a sedentary Magientist in a series of adventures across the mountains and all the dangers they involve.

To sum it up, creating a Character requires not only focusing on the creation itself, but also taking into account the pleasure
and interest one may have in playing that alter ego in the long term. Some Leaders rely above all on improvisation, and only
follow a vague common thread, which they adapt according to the actions of the Players. Others already know perfectly well
what most of the ordeals they plan to introduce will consist of. If this is the case, then it is all the more important for the
Players to make sure during the creation of the PC that he will fit into such a context. In case of doubt, it is better to have a
Character who seems mildly convincing at the start, but who will be easy and pleasant to play, rather than a properly detailed
and inspiring alter ego that will remain idle most of the time because he does not mesh well with the context and the rest of
the Players. The best way to avoid such problems is for the Players and the Leader to discuss it.

@past and pcrsoncxut]f

If the Players are used to it, or feel like it, they should not hesitate to accurately describe the past, the attitudes, and the pre-
conceptions of their PCs. The Leader must encourage them to do so, for these developments will be a real help in playing the
Characters and giving them depth. However, if the Players are new to role-playing games, or did not have the occasion to cor-
rectly assimilate the context of Shadows of Esteren before starting to play, do not worry. It is not a problem if they do not
know exactly what the convictions, personality and expectations of their PCs are when they play them for the first time. There
is nothing wrong in starting with a fairly simple archetype the Player understands well, in order to get familiar with it. Then,
gradually, everyone will give more depth to their Characters. Progressively, the Players and the Leader will come to build a
past, prejudices, and hopes for each Character. For example, they can give them a mannerism, a routine, or repulsions and fas-
cinations concerning simple, daily things. In this way, the Character will slowly take shape and become more authentic.
During the first game sessions, it is not obligatory to tell the life of one’s Character in detail, or to reveal her deep motiva-
tions. Each Player may take the time to develop them little by little, and the result is bound to suit her.

@) Che (Nocivacions

During the game, a PC will quickly leave a normal life
behind her to start traveling around the world with the other
Players’ Characters. It is useful to know why she goes on
such an adventure. For example, circumstances may have
bound her to do so, as in the case of a Character wanting to
get revenge against brigands or Feondas that have destroyed
her native village. She can also have a thirst for ancient
knowledge, or want to become rich and famous as a sells-
word. Some types of Characters are naturally more likely
than others to lead an adventurous or roving life: Varigals,
bards, mercenaries, criminals... but why did they choose
such a career instead of another one? Likewise, if a
Character is part of an organization, such as the Temple or
the order of the Hilderin knights, she is certainly sent by her
superiors and is on active service. Each Player may confer

with the Leader about what her hierarchy expects from her,
and decide to which extent the PC embraces this, or puts up
with it because she does not really have a choice. All of
these questions need not necessarily be answered in detail
from the first game session, but each Player must talk with
the Leader to build at least one general leading thread for
her Character. According to his style, each Leader may or
may not propose the Player a precise explanation of the cir-
cumstances that set her on the road, or will lead her to live
with the Characters played by the other Players. However,
even if such explanations are given, this should not prevent
the Player from going deeper into the hopes and expecta-
tions of his PC. It will be all the more enjoyable to play her
Character if she can modulate her reactions, her opinions,
and her initiatives according to her motivations.

-Gasre sttem-
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Building your Character According to the Wars

The creation system will help each Player in defining the main features of his Character’s personality, step by step, mainly by using

the system of the Ways. To have a strong Combativeness may signify being aggressive, pugnacious, or impulsive; or even com-
pletely devoid of patience. To have a strong Reason implies being a thoughtful person, who can be distant, dreamy, or, on the
contrary, cold and cynical. The Ways are not only aptitudes to solve certain types of actions, but also a manner of acting and reac-

ting. Therefore, in an underlying way, they influence the PC’s choices and his development. Strong Ways, or weak ones, represent
mental attitudes and habits as much as reactions that the Character will find very hard to give up on. By highlighting a Way, either
by giving it a high or low rating, one not only influences the PC’s abilities, but also his reactions and his attitudes (for example, a

Character with a low Reason may be very spontaneous). At the same time, the Ways are not only restrictions or numerical values,

but also beacons; tools to keep some coherence in the way a Player will play his Character. In its description, each Way proposes

several indications on how to play a high or low rating. Each Player has to choose the ones he will feel the most comfortable with.

After all, the value of a rating is only important regarding
some dice rolls. What matters is the meaning it is given.

Special Powers
and Rrowledge

If a Player creates a Character who is not trained from her
creation in Magience, in the secrets of the Demorthén, or
initiated into the miracles of the Temple, this does not
mean she will never be able to access them.

Of course, this will involve acquiring the appropriate
skills during the game, but above all, the Character must
also prove she can be entrusted with this knowledge.
Magientists, Demorthén, or adepts of the Temple are
rather selective in the way they welcome among them
those who have not been raised or educated according to
their principles and philosophies. Everyone who looks
favorably upon one of these ideologies is not necessarily
trained in using the powers they regulate. To access them
is to be part of a sort of elite, however that group may be
constituted.

In terms of rules, nothing prevents someone from lear-
ning one, or even several skills linked to special powers.
However, the Leader will decide in the end if the way a
Player plays a character is compatible with such possibi-
lities. Mainly, he will decide if particular conditions
(long-term spiritual withdrawal, initiatory trials, impor-
tant financial donations, prolonged studies...) are requi-
red in order to obtain such knowledge. The rules for
Experience on pages 228-230 detail how it is possible to
learn some special knowledge. Therefore, with the
Leader’s agreement, it is possible that a Character may be
initiated into one of these particular schools. However, on
the ideological aspect, they differ enough for it to be very
unlikely that a single PC manages to acquire several of
them. It is true even if the Player claims that her PC “saw
the light” and supposedly forsook Magience to become a
Demorthén, for example. Keep in mind it should be a
rather exceptional case. However, if a Player manages to
play a Character reflecting those conviction changes, and
above all, managing to reconcile what sets them apart, the
Leader-who must remain the only judge in this
matter—may authorize such a reconversion.
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DLaT'in(] a Characcer

This aside is more particularly dedicated to novice Players,
who have never played role-playing games until now.
Although it may seem difficult to you, a very simple thing
can help you tremendously in quickly feeling comfortable
with your Character: talk about him as if you were talking
about yourself.

Therefore, when the Leader asks you “what do you do?”,
the obvious answer will be “I do...” and not “my Character
does...”. In the same way, when you are talking with other
Characters or extras played by the Game Leader, think
about talking to the other protagonists as if you were the
Character, and not by using terms such as “I tell him
that...”. Say it yourself, with your words. Do not be afraid,
we are in a role-playing game, not in a speaking contest.
Yes, some Players have a sense of the dramatic or a voca-
bulary that gives them an advantage when they express
themselves in this way. Do not feel compelled to do as they
do. In that regard, they most certainly did not always feel so
at ease...

The other Players are not your enemies or your rivals.
There is no first or last place in a role-playing game. On the
contrary, most of them will be glad to help you play your
PC better. Shadows of Esteren depicts a universe without a
nitpicky or excessive formalism. It requires no particular
historical or linguistic knowledge. If you have never played
a role-playing game, it is normal you should feel somewhat
apprehensive, even more so if you do not, or barely, know
the other people around the table. You may feel as frighte-
ned as if you should play a part in a theater scene. However,
you have two advantages actors do not have: first, you
write your part yourself, and do not have to render imposed
dialogues and attitudes. Second, and most importantly, the
other Players are your audience, in the same way that you
are theirs. Do not hesitate to ask for a quick out-of-game
break to think about the way your Character should or
could act at a precise moment. Quite quickly, you will
become more confident and such a need will fade. At the
start, do not get too preoccupied about the interpretation of
your Character. Nobody expects an optimal result from you
right away. The essential thing is that as the sessions go on,
this PC becomes familiar and increasingly easy to handle
for you. Until the moment when you will be able to “put on
your costume” without any difficulty for the time of the
game, then put it back until the next session.



CTeam Sp icT

Shadows of Esteren gives a great importance to threats lur-
king in the shadows, as well as to rivalries between factions
and kingdoms. These preoccupations keep all their perti-
nence in the beliefs and antagonisms of the Characters. Yet,
at the same time, they must not stoke rivalries between the
Players. Being uncompromising accomplishes nothing in
the end. This does not mean that the Characters have to be
paragons of tolerance or open-mindedness. The difficulty
lies in making them people who can embrace certain beliefs,
or reject them fiercely, without necessarily becoming a dead
weight for the rest of the participants.

The most illustrative example would be a group including
an adept of Magience, a follower of the One God, and an
individual attached to Demorthén traditions. Such a group is
made of members who seemingly have every reason to feel
some mutual animosity against each other. But is that a fatality?
One can easily think that having convictions obviously
implies being a fanatic, or a rather boring proselyte. Indeed,
the PCs will have many occasions to meet extras of that sort.
Therefore, what would be the interest of playing other
bigots bathing in their own certitudes? In cinema, literature,

or role-playing, this is often the well-used divergences
(through irony, friendly rivalries, and many other things)
that give the Characters—together and individually—what
makes them interesting. One may have convictions and be
curious, open-minded... or have doubts. A Character with
deep-rooted convictions does not need to systematically be
aggressive, scornful, pontificating, or provocative.
However, it is possible to play a PC with one of these traits;
the Player will therefore have to think about moderating his
vehemence, so as not to spoil the gaming experience for her
fellow Players.

If a Player takes some ascendance over the other members
of the group, because he has more charisma, or because he
often has good ideas, he should not forget to let the others
breathe as well. They are not here to follow him like extras,
even if the Character becomes the leader of his little team.
They are here to have a good time, with him. These charis-
matic Players should encourage the others to get involved, to
take sides, to give their opinion, to speak up for themselves.
This will make the games much more interesting for everyone,
and this type of Character will also achieve greater depth.

Chfeats ancl Sta‘{es

The rules system, as well as the game’s secrets—which will be detailed in a future book—exist to induce a certain atmosphere,
which leaves aside the “epic” aspect present in other universes. It is not possible to become an invincible superman in Shadows
of Esteren. Yet, it does not mean that the Characters will have to keep solving only minor issues. On the contrary; there are scales

of far-reaching consequences on which they can weigh. However, if this is the case, the Players will owe it much more to their I

79

choices and to the interpretation of their Characters than to the characteristics of their PCs or the results of some die rolls.

At the same time, this game does not make the Characters heroes who are constantly blessed with a lucky star. They are not
any stronger, luckier, more blessed, or chosen than the multitude of other individuals populating the world around them. If they
run straight into a trap or an uneven fight, the result will be predictable, because it is written nowhere that they must absolu-
tely survive. As a consequence, and in the same way, when the Characters accomplish something significant, this will not be
because the Leader absolutely wanted them to succeed against all odds, but rather because they have made the right decisions,
and limited the risks as much as possible for them.

Car..

]S/—l:adows of Esteren is not devoid of anxiety, danger, or even horror. However, compared to other game universes, the Players
will not systematically be confronted during each session with inhuman, cruel monsters. Feondas, as dangerous and frighte-
ning as they may be, are not the only axis around which the game revolves. Indeed, political rivalries, ideological divergences,
and the erosion of traditional values in favor of sciences and beliefs that carry deep changes, all constitute dramatic motives
and contextual elements that the Leader is free to make use of. Human madness, also, has some importance as it can directly
concern the PCs, while playing a role in the decisions of some protagonists they will come to meet.

Esteren has nothing idyllic. The problems linked to mere survival, the more or less known horrible threats, and all the mis-
deeds man can commit, weigh on the daily life and often alter radically the behavior of individuals. Safety, peace, and happi-
ness are not impossible, but simply precarious. And the Characters, through their choices and interventions, will feel this pre-
cariousness much more often than the common man.

In the end, Esteren may be a dark universe, but its mood is not irrevocably desperate. On the contrary; hope is one of the game’s
most important underlying themes. During some games, the physical survival and the sanity of the Characters will be at stake.
At other moments, it will be ideological choices, or rather materialistic negotiations that will mobilize their abilities. In conclu-
sion, Shadows of Esteren is a universe designed to have a certain pressure rest on the PCs shoulders, in order to bring tension,
anxiety, fear, and expectation, not to depict a setting in which a series of setbacks and ordeals will be inflicted upon the
Characters, and of which goal is to annihilate them without hope of more than a respite for them. Therefore, the survival, and
above all the success of the Characters, depend on the decisions of the Players, as well as on the way they will manage to per-
severe.
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This section displays some of the game’s central subject matters and gives several leads to round up a group of Characters for
Shadows of Esteren.

Scarting Point and Perspeccives /i-

The newly created PCs will not be epic heroes, but relatively ordinary people. There will be no particular fate expecting them,
or any prophecy foretelling their coming. A PC will probably accomplish great things, and may leave a mark on the world.
However, her accomplishments will really be hers, because the world expects nothing from her in particular. In that regard,
PCs are truly heroes, in the dramatic sense of the word; which means people who make a difference because they act, or who
meet a grim fate because they made a mistake. Although so far, their existence was similar to that of the majority of the peo-
ple populating the world around them, this will not last. In the beginning, the stakes will be rather limited, or even of a per-
sonal nature. For example, if the Players create a group native to a mountain village, the first sessions will be linked to local
matters and will involve the surrounding influential people, or the PCs’ relatives.

Progressively, stakes implicating a vaster scale will make their appearance as the PCs attention will be drawn to some myste-
ries. By attempting to understand some things, or to weigh on specific events, they will discover disturbing truths and take
great risks. Mainly, the horrors lurking in dark forests and other unexpected places will no longer be a vague threat or an
exceptional catastrophe for them. They will face them in a more direct and frequent way than the rest of the population who
considers life to be already hard enough as it is.

The peninsula of Tri-Kazel goes through problems of various types, some of which conceal some quite shocking or sinister
surprises. If they really want to change some things or have an effect on the future, the PCs will have to accept the physical
and mental risks this implies. Nothing will ever be granted to them because they are “the heroes of the story”. It will be their
decisions, and their sacrifices, that will make the difference.

Who are ‘C"ver? 2

As they may have very varied origins, the main point when aiming to place them together is to know where they begin, and

what they are doing here.

A Rural Group
Most of the rural communities live a relatively isolated exis-
tence, receiving few travelers if such settlements are not
located on a major road. A group of PCs of rural origin the-
refore has every chance to know each other from childhood.
In such a way, you can find, for example:
- the apprentice of the local Demorthen,
- the son of the main craftsman, who came back from the
town after he completed his Magientist studies,
- the daughter of a leading inhabitant, whose family pra-
ctices the religion of the Temple,
- the offspring of the local lord, who received advanced mar-
tial training
- a young Varigal who regularly passes through the village, etc.
In spite of some antagonisms, mainly linked to parental
choices and old stories, our PCs will obviously have been
with the same Damathair and feel some camaraderie toward
each other; some of them may even have become rivals for
the affection of a pretty girl. Some of them may have
recently returned after being away for several years, maybe
because they ended up lacking money for their expensive
university studies, or because they learned of a family tra-
gedy. It will be necessary to put down a short description of
the community and its eminent members, starting with their
families. Then, they may decide together what ties they
share, or even invent one or two anecdotes from their chil-
dhood. These different tools have been used for the propo-
sed archetypes pages 182-193.
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A Urban G roup

The essential advantage of a city is that it is a cosmopolitan
crossroads, all the more so if it is near a border or known as
a major place of cultural and commercial exchanges. That
way, each PC can have her own little business here, the use
of which will in fact be to make her come over if she does
not live there. Therefore, an urban group can include towns-
men as well as countrymen. If they do not share a common
activity (such as being tutored by the same master), then it
is very likely that a NPC gathered them; for example, a
patron, looking for employees with various talents, or
having reasons to sell their abilities in a precise situation. A
Varigal and a Magientist may be useful to a scholar wanting
to undertake an archeological expedition, for example. And
he may have a young priest as a confessor if he is an adept
of the religion of the One God. This kind of configuration
makes it possible to put together individuals of different origins,
who owe a favor to a NPC giving them an initial objective.

A GT’OU‘P O‘F Cfowel-e s

Meeting on the road remains the most obvious way to make
the acquaintance of strangers, but it guarantees nothing out-
side of a few rather limited exchanges, unless they have to
face a common problem together, such as finding a path
when the only bridge around has crumbled, or confronting
brigands with their weapons. Instead of moving alone, most
travelers join a caravan, which leads them to be with people
they might not have wanted to associate with. Such a group
may include a good number of extras, who will help in bin-
ding them together.



W‘Ga‘c yusT tbef do?

After the first session or the first adventure, the PCs must
have reasons to stay together. Even if it is not always visi-
ble, there must be an actual lead, which will help the Players
find a reason for their PCs to accept, or even wish for, col-
laboration. If the first idea of the Leader was to bring them
to ancient ruins, they may have found mysterious writings
there. Their employer will need their help looking for
someone able to decipher them. And one of the PCs may
find these writings. .. familiar?

Likewise, if the Players have fought bandits, maybe they
have discovered these were the associates of a more devious
scoundrel, who stole some of their possessions while they
were fighting his accomplices... unless these criminals seem
to serve the neighboring lord, who threatens the PCs native
valley? These are very simple, but also very convenient
motives for an adventure.

Keepinq the Gf'oup ‘Coc’le‘dwer

The society of Tri-Kazel has plenty of antagonistic factions:
Magientists, priests of the Temple, and Demorthén have
such different visions of the world that one could wonder
how a group made of these different individuals could pos-
sibly coexist.

@,") DLQT’ with the Concrr-adiccions
The Leader can use the choices of the Players to bind
the PCs together. For example, the young adept of the
Temple is moved by the cute Magientist apprentice and does
not clearly know anymore if he is attracted to her or wishes
to save her sinful soul. Nothing better than a passing
bigot—particularly a misogynistic one—for the young adept
to wonder whether his conscience accepts the idea of
locking down the poor girl in a convent, or dragging her to
the stake... and the young lady, probably full of commisera-
tion for “such a naive fool”, will she remain indifferent to
the fact that he tried to defend her, in spite of his absurd
beliefs? This example is almost a caricature, but allows to
set the basis of an amusing relationship, mixing a certain
unacknowledged attraction with more or less convincing
attempts to persuade the other of adopting one’s vision of
the world. The Players and the GL should remember that the

&) The Archecypes

The following chapter introduces six ready-to-play archety-
pical characters. They are a few of the many concrete exam-
ples of PCs who can be created by Players. These characters
were designed in a detailed way, with their personal story,
their equipment, and their psychology. They are linked to
Dearg’s Vale, a region at the north of Taol-Kaer that
includes Melwan and Loch Varn's Vales.

The technical characteristics of each archetype include a
few particularities in order to make gaming phases smoo-
ther:

convictions of a Character do not necessarily define his tem-
per. There are compassionate Magientists, humorous
Demorthén, and tolerant followers of Soustraine. These are
even much more interesting to play—including in front of
those sharing their beliefs—than fanatical priests, mad scien-
tists, and uneducated hermits.

It is possible to bind the group through a common threat,
related to the PCs’ pasts and opening the way toward a long-
term plot. For example, the pretty Magientist and a surly
Demorthén are accused of a crime they did not commit. The
true culprit might be a former suitor of the Magientist year-
ning for revenge, or a fanatical Demorthén who thinks that
his colleague is too lenient and deserves a good lesson.
Either one might even belong to a rather radical group...

‘A ]:Le)cibLe 1nte1~P1~etation

Above all, nothing forces a Player to set his PC in a cer-
tain way of thinking or acting from the start. His Ways
(which determine the main trends of his personality) give
orientations, which he can play in several ways, without
needing to change them in numerical terms. It is not neces-
sarily useful to define a firm mentality from the start.
Caricatures and archetypes are useful for the Player to draw
inspiration from them, not to restrict him in playing what his
character is before anything else. Likewise, the Ways may
have constraining aspects, but they are only guidelines and
do not force the Player toward a single type of interpreta-
tion; far from it.

@]:rom Antagornsm co

cmeﬂtcn'tt

In the end, hatreds, rivalries, and prejudices are obstacles
which exist precisely to be overcome. In this way as well,
the decisions of the Players can make all the difference, at
many different levels. For the game in itself, as well as for
the pleasure of the participants, team spirit is something
vital. Esteren is a universe that has been created to such an
end.

Skills: The indicated rating for each skill is the addition
between the level in the Domain and in the Way. In the case
of a Resolution roll, such a rating can be directly added to
the result of 1D10 and compared to the Difficulty Threshold
set by the Leader. Possible bonuses indicated in brackets are
not included in this total, and must be added if the PC can
benefit from his Advantage for this Resolution roll.
Combac: The indicated ratings are for a standard
Fighting Attitude. To determine the ratings of the other
Attitudes, use the Potential rating.

These archetypes can be downloaded on the website
WWww.esteren.org
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id ‘the \/VOLF ch'iCJCLL

\ch]/s: Combativeness: 4. Creativity: 2. Empathy: 5. Reason: 1. Conviction: 3.

@) Skills: Close Combat: 9. Craft: 4. Erudition: 3. Feats: 7. Natural Environment: 9. Perception: 3. Relation: 7.
Shooting and Throwing: 5. Stealth: 7. Travel: 10.

@Advcmam]es: Survival Instinct.

'Disadvantcujes: Trauma, Addiction: Tobacco.

@ Secback: Tragic Love.

@Saﬂitr: Mental Resistance: 8. Orientation: Instinctive. Trauma: 3.

@ Combac: Attack: 9 (Carath Damage: 2. Short sword Damage: 2). Shooting and Throwing: 5 (Bow Damage: 2).

Defense: 11 (Protection: 3). Speed: 9. Potential: 2.
Stc\mina: 9.
@Survival, Doints: 4.

Sid was born in Louarn, in the west of Taol-Kaer, a humid region near the Western Swamps. He was destined to the life of a
peasant, like the other members of his family, when an event turned his life upside down. The young woman he was to marry,
Anaelle, as well as her whole family, were found dead; brutally murdered. Signs of a struggle were clearly visible at the scene
of the crime, and a dagger with a sculpted handle-reminiscent of the head of a bird—was discovered near the corpses. Sid,
yearning for vengeance, took the weapon and swore he would find its owner.

Very quickly, his quest became an obsession, and led him to leave his native village. After he met adepts of the Temple, he
converted to their religion, adhering to the faith in the eternity of the soul, which gave him the certainty he would be with
Anaelle again one day. His first travels were hard ones, and he almost died many times. Wandering in Taol-Kaer, he questio-
ned sages, searched the dregs of cities, and visited many libraries,

obsessed by the enigma that this mysterious bird head represented.

Several times he had to resort to violence, either to survive or to

achieve a goal.

One day, he was approached by a man who invited him to enter the

Vgriga'ls" guild', which Siq accept'ed. It was the oppgrtunity to contil'lue Health Condition Chart
with his investigations while earning a living, gathering and propagating

important news or carrying packages across the peninsula. After several Good OOOOO
seasons on the road, his hunger for vengeance was not as gnawing, but it 3

remained vivid, ready to resurface as soon as a new clue appeared. Okay=1 OOOOO
A few weeks ago, Sid was found near Dearg, more dead than alive. This Bad -2 OOOO
time, it had been a close call, and he needed to spend a long time in Critical -3 OOQO
convalescence to get back on his feet. As winter was near, Sid decided

to stay at the village for some time before hitting the road again. He has Agony O

no memory of his misadventure, even though he feels like it might have
something to do with his quest...

@ persoraautr

Characcer Craics: Pugnacious, Stubborn.

Lazent Disorder: Obsession.
Sid’s greatest quality is also his biggest flaw: he is a combative, determined man who can seem stubborn when his mind is
set. However, Sid is intuitive and sensitive, attentive to the people surrounding him, but only showing his own feelings very
rarely. Since the violent death of Anaelle, he has hardened: his quest for vengeance guides his moral principles, and he stops
at nothing to reach his goals. However, he has kept some sense of justice, and is reluctant to harm innocents. Along the years,
he became a taciturn man who appreciates being alone. Each day, Sid says a prayer for Anaelle, afraid that her soul would

disappear otherwise. He will do everything to accomplish such a ritual, lest he feels anguished, absorbed in metaphysical ques- .

tions about death and the permanence of the soul.
In Dearg, Sid quickly found his place, feeling indebted to the community that had saved his life; particularly to Eoghan and
his comrades in arms who found him unconscious, not far from the village.

@ (S cluipment

Sid owns many things, most importantly: a rope and a grappling hook, tent canvas, climbing pitons, a blanket, a tinder-
box, several torches, a notebook and some ink, chalk, a first-aid kit, maps of Tri-Kazel, small measuring tools, and a leather
roll containing lock picks as well as a crowbar. He has 18 azure Daols, a short sword, a Carath (a Varigal’s iron-shod staff), a
short bow, some arrows, a quiver, and several knives. He also holds the aforementioned dagger with its pommel sculpted like
a bird’s head, which was found near the body of his betrothed. He wears studded leather armor as well as a shield.

-Gasre SYSCem-
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\ O(]ba.ﬂ Warrior

@\Va]/s: Combativeness: 5. Creativity: 2. Empathy: 3. Reason: 1. Conviction: 4.
@ Slkills: Close Combat: 10 (Discipline: Axe: 11) (+1 bonus). Craft: 3. Demorthén Mysteries: 4. Erudition: 2.
Feats: 10 (+1 bonus). Natural Environment: 6. Perception: 2. Relation: 6.
Shooting and Throwing: 7 (+1 bonus). Travel: 4.
Advantacjes: Strong.
@Scmiq/: Mental Resistance: 9. Orientation: Instinctive. Trauma: 2.
@ Combac: Attack: 11 (Axe: 12). (Axe Damage: 3. Short sword Damage: 2). Shooting and Throwing: 8 (Bow Damage: 2).
Defense: 9 (Protection: 3). Speed: 8. Potential: 2.
Stamina: 10.
@Survival_ Doints: 3

Eoghan is the eldest son of Maorn, the Ansailéir of Dearg. His family descends from the clan who settled in this valley a long
time ago. In contrast to the other children who were entrusted to the Damathairs, his father took care of his education himself.
He was very harsh, leading his son to develop his warrior instincts by stoking his anger and rage.

Apart from this exhausting martial training, Eoghan made friends with Mael Mac Govrian, one of the last descendants of the
noble family ruling the region. The two boys were also rivals, as they were in love with the same girl, Céliane, daughter of
Fearil’s Demorthen. This rivalry drove them to surpass themselves physically, giving Eoghan an ever-renewed energy. It was
all about who would be the nimblest and the strongest. But little by little, Céliane showed a preference for Mael, who aimed
to become a great warrior while being of a particularly sensitive nature, which he notably expressed through music. As much
as she appreciated Eoghan, she feared the violence he carried within himself, coming from the ruthless education Maorn had
given him. Eoghan took that development poorly, burning with jealousy and rage. However, the competition between the two
boys came to a brutal end when Mael died in a fire near Fearil.

One might have thought Eoghan would be glad of such a disappea-

rance—for a while, a rumor went round that he was involved in the

event—but, although he never talked about his feelings, it affected

him deeply and it remains a painful memory for him. Following this

tra%ec]liy, (iléliane a?d Eogglalﬁ 'ngV:hCl?Sir’ ggd e\;)enftuallﬁ/ promise(: :o Health Condition Chart
wed. Eoghan went on with his father’s training before he was sent to
a frontier post to fulfill his obligation to his lord. When he came Good OOOOO
back, he saw that the vale was now under control of the Hilderin

3 Okay -1
knights, sent by the crown of Taol-Kaer to compensate for the Y OOOOO
absence of noblemen since the disappearance of the Mac Govrians. Bad -2 OOQO
In Dearg, the name of Eoghan is sometimes mentioned, but he does Critical -3 QOOO
not pay it much attention: next spring, he is to marry Céliane, and
such a prospect fills his thoughts entirely. A few weeks ago, during a Agony O

routine patrol, Eoghan and his comrades at arms found a badly
wounded man on the roadside. It was Sid the Varigal, whom they
brought back to the village to have the Demorthén tend to his
wounds.

@ personaLitY
@ Characcer Craics: Upright, Impulsive.

Lacenc Disorder: Frenzy.

Eoghan was brought up according to the peninsular traditions; he respectfully listens to the Demorthén’s advice and is wary
of the spirits of nature. The education his father gave him left him with an impulsive temper, which sometimes rears up unex-
pectedly. His emotions are violent and seething, starting with his love for Céliane. They give Eoghan the qualities to become
a great warrior, but could also prove to be a fatal flaw. He is aware of that, and has learned to contain himself and obey, relea-
sing his wrath in the heart of action. .
This upbringing has also taught him about courage and loyalty. After having seen many horrors during his time as a frontier
guard, Eoghan stopped hating his father, as he understood that the aim of his training was to prepare him to survive in a bru-
tal world in which a single moment of weakness could turn deadly.

@ Saiieerc | .
=~ Eoghan is equipped with thick studded leather armor, a battleaxe his father gave him, a short sword, and a large round
shield bearing the symbol of the Mac Govrian clan. When he goes on an expedition, he takes with him a leather bag contai-
ning a few torches, a rope, a tent, and a blanket. He also takes a short bow, arrows, and several knives. He owns 15 azure
Daols as well as a long cloak made from wolf skin he inherited from his grandfather.
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&dﬁ Liane ; Demorchen

\\)a]/s: Combativeness: 1. Creativity: 4. Empathy: 5. Reason: 2. Conviction: 3.

@ SlilLs: Close Combat: 4. Craft: 5. Demorthén mysteries: 10 (+1 bonus). Erudition: 6. Natural Environment: 9.
Perception: 4. Relation: 7 (+1 bonus). Travel: 9 (+1 bonus).

@Ac{vantaqes: Intuitive.

Disa&vantaqes: Trauma, Aftermath (Stamina -1, Health condition -1).

@Somiq/: Mental Resistance: 8. Orientation: Instinctive. Trauma: 1.

@ Combac: Attack: 4 (Staff Damage: 2). Defense: 12 (Protection: 0). Speed: 6. Potential: 2.

Stamina: 9.

@Rindadh: 10.

@Surviva]. Doints: 3

Adeliane originates from Melwan’s Vale, near Dearg. She is the granddaughter of the local Demorthén, Wailen, and the older
sister of Yldiane the Varigal. Raised by her grandmother, the little girl always felt drawn to the wild nature, fascinated with
Demorthén myths and yearning to be able to feel that communion with the C’maoghs, the natural spirits. Encouraged by
Wailen, this fascination led to an unexpected event. One day, when she was only seven, and in spite of the strict forbiddance
for children to go outside the village, Adeliane took three of them to the banks of the nearby river to watch the “dancing
lights”. No one knows what happened then, but one of the children disappeared in the fog, never to return. When she came back
to the village, Adeliane was violently blamed, and only the intervention of her grandmother Wailen prevented a new tragedy.
Rejected, feared, sometimes threatened, little Adeliane was not welcomed anymore in Melwan, and she was the center of the
tension between the Demorthén Wailen and the Mac Lyr, the local lordly family. Under such pressure, Wailen was forced to
entrust Adeliane to her friend Loeg, Dearg’s Demorthén. He accep-

ted to take her under his protection and make her his second

Ionnthén, along with Finn.

Although they were very different, the two pupils became close, as

Adeliane found in Finn a kind company, whereas the inhabitants of

Dearg were reluctant to make her part of their community. One day,

Finn decided to .leave everything t.0 go to Reizh and Adeli'ane ended Health Condition Chart
up alone, suffering a lot from solitude. When she was thirteen, she

was struck down by a terrible disease; her master Loeg took her near Good OOOOO
the river where she had seen will-o’-the-wisps several years earlier, p

and she was cured. Although this episode left her with aftereffects Okayt OOOO
and poor health, it has also deepened her link with the natural forces. Bad -2 OOOO

In her adoptive village, Adeliane ended up finding a role for herself, Critical -3 OOOO
even though it remains marked by mixed feelings of fear and respect.

Her two only true friends are the musicians Mirna and Ainlis. Agony O

@ DersOﬂaLitY

= Characcer Craics: Sensitive, Absent-minded.
Lacent Disorder: Hallucination.
Adeliane has a great sensitivity. She has become a calm, reserved young woman; some might find her shy, but she definitely
isn’t. She is just a daydreamer, which sometimes makes her seem distant. She is often lost in her thoughts, letting her emo-
tions show. She appreciates meditating and wandering in the middle of nature, as she got used to a previously unpleasant lone-
liness. She keeps a blurry, painful memory of that infamous escapade on the banks of Melwan’s river, feeling guilty for the
disappearance of the child. She sometimes thinks of coming back to her native community, but in the end she feels very com-
fortable with Dearg, her two friends Mirna and Ainlis, and her mentor, Loeg.

@ ecluipment

=" Adeliane has few material possessions. Her bag contains various herbs, first-aid tools, some food rations, a knife, as well
as 10 azure Daols. She carries around a great staff, which she can use to defend herself. She owns the following Oghamic
stones: Calm Water, Tracking, Light, Calyre, and Healing.

-Gasre Srstem-
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@
oris, CheoLOCJian of che Cemple

\Va]/s: Combativeness: 3. Creativity: 2. Empathy: 1. Reason: 4. Conviction: 5.

@) Slkills: Close combat: 6. Craft: 3. Erudition: 9 (+1 bonus). Natural Environment: 3. Occultism: 5. Perception: 7.
Prayer: 10. Relation: 4. Science: 6. Travel: 5.

@ Advantages: Well-read.

@ Disadvantages: Poor Health (opposite of Iron Stamina).

Scmiq/: Mental Resistance: 10. Orientation: Rational. Trauma: 4.

@ Combac: Attack: 6 (Long sword Damage: 3). Defense: 10 (Protection: 1). Speed: 4. Potential: 2.

@ Scamina: 10 (-2 penalty on rolls against diseases and poisons).

e,xaltation: 1638

Survival Doints: 35

In Dearg, everyone knows the story of Joris. This boy was adopted by Firmin the monk, who lives in a monastery a few miles
away from the village.

One night, Firmin was startled awake by the ringing of the bell located at the entrance of the monastery. On the doorstep, he
found a fatally wounded man in armor. It was Teorg, Joris’s father, a Gwidrite knight of the order of the Blades, who was hol-
ding in his arms his son, who was then barely one year old. Miraculously, the father and his child had managed to survive a
Feond attack and reach Firmin’s monastery. With his last breath, Teorg gave his child to the monk who promised to raise him
as his own son.

Years went by, and Firmin educated Joris according to the precepts of the Temple. Being alone most often in the great vaul-
ted rooms of the monastery, the child found company among books.
Fascinated by the engravings and the few stained glass windows
depicting the life and death of the prophet, he always had questions
on the subject. Rather shy when his father took him to the village,
Joris gradually became more self-assured as he grew up. As he was
always ready to give a helping hand, the villagers quickly apprecia-
ted him. He took a liking to Zaig, the old secondhand goods dealer,
as well as to Ronan, her grandson, both of whom have converted to

Health Condition Chart

the Temple. Joris also often benefited from the findings of the old Good OOOOO
woman in books and parchments gathered along the seasons in her

shop. At the monastery, he is also regularly visited by young Masha, Okay=1 OQOOO
a musician who intends to become a bard. Bad -2 OOO

For a few months, Joris has been preparing a journey to Gwidre so Critical -3 OOO

as to officially join the order of the clerics, and hopes to be accepted

among the theologians thereafter. Agony O

@ DeszﬂaLitY
Character Craics: Thoughtful, Ascetic.
Lacent Disorder: Mysticism.
Joris is a studious young man, who may seem shy and reserved.
A pious man, he has been raised according to the teachings of Soustraine and is careful never to wander away from them. The
ambiguous feelings he has for young Masha cause him anguish as regards to the Ordinances, since they require of him to be
restrained and moderate.
He was very quickly interested in books and enigmas brought by theology. Along the years, this interest only grew stronger,
until it became a true passion. Joris can remain buried in books for hours, cut off from the world, reading some passages again
and again to grasp their essence. Outside this mystical temper, Joris can be a brave, helpful boy, qualities that have earned him
respect from the inhabitants of Dearg. Even if he is reluctant to use violence, his intellectual training did not make him neglect

a martial one. - 5

@ ecluipment
= Joris wears light leather armor under his adept suit. He is equipped with a long sword that belonged to his father. His bag
notably contains a book of prayers gathering the Writings of the prophet Soustraine, a first-aid kit, some food rations, and a
bottle of water. He owns 15 azure Daols.
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i, )a(]ientist

\Va]fs: Combativeness: 3. Creativity: 4. Empathy: 1. Reason: 5. Conviction: 2.

@ SlilLs: Close Combat: 4. Craft: 5. Demorthén Mysteries: 3. Erudition: 10. Magience: 10
(Discipline: Artifact Use: 11, +1 bonus). Natural Environment: 3. Occultism: 7 (+1 bonus). Perception: 7.
Relation: 4. Science: 8 (+1 bonus). Travel: 4.

Aclvantaqes: Smart.

@ Disadvantages: Trauma x2, Insect Phobia.

@ Secback: Adversary.

@ Saricy: Mental resistance: 7. Orientation: Rational. Trauma: 3.

@ Combac: Attack: 4 (Dagger Damage: 1). Defense: 11 (Protection: 0). Speed: 4. Potential: 2.

Stamina: 10.

@SurvivaL Poincs: 3.

Finn is an orphan from Dearg. He was adopted by the Demorthén Loeg, who took him as his pupil. From the age of nine, he
shared this status of lonnthén with young Adeliane from the nearby vale of Melwan. A hard working student, he also had the
unfortunate tendency of always doing things his way, eager to skip past many of the steps that would make him a Demorthén.
His life was shattered the day his little sister, lonna, contracted a disease against which the traditional medicine of Loeg tur-
ned out to be powerless. Ionna died, and it was a terrible trauma for Finn who lost all confidence in the techniques and powers
the Demorthén were supposed to hold. He forsook his training and, after he met a passing Varigal who told him of the won-
ders Magience was able to do, left his country to go study Magience in Reizh. Indeed, Finn had convinced himself that a
Magientist would have been able to save his little sister.

After long and difficult years of study in the heart of a great
Reizhite city, he managed to obtain a diploma as a Vitalist
Magientist, with the goal of working as a doctor. Finn discovered
the spirit of competitiveness that animated the order of the
Magientists, and learned to be wary. After a few bitter betrayals, he
swore never to trust anyone again. And that was not the only diffi-

190  culty he met: first, he had to learn a new way of thinking, relying on Health Condition Chart
rationality and logic. Moreover, the various experiments he partici-
pated in left him with a few traumas and a severe phobia of insects. Good Q_OO(_)_C)
Finally, his rebellious temper earned him a serious enemy among the Okay -1 OOOOO
professors, and he had to leave the city before things became ugly. Bad -2 =
After traveling for a few months, he decided to return to his native —
country with the desire to have the people of Dearg benefit from his Critical -3 QOOO
findings. Agony O
@ Personalicy

Character Craics: Ingenious, Rebellious.

Lacenc Disorder: Paranoia.
Finn is a clever boy, curious about the world surrounding him. A free and very creative mind, his mentors always had much
difficulty focusing his energy.
His feelings for Loeg, his adoptive father, are ambivalent: Finn respects him, but he cannot help thinking of him as an old coot
who promotes obscurantism. To see Adeliane again did not leave him indifferent, even if he showed nothing of it.
Although Finn may appear cold and haughty at first sight, he did learn Magience for a fundamentally humanistic reason, and "y
his medical vocation is genuine. He sees Magience as the way to improve the daily life of men, and can be generous and zea- = 4
lous in the practice of his trade. i~ A

'y
‘ | ; \:l ..
@ unipment \ l D i

Finn owns a suitcase containing several small pincers, vials, healing tools, and chemical substances such as acids and alco-" -
hols. His leather satchel contains traveling commodities, food and water supplies, two books about Magience, as well as 20 "
azure Daols. Finn owns Vision Glasses (an artifact, see p.268), five standard cartridges of organic Flux, and two doses of

Tonic. He has several daggers as weapons.
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r @ (e (1.5]’?(1., Bard

\\)a]’s: Combativeness: 3. Creativity: 5. Empathy: 4. Reason: 2. Conviction: 1.
&) Skills: Close Combat: 5. Craft: 7. Erudition: 3. Natural Environment: 7. Perception: 4. Performance: 10 (+1 bonus).
Relation: 9 (+1 bonus). Shooting and Throwing: 4. Stealth: 6. Travel: 6.
@ Advancages: Beautiful.
@) Sanicy: Mental Resistance: 6. Orientation: Instinctive. Trauma: 5.
18 ; .
@ Combac: Attack: 5 (Short sword Damage: 2. Dagger Damage: 1). Defense: 11 (Protection: 1). Speed: 7. Potential: 3.
Stamina: 10.
Sufvival, Doints: 3.

Masha and her twin sister Mirna are of Tarish blood on their father’s side, and their mother is from Dearg. The two young
women never knew their father, for he only remained at the village for a few months, when his clan, entrapped by a hard win-
ter, had to take refuge there. The Tarish man had a passionate affair with an inhabitant of Dearg, but left the following spring,
leaving her pregnant with twins.

Soon, the people of Dearg began to suspect the origin of the girls, and the Demorthén Loeg had to intervene to protect the
children and their mother, who risked being the victims of popular condemnation. Even if the mother had been a widow for
a long time, she was harshly blamed for having fooled around with a Tarish man instead of wedding a man of the region.
When they were about five, Masha and Mirna each received from their mother a musical instrument that had allegedly belon-
ged to their father. The two sisters developed a passion for music and showed a commendable talent for the art, although each
in a different style. Masha learned to play the lute in a rather calm, wistful way. Although her twin sister managed to slowly
be accepted by actively participating in the life of the village, it pro-
ved harder for Masha. A pensive, sometimes troubled girl, her only
source of appeasement was music and she only took part in the
communal tasks reluctantly. Now seventeen years old, she has
become a pretty young woman of mixed blood, wooed by vale boys
she has only little interest in. The only one earning her attention is

Joris, the young adept of the Temple, living in the monastery not far Health Condition Chart
from Dearg. Masha appreciates the young man for his discretion,

and finds his presence soothing. Deep down, Masha’s dream is to Good OOOOO
leave to explore the world, and she has set her mind to being part Okay -1 OOO OO

of the prestigious circle of Tri-Kazel’s bards one day.

Bad-2__ OO0
Critical -3 OO0

@ DersorvaLitY Agony O

= Characcer Craics: Poetic, Doubting.
Lacenc Disorder: Melancholy.

Masha is a daydreaming young woman, very different from her
lively, eccentric sister. Having a true artistic sensibility, Masha
spends a lot of time playing her lute, sometimes singing along with
her crystalline, melancholic voice. Outside of her contemplative
side, she is a capable, inventive young woman.
Although she appreciates the company of Joris, whom she finds different from the vale’s other boys, she does not feel attrac-
ted to his religion, no more than she is to the cult of the spirits of nature. Actually, Masha finds it difficult to believe in any-
thing, and does not manage to give a meaning to her life. She wonders a lot about her Tarish origins, and would like to know
more about them, hoping that her travels will put her on her father’s tracks. Her twin sister does not understand why she is so
set on learning more about a culture that has nothing in common with their life in Dearg, and has exhorted her to change her
mind more than once, but always in vain.

@ C c]ui];)meht

=’ Masha possesses a Tarish lute with a peculiar sound, which she treasures greatly. She is equip-
ped with light leather armor, a short sword, and two daggers. Of note, her satchel contains a paper
notebook and some ink, a small mirror, a few music sheets, and a small purse with 10 azure Daols
inside.

-Gasre System-






W

Skills

Genevaut iecs

kills represent everything the
S Character is able to do; what he has

learned as a professional or by follo-
wing his passions.
Since the creation of a Character involves
this Skill system, it is necessary to explain
their exact function. Therefore, the distinc-
tion must be made between what comes from
the Character’s training and experience
(Skills) and his potential related to his perso-
nality (the Ways), which will be explained
later, in the “Character Creation” chapter.

WThe Skill system of Shadows of Esteren has a tree-like structure: the general trunk is divided into sixteen generalized
@ Domains, gathering a large range of knowledge and abilities. These Domains then branch out into several Disciplines; spe-
cializations in a narrower field of a Domain. Therefore, the word “Skill” indicates a Domain divided into several Disciplines.

@ One's level in a Domain can reach a maximum of 5 (cor-
responding to the five boxes under each Domain of the
Character Sheet). When this level is reached, the Character
can keep improving, but he will have to acquire one or seve-
ral specific Disciplines, pertaining to the adequate Domain
and representing a specialization in it. A Discipline is rated
from 6 to 15. There is no limit to the number of Disciplines
a Character may learn, but he cannot go over 15 in a given
Discipline.

X
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The 16 Domains
These form the trunk of a Character’s Skills “tree”.
The maximum level in a Domain is 5. To go further,
specializing is required.

@ Finally, each Domain is linked by default to a Way. For

example, Craft is linked to Creativity while Close
Combat is linked to Combativeness. The Ways are characte-
ristics and traits that are detailed in the “Character Creation”
chapter.

Che DiscipLincs

These are the extensions of a Domain and represent a spe-
cialization in a particular technique or knowledge linked to
that Domain. They are rated from 6 to 15.
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Discipl,ines on che Characcer Sheec

Each specialization in a Domain gives access to a Discipline that will have to | @ 5 Bom
be written down on the Character Sheet at the corresponding location. Each by Bonus: Pepaity: l ‘,L. ‘ Disc
Discipline from the same Domain evolves independently from the others. - DlSC' s.«\\“‘lM\ .

Jarl has a level of 5 in the Craft Domain. He has good general knowledge in this
Domain, but would like to advance further. Thus, he must specialize, and
chooses the Smithing Discipline in which he will have a level of 6. Next to the
name of his Discipline, the Player indicates his level in it. During the game, he
will just have to add his Way rating and apply any possible bonuses and penal-
ties to know the rating he will use for a Resolution roll. Jarl has the ability to
work as a smith, and knows the basic techniques well enough to forge weapons,
tools, and armors.

In the Craft Domain, he still has a rating of 5, which he will use for every relevant action outside of smithing. If he wants to train in
another Discipline, Jarl will have to take another specialty.

What a Skill Ratiﬂ(} Mears

ween 1 and 5, he has some notions, and is able to make use of them; to combine them in order to deal with a situa-

tion relating to this Domain. A level in a Domain applies for every action pertaining to this field of knowledge. For
example, a Character with 4 in Science, who is therefore fairly skilled in that Domain, can make use of this level for every
type of question relating to Science, be it about medicine or mechanics. Likewise, a Character with a level of 3 in Close
Combat will benefit from his training and techniques with every weapon, including swords, axes, polearms, his bare hands,
etc. If the Character has 5 in Close Combat and 7 in the Swords Discipline, he will make use of his level of 5 in every figh-
ting situation, except when he uses a sword (in which case he will make use of his level of 7).

@ A level of 0 in a Domain means that the Character knows nothing about this field of knowledge. With a level bet-

Here are the corresponding points between the levels of the
Skills and what they mean (these tiers have no impact on the
game, they are just here as an indication):

- 0: no knowledge in this Domain

- 1 to 2: novice; the Character has a smattering of the subject
- 3 to 5: a respectable knowledge, but not a very accurate one
Later on, the Character may have the opportunity to access
a Discipline, which corresponds to a specialty in this
Domain. Here is what Discipline levels mean:

- 6 to 9: Professional

From level 10 in a Discipline, the Character becomes an
Expert. If he has managed to make himself known regarding
his Discipline, he may be offered work, or responsibilities,
as the GL sees fit. Regarding other adepts of the same
Discipline, the Character is generally famed for his trade,
which can earn him various favors... or arouse some jea-
lousy. Of course, this does not apply if the Character has
cautiously hidden his expertise or if he has been living as a
recluse for years. If he keeps improving, the Character will
become a Master, then, finally, will be considered a Legend

195

- 10 to 12: Expert when he reaches level 15.
- 13 to 14: Master

- 15: Legend

List of' che Domains and DisciPLines

In the following list, the sixteen Skill Domains are followed with the name of the Way they are related to by default. The pur-
pose of the proposed Disciplines is to sum up all of the activities useful for the game, and they have therefore been intended
to be exhaustive, but GLs and Players are free to add others, especially in Craft and Performance.

Some Disciplines do not require particular details; however, for others, explanations will be included to help the GL and the
Players understand them. Finally, some Domains give access to particular abilities, the descriptions of which will follow.

Accessibil,it]f zo Some DisciPLines

those from Domains requiring studies (Demorthén Mysteries, Erudition, Magience, Occultism, Performance,

Prayer, and Science). It means that the GL can ask for a justification regarding the Character’s background before

allowing him to have such a Discipline at creation. He may inform the Players about the possibility of acquiring it
later. For that matter, the GL will check that the PC remains entirely consistent during his creation. For example, a villager
from a remote valley has seemingly no reason to have access to the Magience Domain and even less so for the Disciplines
that come under it. Later, the direct experiences of the PCs or people they will meet will give them access—again, as the GL
sees fit—to possibilities that had been forbidden to them at the start.

@ Some Disciplines are only accessible if one has had the opportunity to discover their existence; such is the case for

-Skills-
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DisciPLines Comrmwron co Several Domains

Some Disciplines are accessible through several Domains. For example, the Natural Environment, Travel, and Perception
Domains all allow a specialization in Orientation. There also are very close Disciplines bearing different names according to
the Domain they originate from, but which allow the same type of actions. For example, Knowledge of Mental Troubles in
Science and Mental Phenomena in Occultism both represent the Character’s ability to diagnose psychical disorders, but the
approach used by a scientist or an occultist will be different. Therefore, there is no distinction in terms of rules if one
Discipline or the other is used; they just have a different flair.

Close combat
(Combariveness)

This Domain includes all melee fighting techniques.

- Being proficient in a Discipline applies to every weapon it includes. For example, the Bludgeoning Weapons Discipline
allows fighting with a staff, a hammer, a flail, etc.

- From a level of 10 in a Discipline (Expert), the Character must choose a single weapon he excels at. It is possible to be an
expert in several weapons of a same Discipline by spending the necessary experience points.

- Having a rating of 5 in Close Combat allows access to Fighting Arts (p.238).

- To access the Artifact Fighting Discipline, it is necessary to have at least 1 level in Magience. This Discipline allows trai-
ning in an artifact that can be used in combat (See “Artifacts and Associated Disciplines”, p.265)

@ DisciPLines: Artifact Fighting (Magience), Axes, Blind Fighting, Bludgeoning Weapons, Polearms, Short Blades,
Swords, Unarmed Fighting (includes grappling and using gauntlets).

Craft

Demorchen mysceries
(C rea.ttvitr)

(5 mpat‘vr)
Outside the Demorthén, only the Ionnthén (their appren-

tices) or long-standing allies can have access to this
Domain. It notably gives access to the techniques and know-

The Craft Domain consists of the application of traditional
techniques and know-how of manual work. It also includes
the various plastic arts.

- The Magientist Tool Discipline allows using an artifact, a
device, or a tool powered by Flux. The Magientist
Machinery Discipline is related to the largest types of arti-
facts. In both cases, to be able to access these Disciplines
linked to Magience, the user must also have a minimum
level of 1 in the Magience Domain (See “Artifacts and
Associated Disciplines”, p.265).

. DiSCiPLiﬂeSC Clothing (sewing, weaving, etc.),
Cooking, Distillation, Jewelry, Leatherworking,

Locksmithing (includes picking locks),
Magientist Machinery (Magience),
Magientist Tool (Magience), Mining
(exploiting ore deposits),
Painting, Pottery, Sculpting,
Smithing, Woodworking.

.
»

//‘ ;!. /? ’_‘

ledge making it possible to use the Sigil Rann, one of the
ancestral Demorthén Arts (p.245).

‘DiscipLines: Ancient Tongue, Concentration
(makes it possible to perform or maintain an ancestral
Art in spite of exterior disturbances), Demorthén
Knowledge (knowledge of ancestral ceremonies,
Demorthén gatherings, founding myths, and places of
power), Herbalism, Meditation (recovering Rindath (see
p.251)), Sigil Rann, Spirituality (this Discipline can help
someone suffering from psy-

chical disorders (p.279)),

Traditional Medicine.



. €rudicion
(Reason)

4 Magience 224

(Reason)

This Domain sums up the knowledge and know-how linked
to this Continental science. Normally, one must have stu-
died in a Magientist university to access the Disciplines of
this Domain. Some Disciplines are linked to obtaining a
diploma that allows the Character to exercise a profession.
In any case, obtaining a level in the Magience Domain must
be justified (mentor, studies, important scholarly resources,
etc.) For example, workers in Magientist laboratories and
some craftsmen exploring new horizons can acquire levels
in this Domain. More information is given on this Domain
and its Disciplines on pages 265-266.

@ DisciPLines: Artifact Repair (p.266), Artifact Use
(this Discipline applies to every artifact: weapon, tool,
etc.; see p.265), Flux Extraction (p.262), Flux Knowledge
(knowing where to find Flux, the different types of Flux and
their properties), Flux Refining (p.264), Medicine

Erudition encompasses general knowledge.
- Having a level of 0 in Erudition means that a Character is completely illiterate. Generally,
a level of 1 means that he can only barely make out a few words until a level of 5 at which
he is considered to be able to read and write fluently. Depending on the upbringing of
the Character, it is possible that he may be very knowledgeable, but has never gotten
to learn about reading and writing.
- This Domain also includes every type of knowledge that is not dealt with in other
Domains. Acquiring the Magientist Principles Discipline does not allow using arti-
facts, but gives theoretical information about this science.

@ DisciPLines: Astronomy, Demorthén Traditions (knowledge of the

ancestral Demorthén rites and beliefs), Doctrine of the Temple (ideology

of the Temple, the six Ordinances, and the six orders), Geography (knowledge

in orientation and ability to read a map), Heraldry (knowledge of emblems and

insignias of military, familial, or political nature), Herbalism, History,

Languages (including the ancient peninsular tongue), Magientist Principles
(theory of Magience, Magientist conceptions and ideas), Politics.

&az’s S

(Combaﬁvcncss) o

This Domain makes it possible to go beyond one’s physical
limits; to perform exceptional physical actions. A Character
with a rating of 2 in Feats is considered to be able to swim
after a fashion.

DiscipLines: Acrobatics (includes jumping and
keeping balance), Climbing, Endurance, Evasion,
Running, Swimming.

“ Nazural Enviromment -

(e’mpa.dsr)

This Domain measures the Character’s aptitude to survive
in the wilderness, as well as his knowledge of the rural envi-
ronment. A Character competent in this Domain will nota-
bly have notions of agriculture, animal knowledge, cam-
ping, etc.

@ DiscipLines: Agriculture, Animal Training, Fauna

and Flora, First Aid, Herbalism, Orientation, Survival
(includes hunting techniques, such as using natural traps),
Tracking.

-Skills-
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Occulzism
(Reason)

Occultism is a Continental discipline little known in Tri-
Kazel; very marginal in Reizh, and practically nonexistent
elsewhere.

- This Domain gathers a whole body of sometimes eccentric
beliefs and theories about magic and phantasmagorical crea-
tures. It also deals with the study of sanity, as well as the
treatment of such disorders via hypnosis. The GL should
only authorize a PC to take levels in this Domain if it is jus-
tified in his story: study of the discipline in a university,
mentor specialized in this domain, etc.

- If the PC has no level in Occultism, he may not use it
during the game. To access the Disciplines linked to
Magience in Occultism, it is also necessary to have one
level in the Magience Domain.

Disciplives: Artifact Fighting (Magience),

Esotericism (knowledge of esoteric writings and spiri-
tualism techniques), Hypnosis, Interpreting Dreams,
Magientist Tool (Magience), Mental Phenomena.

pefcePtton
(Reason)

This Domain gathers skills linked to observing, noticing
details, and staying alert.

@) Disciplines: Acute Senses (its main use is to
& P . .

reduce penalties when blinded), Alertness, Evaluation
(estimate the value of an item, but also check the state of a
building, etc.), Lip Reading, Observation (to notice abnor-
mal things, lead an efficient search), Orientation.

Performance

(C reclttv ltr)

The practice and knowledge of stage arts. This Domain also
contains everything related to different types of games and
to entertainment. Performance is the Domain of predilection
for bards.

@ DisciPLines: Acting (includes disguising),
& Dancing, Games, Juggling, Musical Instrument (spe-
cify which), Singing, Ventriloquism, etc.

Prayer
(Conviction)

This skill gathers the knowledge and rites of the religion of
the Temple.

- Only the religious members of one of the six orders can
access the Disciplines and only they are initiated to the
Miracles of the One God as well (p.256).

@Discipunes: Concentration (makes it possible to
= perform a Miracle even when subjected to distur-
bances), Contemplation (recovering Exaltation; see p.258),
Knowledge of the Temple, Miracles, Spirituality (this
Discipline can help someone suffering from psychic trou-
bles (p.279)).

Relazion
(empadvr)
This Domain includes rhetorical techniques and knowledge. It
also deals with manners related to life in society and education.

@ DisciPLines: Charm, Command, Diplomacy,
Etiquette (specify social environment), Intimidation,
Faction Knowledge (specify faction), Persuasion, Sweet Talk.

Scierce
(Reason)

This Domain gathers elaborate knowledge and processes,
most of them traditional ones.

- Knowledge of Magience is a particular Domain and is not
part of this one. Thus, a Character having a good rating in
Science but 0 in Magience will know nothing about
Magientist principles and will not be able to learn the follo-
wing Disciplines: Artifact Fighting, Artifact Repair,
Magientist Machinery, and Magientist Tool. See the section
“Artifacts and Associated Disciplines”, p.265.

@ DisciPLines: Architecture, Artifact Fighting

(Magience), Artifact Repair (Magience), Botany,
Engineering (study and supervision of large-scale construc-
tions, bridges, but also siege engines), Geology, Knowledge
of Mental Troubles, Magientist Machinery (Magience),
Magientist Tool (Magience), Mechanics (repairing and crea-
ting articulated things, mechanical traps), Medicine, Mind
Treatment (this Discipline can help someone suffering from
psychical troubles (p.279)), Zoology.
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(Combattv'eness)

A skill for ranged combat, but also for throwing a grappling hook, for example.
- It is required to have a level of 1 in Magience to learn Artifact Fighting.

@Disciphnes: Artifact Fighting (Magience), Bows, e

Crossbows, Throwing Weapons. o

Scealch
(€— mpatb Y)

The Domain of furtiveness and obfuscation, to avoid
being spotted and stay hidden. Most of the Disciplines
derived from this Domain are only usable by
Characters wearing no armor, or wearing light armor
(made of light or woven leather).

. DisciPLines: Furtiveness (moving silently
and shadowing), Hiding (concealing a shel-
ter, an object on oneself or in something, laying
low), Mimicry (includes disguising and
copying gestures), Pickpocket.

Travel

A Domain gathering the various types
of knowledge and techniques useful
for traveling and living in the open.
Some Disciplines are exclusive to the

Varigals or to those who have had the
privilege to learn about their trade.

Disciplires:
@@J Carriag}::s, Cartography,
Navigation, Orientation,
Riding, Side Roads (a
Discipline exclusive
to the Varigals, used

-

i, ‘.

» i

to find shortcuts), 4

Signs (a Discipline / e / i
exclusive to the / o i
Varigals, used to J . %
notice and IF Bk
understand signs left ' o, 3

in nature by their peers:
a mark announcing a danger,
the presence of Feondas, a
nearby waterhole, etc.)

-Skills-
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Creat LtO»

nce he knows about the Skill system, each Player can
O go on and create a Character. At the beginning, the

PCs have a rating of 0 in every Skill Domain. These
ratings will change throughout the creation process, which
progresses through the following steps:

. Ethnicity (p.202)

2 Profession, Birthplace, and
Social Class (p.203)

,3 The Ways (p.207)
2} Age, Setbacks, and History (p.208)

5 Character Traits, Sanity,
and Personality (p.210)

| 6 Experience Points, Advantages, and Disadvantages (p.212)
Z Potential, Defense, Speed, and Stamina (p.215)
& Fighting Attitudes and Attack Rating (p.216)

2 Survival Points, Rindath, and Exaltation (p.217)

IQ Description and Equipment (p.218)

These ten steps are detailed in this chapter. It is possible for a Player to go through the crea-
tion of his PC by himself, but it may be more interesting to discuss it with the Leader and
the other Players, so as to have good skill coverage in the group or justify the collabora-
tion of the Characters.



O]:)t ional ]luLe:

Alcerracive Creacion Order

The Leader can change the creation order by having the Players distribute their ratings in Ways, pick their
Traits, and determine the backgrounds of their Characters (steps 3, 4, 5, and 6) before they choose their ethnici-
ties, professions, and birthplaces (step 1 and 2). That way, the Players will first get to determine a general concept
for their Characters, by beginning with designing their personalities and then choosing their professions.

O]:)t ional ]luLe:

pfel,iminon']f S‘Ce}): Common (Nocivacions

The aim of this optional rule is to have the game go more smoothly and optimize the pleasure of playing together by
consolidating the team spirit binding the PCs.

The Players will create a group of PCs who will get to live many adventures together. It is perfectly possible to ima-
gine a group including a Magientist, a Demorthén, and a priest of the Temple, but the Players and/or the Leader will
have to imagine together the reason for such an unlikely alliance.

This optional rule introduces a preliminary step to the Character Creation that will require the Players to define a
common goal or binding origin for their PCs in order to facilitate the cohesion of the group. It can be: live a life of
adventure and leave a stagnating rural community, be part of the same family or be childhood friends, be the pupils
of the same mentor or the subjects of the same lord, giving them a long-term quest to achieve, a common enemy who
has done wrong to the native community or the family of the PCs, etc. The Players can take the “Group of Characters
in Esteren” text as a support to define this common goal.

With a little imagination, there should be no impossible combination of PCs. Each Player should be free to play the
Character he wishes, even if the Leader can set some restrictions for the sake of the game, such as the starting place
of the adventure.
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First, the people the PC originates from must be chosen. Each PC speaks Tri-Kazelian (the common language of the penin-
sula) and a second language typical of his native people (which may just be a regional dialect).

Wharc does Y Characcer Look Like?

At creation, the PC has average physical and mental abilities that earn him no particular
bonus or penalty. He is considered to be average in build, charisma, intelligence, etc. At step
6, it will be possible to make decisions about those characteristics by choosing among the
Advantages and Disadvantages proposed later in the creation: the PC can then become
Strong, Agile, or even Short-sighted. Finally, the physical description of the PC will be dealt

with in step 9.

peoPLe of' Cri-Kazel

Tri-Kazelians constitute a very large majority of the penin-
sula’s population. Most of them still have a robust physique
inherited from the Osags, but they may also have features
from other peoples. Tri-Kazelians descend from centuries of
mixing between all the cultures that have set foot on the
peninsula one day or another. With such an origin, the PC
knows a local dialect; what country and region he originates
from must therefore be defined (see the map p.22).

Osag Deople

Used to relying only on each other, the Osags are a harde-
ned people, with a generally strong build. They are the
direct descendants of the peninsula’s traditional clans. The
peninsular civilization has evolved a lot since the founda-
tion of the Three Kingdoms, but some clans remained faith-
ful to the ancestral traditions and did not take part in these
changes. Retired within their clannish way
of life, the Osags did not mingle with the
other peoples and have kept many of their
ancestors’ characteristics.

The Osags make great warriors, and
count the most famous Demorthen
among them. Their language has also
survived the passing centuries. The
words “Feondas”, “C’maogh”, or
“Damathair”, to mention only a few,
all come from what Tri-Kazelians
call the ancient tongue, but which
is still used by Osags.

Carish DeoPLe

Of unknown origin, the Tarish people form a nomadic mino-
rity that has been traveling around the lands of the peninsula
for decades. They are also called “people from the west”, for
they came over by crossing the Furious Ocean, according to
legend. Tarishes can be differentiated from Tri-Kazelians by
their high cheekbones, their rather aquiline nose, and their
often pale eyes. Many of them become entertainers, mystics,
or craftsmen.

The Tarish culture, although diluted today, still rests on an
important base: they are a nomadic people used to long jour-
neys and their language did not disappear, although no
stranger has ever learned it.

DeoPLe of' che Concinenc

Men and women from the Continent are often slimmer and
slenderer than natives from Tri-Kazel. Most often, they have
delicate faces, but with sometimes very sharp features. A
Character choosing this people will not be a native from the
Continent, but rather the direct descendant of at least one
Continental parent. If the Continental origins of the
Character reach further away, he is considered to belong to
the people of Tri-Kazel. According to the past of the PC’s
family, and how it fitted in the Tri-Kazelian society, he
might have learned their language of Continental origin or a
dialect of the peninsula, as the PC wishes.

All through this chapter, we will be follo-
@ wing Mark as he creates his Character. He
decides to name him Johan and he will be
a Tri-Kazelian, originating from Taol-Kaer.

-Characcer Creacion-



After the Character’s native people has been chosen, he must be attributed a profession. It can be his main activity or the
domain in which he has been essentially trained during his youth (of his own free will or forcibly, as the Player wishes).
Whatever his profession may be, the PC starts with the social status of an apprentice, or a novice.

The Leader has to decide, with the Players’ agreement, whether the PCs have already obtained their statuses or are still appren-
tices: a squire dreaming of becoming a knight, a young lonnthén destined to become a Demorthén, an Inceptus finishing his
Magience studies, or a young adept of the One God on the way to his Acceptance.

PCs may start with the status of Demorthén, knight, or Scientdr for Magientists. In such cases, they will be novices. Therefore,

a Demorthén PC will just be granted his status and his first powers; a knight will not be the leader of a fortress, but rather a
fighter defending it, etc.

Domain). The Player will tick the corresponding number of boxes for each corresponding Domain on the Character
Sheet. Throughout the creation process, the level in some Domains can increase beyond 5, making it possible to learn
Disciplines, but these will have to be allotted to the Primary and Secondary Domains defined by the chosen Profession.

@ Choosing a profession directly gives a level of 5 in a skill Domain (Primary Domain) and of 3 in another (Secondary

OptionaL RuLe:
New Dvofessions and Crossed professions

Players will find a list of professions below, but it is in no way exhaustive. The Leader and a Player may of course agree on the
creation of a new profession. In this case, the Primary and Secondary Domains for this occupation will have to be defined.

It is also possible for a PC to have a “double formation”. This must be justified by his past. If the Leader accepts it, the PC
may choose his Primary Domain among one of the professions, and his Secondary Domain in another. Whatever his choice,
the levels at creation in these two Domains will be 5 and 3.

Firin is a Scholar; his Primary Domain is Erudition, in which he will therefore have a level of 5. His Player would like the Sec-
ondary Domain to be Close Combat (the Fighter s Primary Domain). Such an uncommon specialty for a destined intellectual

would be explained by two years of military campaign at Gwidre's border. The Leader accepts, and Firin obtains a level of 3
in this Secondary Domain.

@ Bard:

"= The status of bard is highly honorific, and the most powerful monarchs surround themselves with these artists who truly
act as powers behind the throne. Artist, acrobat, musician, jester; the bard can play different parts. She can also be known
under other names, such as the blind Filidhi poets or the strange C¢illi of the Tri-Sweszors archipelago.

Primary Domain: Performance

Secondary Domain: Relation or Travel

@ C‘l' CL‘FtSm [e8 p

— Whatever his domain may be, the craftsman is a qualified manual worker. Smith, cook, architect, cobbler, woodcutter,
sculptor, jeweler; a craftsman can cover many specialties. In cities where Magience has settled, artifact repairmen can be
found, as well as specialized workers employed in factories.

Primary Domain: Craft

Secondary Domain: Relation or Science

@ Demorchen:

~ The representative of nature, she can make contact with the spirits and ask them to perform particular tasks. She is the
keeper of the ancient peninsular traditions and is often regarded with respect. Apprentice Demorthén are called lonnthén.
Primary Domain: Demorthén Mysteries

Secondary Domain: Erudition or Natural Environment

-Characcer Creacion-
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@ CSxplorer:

An adventurer and a thrill-seeker, an explorer is fascinated with traveling,
often to flee the poverty or the monotony of his birthplace.
Primary Domain: Feats
Secondary Domain: Natural Environment or Travel

]:ic]%ter:

She can be a soldier or a mercenary, a champion of justice, a tavern braw-
ler or a thug lurking in dark alleys, etc. Archers can take Shooting and Throwing
as a Primary Domain.

Primary Domain: Close Combat
Secondary Domain: Shooting and Throwing or Feats

@ huntef:

He feeds the community with what he brings back from his long
expeditions, which sometimes last several days. The expansion of
cities saw the appearance of new kinds of hunters, such as ratcat-
chers. Others, such as Neven’s Children, dedicate their existence to
hunting Feondas.

Primary Domain: Natural Environment
Secondary Domain: Close Combat or Shooting and Throwing

@]nvesti acor:
Generally living in great cities, investigators offer their services
to lead an inquiry. Each investigator has her own style: some are
‘e *_skilled in occultism, others in science, Magience, or even medicine.
§ “"For that reason, the Secondary Domain can be chosen freely.
P Primary Domain: Perception
¢ Secondary Domain: Free choice

Kniq‘ﬂt:

These men and women are part of
the nobility and most often belong to a
chivalric order such as the Hilderins or
the Thorns. Some are knights-errant,
last heirs of a noble family; others are
the vassals of a powerful lord.
Primary Domain:
Close Combat
Secondary Domain:
Relation or Travel

@ ?)ac] ienTiscT: '
n Tri-Kazel, they are often named with the derogatory word
“Daedemorthys”. In spite of such a bad reputation, the general goal of their
science is to improve mankind’s living conditions. A qualified Magientist
is a Scientdr, while a pupil in training is an Inceptus.

Primary Domain: Magience

Secondary Domain: Science or Erudition

>
Rt ™

i

@ (Merchanrc: b
A hawker or the manager of a properly stocked shop, ¢

a merchant is able to trade many goods.

Primary Domain: Relation

Secondary Domain: Erudition or Craft

Vo s ok
X
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@ Occulczisc:
Fascinated with esotericism, occultists are often academicians with a great inte-
rest in that domain looked down upon by the other divisions of science.
Primary Domain: Occultism
Secondary Domain: Erudition or Science

Dcasant @ p% sicio:

Whether he cultivates the land There are places where the
or raises animals, he takes part in the  local Demorthén is not the best healer.
life of his community by feeding it. ~ New techniques of proven effectiveness now
Primary Domain: Natural Environment  come from the universities of the great cities.
Secondary Domain: Craft or Feats Some physicians, the alienists, apply them-
selves to curing psychical troubles, referring
themselves to the work of Continental profes-
sor Ernst Zigger. Others, such as apotheca-
ries, are specialized in herbalism.
Primary Domain: Science
Secondary Domain: Erudition
or Relation

CD wus tl*se Cemple

A mere adept (one of the fait ful
in training), or a member of one of
the six orders of the Temple, these people preach in favor of the Creator’s advent.
Primary Domain: Prayer
The Secondary Domain depends on the order to which the religious belongs: Craft
(monks), Erudition (priests, monks, and clerics), Relation (priests and Vectors), Close
Combat (Sigires and Blades) or Travel (Vectors).

Q]zo ue:

A thlef a robber, a pickpocket; there are enough illegal means of earning a living
to attract people, even with the inherent risks...
Primary Domain: Stealth
Secondary Domain: Feats or Performance

@ Scholar:

’ Fascinated by knowledge and research, scholars are often employed as scribes,
4 ; | '« professors, or librarians. Generally, a scholar has a favored domain of knowledge:
=t v B : f_" “‘theology, Magience, science, etc.

) * Primary Domain: Erudition
hoa ¥ : * *Secondary Domain: Science or Occultism
’v r ,‘ ﬁ . .

Anyone, may he be a high-ranking advisor or a mere beggar, can live a double

) < : 0 m(&.r{' 3 life, gathering information on behalf of an employer. The Secondary Domain can be
: picked freely to coincide with the spy’s fake identity.
Primary Domain: Perception Secondary Domain: Free choice

@vcm ol

A traveler, a messenger, a bringer of news but also of packages, the Varigal is a link between the scattered communities
of Tri-Kazel. Spending most of her life on the road, she is generally welcome whenever she reaches a village. Being close to
nature, Varigals are often the allies of Demorthén.

Primary Domain: Travel Secondary Domain: Feats or Natural Environment

Mark decides that Johan, his Character, will be a young Varigal. He writes down the level of 5 in Travel
which corresponds to his Primary Domain. Then, he decides Johan will be close to nature: his Secondary
Domain will be Natural Environment with a level of 3. Throughout the creation, Johan will be allowed
to take Disciplines in the Travel and Natural Environment Domains.

-Characcer Creacion-
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Otcher Occupations

m A Character is not competent in his profession
only: he generally has other activities, skills, etc.
\/ Apart from his Primary and Secondary Domains,
each PC can take two other Skill Domains at level 2, and

another two at level 1.

Johan has learned to fight, and has been trained in throwing
weapons. Mark writes down a level of 2 in Close Combat and
2 in Shooting and Throwing. At the contact of nature and
during his travels, he has also learned to read his environ-
ment and has gotten physically tougher: he adds 1 level in
Perception and 1 in Feats as well.

Btf‘c"v?Lace

It is important to determine for each PC whether he has
grown up in a rather rural place or in a city. Regardless of
his birthplace, a military service of one year is mandatory in
Tri-Kazel. Each inhabitant, man or woman, has the duty to
contribute to the defense of the community, and is given
basic training in fighting.

Every PC has a +1 bonus level in the Close

Combat Domain.

However, it may be that a PC was exempted from

such a service, or that he avoided it for one reason
or another. If such a reason is justified—because of his his-
tory or social origin—the Player can put the bonus level nor-
mally attributed to Close Combat to another Domain. A
fighter PC will probably already have 5 in Close Combat
due to his profession; in this case, this bonus level will give
him his first Discipline.

- A PC who spent his childhood in a rural environ-
ment adds 1 level in Natural Environment.

- A PC who spent his childhood in an urban envi-
ronment adds 1 level in Relation.

Therefore, Mark adds 1 point in Close Combat, which gives
Johan a level of 3. Being from a rural environment, he adds
1 in Natural Environment, for a level of 4.

Social Class

It is time to determine the social class the PC was born to,
and amidst which she lived her first years. She can be a
commoner, a noble, or belong to the clergy.

Keep some logic in this: there are very few members of high
nobility in the farthest remote valleys of Taol-Kaer, and
there are not a lot of farmers in the middle of Osta-Baille. In
game terms, choosing the origin will give points in some
skills.

- Commmoners:

Most of the population is made up of commoners. For pea-
sants and rural people (as well as Demorthen, although they
do not belong to any social class), the PC obtains +1 level in
two Domains among Feats, Natural Environment,
Perception, and Travel. For craftsmen and workers, the PC
obtains +1 in two Domains among Craft, Erudition,
Relation, and Science. If he is from the middle class, the PC
obtains +1 in two Domains among Craft, Erudition,
Performance, and Relation.

- CLevcﬂ/:

Members of the Temple are part of the clergy. A PC belon-
ging to this class obtains +1 in two Domains among
Erudition, Prayer, Relation, and Travel.

- NobiLitY:

Nobles can be townsmen or countrymen. They obtain +1 in
two Domains among Close Combat, Erudition, Relation and
Science.

Johan's parents are peasants. Therefore, he is a commoner.
He chooses to add 1 point in Travel. As this Domain is
already at its maximum (3), Johan acquires his first Disci-
pline in this Domain. For his PC, Mark chooses Side Roads,
the Varigals ' special skill. He then invests 1 level in Feats,
which brings his level to 2.

X .‘.-,m‘;- o .r‘%&“
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Disci];)l,ines and Aclcling Doints in Domains:

During the creation of your Character, ratings in some Domains will surpass 5, making it possible to obtain

Disciplines.

At creation, the number of Disciplines is limited to 2, and their level is limited to 6. Moreover, the
Disciplines must be allocated to the Primary or Secondary Domains defined by the chosen profes-

sion.

If a PC manages to go beyond 5 in a Domain that is neither Primary nor Secondary, he can add the points in
excess to another Domain chosen by the Player, which cannot go beyond 5. The same goes if a PC obtains a
new level that should have made him go beyond the maximum level at creation in a Discipline.
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The five Ways are mental characteristics that determine the
major traits of the Character’s personality; his way of seeing
the world and taking action. The Ways will be of use to him
in his daily life. For example, he will make use of his
Combativeness in every moment in which a strong pugna-
city will be needed to overcome an ordeal. Here is the des-
cription of each of the five Ways:

= \\)aT' o]c Combaciveness:

This Way reflects pugnacity, the drive that leads to action,
and the passion of living.

(5,
o

= \\]a]/ of Reasor:

Rationalization, intellect, but also research and reflection. It
shows the learning ability of a Character, his curiosity, etc.
- \Va}/ of Conviction:

Generally, a human hangs on to an ideal or principles gui-
ding his life. Some turn toward religion, others abide by pre-
cepts of chivalry, while others follow a personal code.

Each Character will have a rating in each of these
Ways, which will be between 1 and 5 and will be
qualified as a major rating (4 and 5), a minor rating
(1 and 2), or neutral (3).

To have a high rating in a Way is not better in itself than
having a low rating. Each type of rating implies different

- Way o Creativit]f:

The ability to imagine, to give an original meaning to one’s
life; inventiveness, resourcefulness.

The bond linking a human being to his environment. For
example, Demorthén use their Empathy to communicate
with nature. At the relational level, Empathy means the abi-
lity to feel the emotions of another person.

qualities and flaws. Where a high rating in a Way will bring
some facilities in the appropriate Domains and Disciplines,
it will become a disadvantage when the Character will have
to deal with his Faults (see p.234). Thus, a Character with a
high rating in Combativeness may be more energetic in a
fight, but he will also tend to be impulsive. To have a minor
rating in this Way leads to a character who is calm, but who
may sometimes lack spine.

\V‘”‘Q—t t}we \\)QT' S A€ NOoC:

Do not forget that at this stage of the PC’s creation, his build, intelligence, and appearance are all average. The Ways do not
correspond to physical characteristics, nor is their aim to quantify brains or beauty (with Reason or Empathy, for example). A
PC with a high Combativeness will not necessarily be a muscular person; he will be someone full of energy, who may be ner-
vous or have a very strong character. A PC with a strong Reason will not necessarily be educated or quick-witted; he will be
a thoughtful person, with a tendency for intellectualization. However, a high rating in Reason does imply facilities in every
domain requiring abilities in memory or logic. If a Player wants his PC to be particularly strong or witty, for example, he will
have to take a corresponding Advantage. Choosing Advantages and Disadvantages will be dealt with in step 6 of the creation
process.

\Vars and Vocacions:

Each human leads her life according to a particular spiritual path. One will choose Combativeness to face existence; another
will use Creativity, while someone else will choose Reason, etc. Generally speaking, each main ideological or philosophical
trend favors one Way over the others, in a more or less obvious fashion.

In this way, through their search for harmony between the needs of man and those of nature, Demortheén give preference to
the Way of Empathy. As for Magientists, they favor intellectualization and reflection, which should guide man toward care-
fully thought out, pertinent choices. They illustrate the Way of Reason.

For adepts of the Temple, a strong faith allows man to ward off evil: the Way of Conviction is dominant compared to the
others.

Bards think that any hope for a better world rests in the faculty of men to imagine and invent new things, which corresponds
to the Way of Creativity.

Finally, for many inhabitants of Tri-Kazel, only the Way of Combativeness can offer sufficient energy to survive.

These different examples should not be restrictive: a Magientist can have a knack for inventions (Way of Creativity) or have
deep faith in the idea that Magience is the solution to save humanity (Way of Conviction). Thus, each Player should take the
time to wonder how her PC stands regarding these main principles of the world surrounding her: it will help her choose ratings
in Ways coherent with the personality of her PC.

Srner ies between tlﬂe \\)Q-T’S:

The effect of combining some Ways will be to amplify or regulate some personality traits. We have seen that a PC with a major
rating (4 or 5) in Combativeness will generally be a very energetic person, but one who can be rash and nervous. Having a
major rating in Reason can regulate this impulsive side by giving him the ability to think before acting. On the opposite, a
major rating in Creativity can amplify Combativeness by adding a dimension of originality that can be expressed in not only
impulsive, but also risky, or even dangerous acts. Each Player is encouraged to define the interactions between his PC’s Ways.
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Che Characcer's Racincjs in \Vars: OPCtOﬂcLL RuLe

Now, the PC’s ratings in the five Ways must be determined. anocher arTiTion for’ che
The Player distributes ratings of 1, 2, 3, 4 and 5 as he wishes R,OL‘C tﬂcjs i \ OLT's

among the five Ways, which gives a different rating to each

of them. With this optional rule, Players can distribute a total of 15
Johan has the following ratings in Ways: 5 in Empathy, 4 in points as they wish between their five Ways. However, the
Combativeness, 3 in Reason, 2 in Creativity and I in Convic- Leader is advised to apply the following restriction: the
tion. A rather combative and energetic young man, Johan Character must have at least one Way with a rating of 5 or
has above all a real sensibility for the world surrounding 1. For example: 5, 3, 3,2, 2 or 4, 4, 3, 3, 1. This restriction
him. However, he is known to be rather unimaginative, and is preferable to avoid featureless, flawless Characters. One

Jfinds it difficult to give a meaning to his life. of the main interests of the Ways system is to have the PC

play a living character with qualities and flaws. Overly
\\)ars‘ Do hitin 2istrel DiscipLines: average ratings in Ways may go against such an idea.

On the Character Sheet, next to each Domain, the rating of the

Way associated by default will be indicated. During the game, when a Domain will be used, the ratings calculated in advance
will make the resolution phases smoother.

At creation, a PC will be at least 16 years old. This means that he has been trained in his profession and that he has fulfilled
OB " : . ] : .

his military service (outside of exceptional cases, such as a street urchin who became a rogue, and who has always lived on

the fringe of society, for example). He cannot be over 35 years old, since a more advanced age would be rather implausible

regarding the experience he is given at creation. Of course, the Leader can adapt this to her needs, if she decides to put chil-

dren, older people, or even seniors in her game.

Acle and e'gcperience:

It may seem strange that from her creation, a 16-year-old Character may begin with two Disciplines and that after a few
months of adventures, she may—because of the Experience system—become more skilled than a soldier in his forties who
has been defending his village for more than twenty years. This is part of the concept of Shadows of Esteren: Players will
take on the roles of normal people who will come to live extraordinary adventures. Where our valiant soldier will have seen
Feondas only once during his career and will never have left his valley, the PCs will probably travel all over Tri-Kazel, dis-
cover secrets of the world of Esteren, and meet creatures and beings of exception. Therefore, it is legitimate that a barely
18-year-old Character may be someone with exceptional abilities and knowledge for her age. This also justifies why a
Player wanting to play an old man will only have a few more skills than a Player choosing a juvenile Character. It is assu-
med that an aged PC lived a relatively peaceful or ordinary life in the universe of Esteren, and that it is going to change
once the Player starts playing him.

The Player chooses the age of his Character. The older the Character is, the more he will have learned and the more he will be
marked by the hardships of peninsular life, which will be represented by one or several Setbacks that will have affected him:

Age of the PC Skill bonus Setbacks
16 to 20 years = =
21 to 25 years + 1 in one Domain 1
26 to 30 years +1 in two different Domains 2
31 to 35 years +1 in three different Domains 3
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For example, a 30 year-old PC will have +1 in two different Domains and two Setbacks.
If your PC has Setbacks, roll 1d10 for each one, referring to the table below.

Secbacks
]. Bad Luck:

The life of the Character was particularly harsh... roll twice in the table, and ignore any subsequent roll of 1.
2. \Voundz
The Character has a debilitating injury. At the Player’s choice, it can be a gash across a part
of his body (a limb, his torso, or his head), a lesion that gives him a limp, etc. The Stamina
rating of the PC has a one point penalty. Define the events that have caused this wound.
3. Aclvefson']/:
Following a particular event that must be defined, the Character has made an enemy.
Although he is not a mortal enemy, he holds a grudge against the Character. For exam-
ple, this enemy can be part of a faction (Magientist, Demorthén, etc.) or be a jealous lord
from a faraway province.
4 Rusvor:
A mysterious rumor (maybe a truthful one) hangs around the
Character: crime, sacrilege, treason... Must be determined by the
Player with the Leader’s agreement.
5. Cracjic Love:
The Character lived a love story that ended very badly. This pain-
ful memory (that the Character may hide from himself) causes him
a permanent Trauma point that must be added to his Sanity chart.
6. ILLﬁCSS:
The Character was very ill, but he survived. The Player chooses the
illness. The Stamina rating of the PC is reduced by one point.
7. Violence:
The Character endured harsh moments that cause him one perma-
nent Trauma point that must be added on the Sanity chart. Define
the nature of these events. It can be a horrific encounter with
Feondas, participation in a military campaign, a childhood spent in
familial abuse, etc.

8. Aloywe:

Everyone the Character cared about (parents and/or friends) died in violent or strange circumstances.

9. Poor:
After he was robbed, had his assets seized, or was victim of an accident, the Character was reduced to poverty. No other
event or Advantage may change this financial situation. The PC only owns a weapon or a tool of poor quality, as well as a
few personal belongings.

10. Luckrz
The Character came very close to a disaster! Define what sort of event it was with a new roll on this table and the way the
Character avoided its consequences. Ignore any subsequent roll of 10.

Johan is 21. He chooses to assign his 1 level bonus to the Shooting and Throwing Domain, which brings it to 3. When deter-
mining his Setback, Mark got a 6 on his die roll, which corresponds to an illness. He decides that Johan fell seriously ill when
he was younger. As for his Stamina rating, at the top of the Character Sheet, he adds a -1, which will be taken into consider-
ation later, when his final Stamina rating will be determined,

hts‘corr

It is time to sum up the past of the PC by focusing on her childhood, the main facts of her life, and her ambitions. The Player
can use the space assigned to that effect on her Character Sheet. This is not about going into details (although a Player can do
so if she feels like it), but defining the historical basis of the PC. The Player can give it more substance afterwards, during the
game. Such a basis should help playing the Character.

Here are some aspects the Player may think about: childhood and family history, important social and romantic relationships,
events that shaped her character, her first experiences in her profession, strange or mysterious facts, ambitions, goals and moti-
vations, etc.

A rather frail child after a pestilent fever he almost perished from, Johan was raised by the Damathair of the village of Klob.

At the dawn of his sixteenth year, affer he met an old Varigal who told him about his life, he took his leave to escape from a
career as a soldier. As time went by, Johan found his calling and became a Varigal, spreading news from valley to valley.
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Each Player must choose two Character Traits for his PC. One of these traits will be a quality, the other a flaw, and they will
be picked from the list below. They are determined according to the ratings in Ways chosen previously: 5 or 4 in a Way gives
access to the major rating qualities and flaws for that Way; 1 or 2 gives access to those of a minor rating.

Any combination is possible: the flaw and the quality may be picked in the same Way or in different Ways, come from two
major or minor ratings, or even a major and a minor one. Even if the Player has distributed his ratings in Ways so as to
have more than two major or minor ratings (for example: 5, 5, 2, 2, 1), he only chooses two Character Traits; one quality

and one flaw.

This list is in no way exhaustive, and its only goal is to help the Player become more in touch with his PC and enjoy playing
him. To that effect, he is advised to choose qualities and flaws that inspire him the most. With the agreement of the Leader,
and if it is appropriate considering the adventures the PC lives through, the Traits may evolve and change.

Qualities Flaws
Combativeness | Major Rating: combative, optimistic, dynamic, Major Rating: impulsive, presumptuous, prideful,
brave, pugnacious, etc. stubborn, arrogant, boastful, etc.
Minor Rating: calm, phlegmatic, cool-headed, Minor Rating: pessimistic, spineless, sad, weak willed,
peaceful, etc. Searful, self-conscious, cowardly, etc.
210 Creativity Major Rating: inventive, original, resourceful, Major Rating: nonconformist, rebellious, undisciplined,
Sfunny, poetic, etc. eccentric, liar, etc.
Minor Rating: serious, respectful of traditions Minor Rating: awkward, narrow-minded, ascetic, rigid, etc.
or rules, disciplined, etc.
Empathy Major Rating: receptive (able to perceive and Major Rating: emotive, pushover, gabby, etc.
understand other people’s feelings),
sensitive, intuitive, extrovert, etc.
Minor Rating: master of one's emotions, Minor Rating: austere, insensitive, uncommunicative,
unmovable, etc. taciturn, cold, individualist, etc.
Reason Major Rating: thoughtful, ingenious, cautious, Major Rating: abstraction, shut-in (lives with books, etc.),
logical-minded, focused, etc. overcautious, irresolute, etc.
Minor Rating: spontaneous (thinking does not Minor Rating: absent-minded, careless, unthinking, etc.
impede acting), daring, etc.
Conviction Major Rating: upright (bound to moral values), Major Rating: rigid, intolerant, fanatical, overzealous

persevering, loyal, incorruptible,
generous, etc.

Minor Rating: free (open-minded regarding social,
religious or moral codes),
independent, etc.

(regarding his dogma and his hierarchy), etc.

Minor Rating: whimsical, inconstant, unreliable, immoral,
doubting (difficulty to give his life a meaning),
treacherous, etc.

Mark has chosen the two following Character Traits for Johan: his quality is being intuitive (thanks to his major rating in
Empathy) and his flaw is being impulsive (because of his major rating in Combativeness).
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Samicy in Shadows of Csceren

Before proceeding with this step of creation, the Leader and the Players are strongly advised to read the chapter dealing with
how to manage and make use of Sanity (p.269). Only informed and experienced Players should use these rules. Should you
decide not to use them, skip directly to step 9 of Character creation.

The Aspects sum up the different facets of the PC’s perso-
nality. They are the synthesis of the ratings in Ways distri-
buted by the Players and will allow the Leader to manage
the evolution of the PC’s sanity through the game sessions.
There are three Aspects: Consciousness, Instinct, and
Trauma. Here are their definitions as well as the formulas to
calculate their levels.

- Consciousness: This Aspect shows how important
rationality is to the PC, how rooted he is to reality, how logi-
cal, thoughtful, and resilient his mind is.

Consciousness:
Way of Reason + Way of Conviction

- Inscincc: Instinct is about the driving urges of a living
being. This Aspect notably includes survival and self-pre-
servation instincts, as well as everything related to sexuality.

Instinct:
Way of Combativeness + Way of Creativity

- Crawm»a: Trauma depicts all the psychical wounds
that weigh on one’s consciousness and disorganize one’s
instincts. This Aspect is dynamic, as it is in constant evolu-
tion and interacts with the two other Aspects. It is a Sanity
chart that is gradually filled: if a PC suffers a psychic injury,
he receives one or several Temporary or Permanent Trauma
points according to the gravity of the events.

Trauma: Rating of 0 at the start, but can be adjus-
ted according to Disadvantages, Setbacks, or the
structure of the PC's personality, described below.

As he has | in Conviction and 3 in Reason, Johan has a
Consciousness rating of 4, and an Instinct rating of 6, with
his 4 in Combativeness and 2 in Creativity. Mark writes
down these ratings on his Character Sheel.

Os-iencacion o]c personaLitY

The Aspects constitute a representation of the general struc-
ture of the PC’s personality and give the means to determine
its Orientation: rational or instinctive. A higher rating in
Consciousness indicates a rational Orientation; a higher
rating in Instinct indicates an instinctive Orientation. In the
case of an equal rating between the Aspects, the Player
chooses the Orientation. This general Orientation will be
useful to manage the evolution of the PC’s Sanity. A balan-
ced Sanity is induced by similar ratings in Consciousness
and Instinct. Calculate the difference between the two
ratings: the result translates into an equal amount of
Permanent Trauma points. If, at creation, a PC accumulates
more than 5 Trauma points, he suffers a personality trouble
according to his latent mental disorder.

With a rating of 6 in Instinct against only a 4 in Conscious-
ness, Johan has an instinctive Orientation. He has a gap of
2 points between these two Aspects: he carries over this
result to his Sanity chart by filling two Trauma boxes.

(MNencal ]lesistance

During his adventures in Shadows of Esteren, the PC may
get to see or understand unfathomable things. Each time this
happens, there is a chance that the state of his Sanity will
decline.

(’ Mental Resistance is equal to the rating in the
Way of Conviction + 5

This rating can be adjusted by choosing some
Advantages or Disadvantages. For more details about the
utilization and evolution of Mental Resistance in the game,
see page 270.
Since he has a rating of 1 in Conviction, Johan has a rating
of 6 in Mental Resistance. When dealing with unfathomable
things, he will have no solid beliefs or convictions to help
him psychically bear the unbearable. Where a priest will see
a divine ordeal, when a knight will cling to his ideals, Johan
will have to draw from his own resources not to sink into
madness.

Sanity Charc and (Mercal Disorder

The Sanity chart is subdivided into four states, each one
with five boxes: Balance, Symptom, Syndrome, and
Madness. The effects of each state will be different accor-
ding to the PC’s latent pathology.

At creation, the Leader and the Player may agree
( upon the mental disorder the PC will develop if his
\ Sanity is deeply damaged.

It is possible to put off determining this mental disor-
der, or to choose by default the Phobia disorder, which can
indifferently be chosen by any PC. The list of these disorders is
detailed in the Sanity chapter, page 273. To go through this
step, it is necessary that the Leader or the Player has read this
chapter.

Johan has a total of two Trauma points, which leaves him in
the “Balance” category. He is in good psychical condition.
After discussing it with the Leader, Mark has chosen the
Hallucination disorder. This disorder is related to Johan's
major rating in Empathy, and corresponds to his tendency
10 become very contemplative, very attentive to the world
surrounding him, even seeing or hearing things that do not
exist... His disorder manifests itself through mystical
concepts marked by Demortheén traditions.
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A Advmaqes

A pefsonaLitr 5 '

A Player should now take the time to write a few lines summing up the personality of his Character. For that, he can use the
space left to that effect on the back of the Character Sheet. The Player could try to show a goal or a major motivation for his
PC; this will help in role-playing him and can be used by the Leader for the conception of his scenarios. He is also encoura-
ged to give a meaning to the ratings in Ways he has chosen, by drawing inspiration from the Character Traits, for example.

Instinctive and combative, Johan is a spontaneous young man. He has a tendency to act according to his feelings and intu-
itions, which may sometimes make him seem impulsive. His childhood holds many unknown spots, such as the event that gave
him a phobia of crowds. As he has some difficulties in making plans for the future, he usually lives from day to day. Fascinated
by travels and discoveries, contemplative and a close listener to the world surrounding him, Johan hopes to discover the
secrets of the Three Kingdoms as well as to bring light to the mysteries of existence in a journey he considers initiatory.

e;c]:)erience Poincs, Acl\fantaqes, and Disadvcu;t: .}

Each Character has 100 Experience points at his disposal, which allow him to improve some skills and/or buy
Advantages. They represent what he has lived through until now, independently from the aspects mentioned before-
hand (such as the profession or the social origin) or his innate characteristics.
The PC can increase this amount of points by taking Disadvantages, but this is not mandatory. The amount of points that can
be accumulated through this means is limited to 80.
Unused points after Character Creation are written down on the Character Sheet, where
the Experience points are indicated; they can be used later.

1mp1~ove a Domain or a DisciPLine
Experience points can be used to improve a Domain or a Discipline:
- Dosrain: 10 Experience points for every additional level.

- Discipline: 25 Experience points for every additional level.
Reminder: At creation, a PC can only have two Disciplines with a level of 6.

A PC can choose Advantages, which cost the amount of points indi-
cated in parentheses or in their definition. At this point in the crea-
tion of the PC, he still has average physical characteristics and
mental aptitudes. He is not particularly strong or smart, etc.
Some Advantages and Disadvantages will make it possible to
adjust these characteristics.

- ALLY (20 40, or- 50 Points):

The PC has an ally who is willing to help her when
things are tough. For twenty points, it is an isolated
ally with little power (the provost of a village, a mer-
chant, etc). For 40 points, the ally is also a mentor, and
allows the PC to add 1 level in one of her skill
Domains (within the limit of 6 levels for a Discipline).
For 50 points, he is not only a mentor, but also an
influential ally who can count for much in political
matters or help the PC efficiently (a Demorthén with
important powers, a noble with high political responsibi-
lities, or a high-ranking member of the Temple).
Depending on what the PC asks of him, the ally may
require services or money in exchange, but will generally
be ready to help.

-Characcer Creacion-



- ]:inancial, Case (]q'om 10 zo 50 Points):

The PC hails from a rich family or has somehow made a fortune. He can add the corresponding amount of money to his starting
sum: 20 azure Daols (10XP), 50 azure Daols (20XP), 10 frost Daols (30XP), 50 frost Daols (40XP), 100 frost Daols (50XP).

-D]ﬂrsicaL or (Mercal Aclvantac]e
(vou'iabLe cost):

The PC can be Strong, Smart, etc. With the Leader’s agree-
ment, one of the Advantages can be taken a second time to
improve its effects: this way, the PC can be a Colossus or be
Brilliant. Such an addition costs half the number of neces-
sary Experience points to earn the basic Advantage. For
example, the Strong Advantage costs 40 points; becoming a
Colossus will cost 20 more points, which means a total of 60
points for this enhanced Advantage. However, these enhanced
Advantages are rarer, and a PC can only choose one at creation.

@ Advantages or Disadvantages can also give

| bonuses or penalties when a PC uses one or several

" Domains. Remember these are not skill levels; they
will be written down in the appropriate places (noted
“bonus” and “penalty”) in the “Domains” part of the
Character Sheet. Bonus and penalty from different
Advantages can stack.

Here is a non-exhaustive list of the various possible
Advantages and their effects. Leaders and Players can draw
inspiration from them to create new ones.

- Beauciful (30 Points): The Character’s attractive
features give her a +1 bonus when she uses the Performance
and Relation Domains. By doubling this Advantage, she
becomes Magnificent and the bonus goes up to +2.

- Charismacic (30 poincs): Regardless of his
appearance, the PC has a certain natural charm or a particu-
lar gift for expressing himself. He has a +1 bonus when
using the Performance and Relation Domains. By doubling
this Advantage, he becomes Magnetic and his bonuses double.

- Good PNealch (HO Points): Being of a robust
nature, the PC is able to endure blows better. She has one
more box in the “Bad” category of her Health Condition
chart. She has a +1 bonus in Stamina rolls against diseases
and poisons. By doubling this Advantage, she has Iron
Stamina. She gets one more box in the “Critical” category of
her Health Condition chart and the bonus on her Stamina
rolls doubles.

- Good Sic]bt (30 Poin(s): The PC has a keen sense
of sight, earning a +1 bonus when using the Perception and
Throwing and Shooting Domains. If he takes this Advantage
a second time, he is a Hawkeye and doubles these bonuses.

- Incuicive (4O Points): The PC has a gift that makes
her feel her environment acutely. She has a +1 bonus when
she uses the Demorthén Mysteries, Relation, and Travel
Domains. By doubling this Advantage, she has a Sixth
Sense and doubles her bonuses.

- Keen hecu'inc] (20 Points): The PC has a +1
bonus to Perception rolls related to hearing. If the PC takes this
Advantage twice, he has a +2 bonus. Smell and taste can also
be made keen (each Advantage costs 10) and give a +1 bonus
to Perception rolls involving the concerned sense.

- Nisble (4O ];)oints): In Tri-Kazel, a light-footed
person is said to have “the foot of a Caernide”. It is the case
of the PC who earns a +1 bonus in her Defense rating as
well as in the Stealth Domain. The Feats Domain also bene-
fits from this bonus in appropriate cases (tumbling, clim-
bing, and evading). If the PC takes this Advantage a second
time, she becomes Agile and the bonuses above are doubled.

- Quick (20 Poinz,'s): Being quicker than average and
having good reflexes, the PC adds one point to his Speed
rating. By doubling this Advantage, he becomes Fast and
obtains a second bonus point.

- Swarc (4O poircs): Having notable aptitudes in
logic and reflection, the PC has a +1 bonus when she uses
the Magience, Occultism, and Science Domains. If the PC
takes this Advantage a second time, she is Brilliant and her
bonuses are doubled.

- Sorong (40 Points): The PC earns a +1 bonus in
the Close Combat, Feats, and Shooting and Throwing
Domains (except for crossbows or some Magientist artifacts
using mechanical force) and in situations where strength is
a determining factor. If the PC takes this Advantage a
second time, he becomes a Colossus. The bonus then rises
to +2 for the mentioned Domains.

- Scrong (Mind (30 Poinz:s): The PC is a hard
case. She gets a +1 bonus in her Mental Resistance rating. If
the PC takes this Advantage a second time, her personality
is a true Mental Rock and her bonus doubles.

- Scurdy (30 Poinz:s): The PC is particularly tough.
He earns a +1 bonus in his Stamina rating. He can hold his
breath, run, or perform any other endurance feat longer; he
also gets a +1 bonus for Feats rolls during extended actions
(running, swimming, and endurance). If the PC takes this
Advantage a second time, he becomes Relentless and the
bonuses above double.
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= ]:i(]]ﬁtincj Arcs (20 Points): Every Charac-
ter has what are called “basic” Fighting aptitudes. A PC
having a minimum rating of 5 in Close Combat can learn
particular techniques: Archery, Cavalry, Parry, Sneak
Attack, and Two-weapon Fighting. Learning a Fighting Art
is possible later in the game as well (see the “Experience
and Advancement” Chapter).

= Luckr (30 Points): The PC has luck on her side.
She adds a +1 bonus to her Luck rolls. If she enhances this
Advantage, she was Born Under a Lucky Star and has a +2
bonus to her Luck rolls.

Dlsadvantaqes

- Survival Inscincc (30 oints): It allows
the PC to obtain 1 more Survival point on his initial rating.
This Advantage can be reinforced to make the PC a Survivor
and double this bonus.

- Well - read (20 Points): The PC has atten-

ded university courses with assiduity, has spent long hours
studying alone, or has benefited from the teachings of a pre-
ceptor. Whatever her rating in Erudition may be, the PC is
able to fluently read and write. Moreover, the Character
obtains a +1 bonus when she uses one of these Domains, at
the Player’s choice: Erudition, Magience, Occultism, or
Science.

The number in brackets shows the amount of Experience points earned by taking the Disadvantage, within the limit of 80

points.

- Addiccion (20 oints): The PC is addicted to a substance, such as tobacco, alcohol, or another type of drug.
If she does not regularly have her dose, she will suffer from it (p.243). Additionally, the PC loses 1 Stamina point.

= D]ﬂ]/sicaL or (Nenrcal 'Disaclvantac]e
(vavicxbLe cost):

These Disadvantages penalize the PC by inflicting penalties
to his physical or mental abilities. For example, he can be
Weak or even a Weakling instead of being Strong or being a
Colossus; Nearsighted instead of having Good Sight, etc.
The bonuses indicated in the Advantages are inverted and
become penalties. This way, being Nearsighted inflicts a 1
point penalty when the PC uses the Perception and Shooting
and Throwing Domains. The gains are the same as the costs
of the corresponding Advantages minus 10 points.
Therefore, being Weak brings 30 points and Nearsighted 20
points, etc. It is possible to reinforce a Disadvantage; for
example, being a Weakling brings 50 points.

= Aftermatlﬁ (30 oints):

Aftermath brings a 1 point penalty in two of the following
characteristics or Domains: Health Condition, Stamina,
Feats, Relation, Defense, and Speed. For example, the PC
suffered a serious accident or an aggression, which has left
marks. He can have a Limp, which makes him lose one
point in Speed and one point in Defense. He can be Sickly,
his skin wan and his body weakened by a plague or a poison,
which brings the loss of 1 Stamina point and and removes one
box in the “Okay” category of his Health Condition chart.

- CSrem (30 Points):

Be it a noble, a powerful Magientist, or a Demorthén respec-
ted by his peers, someone has something against the PC, and
will do everything to hinder her. The Player can propose an
enemy that fits into the history of her PC, but the Leader
must validate—or not-this choice. If the PC already suffers
the “Adversary” Setback, this enemy will be added to the
first, with distinct motivations.

= ]:va(]iLe (20 points):

The PC does not have the necessary guts to fight to the bit-
ter end and still get back up in spite of pain or hardships. He
starts with one less Survival point.

= Dkobia (40 Points):

Following a traumatizing event that inflicted him a
Permanent Trauma point (which must be noted on the
Sanity chart), the PC has developed an undying phobia: an
irrational fear of water, heights, being locked up, dealing
with certain beasts or creatures, etc. The PC is considered to
suffer from the Phobia disorder as it is described on page
278. The effect of the Phobia depends on the state of the
PC’s Sanity. Phobia will be added in addition to the disorder
that the PC is likely to develop.

- ]3001~ (IO points):
Whatever her social origin, the PC is bankrupt. Whether she
is from the lower class or the nobility, she has very few
resources: she will only have a quarter of the sum given to
starting PCs, see step 10.

— S]w]/ (IO Points):

The PC lacks easiness and self-assurance in his relations
with others. This inflicts on him a 1 point penalty when he
uses the Relation and Performance Domains in public.

- Crauma (IO Poiﬂts):

Something, or someone, which must be determined, has trau-
matized the PC. This Disadvantage can be taken up to three
times and results in a Permanent Trauma point each time.

= UnLuckY (IO Points):

The PC subtracts 1 point each time she makes a Luck Roll.
She can reinforce this Disadvantage; the PC then has the
Evil Eye and the penalty is doubled.

-Characcer Creacion-



Mark has 100 Experience points for his PC. First, he chooses a Phobia of crowds as a Disadvantage. Since he was a child,
Johan has always been afraid of crowds for reasons he keeps deep within him. Therefore, he has 140 Experience points which
he uses this way: first, he chooses the Nimble Advantage for 40 points, then takes the Survival Instinct Advantage for 30 points.
With his 70 remaining points, he improves the following skills: +1 in Feats, +1 in Close Combat, +2 in Stealth, +1 in Percep-
tion, and +1 in Natural Environment. Mark writes down all of this on his Character Sheet. He has ten remaining experience
points, which he can use later (see p.229).

pg}m”c’] potenﬁaL ?

Potential is a rating that will be used during the fighting
phases. It represents the investment ability of a Character in
a given Fighting Attitude (p.216). The Creativity rating of a
PC gives the value of his Potential.

- At 1, the Character has 1 Potential point
- From 2 to 4, the Character has 2 Potential points
- At 5, the Character has 3 Potential points

Johan has a rating of 2 in Creativity, and therefore has a
Potential of 2. Mark writes this down on the upper left
corner of the second page of his Character Sheet.

2 Defense 525

During a fight, everybody has the ability to defend them-
selves against melee and ranged attacks alike. The Defense
rating is related to several qualities: the fighter’s ability to
analyze the situation, some degree of carefulness, and also
his knack for anticipating the actions of his opponent.

This rating is used as a Difficulty Threshold to determine if
an attack succeeds. The Defense rating can be adjusted by a
specific Advantage or Disadvantage. Experience also plays
a part, and the Defense rating can be improved as the
Character becomes more seasoned (see “Experience and
Advancement”).

To know the initial Defense rating of a Character,
| make the following addition: Way of Reason +

L7 Way of Empathy + 5

Johan has a rating of 3 in Reason and 5 in Empathy. Thus,
he has a Defense rating of 13, to which a 1 point bonus is
added because of his Nimble Advantage. Johan then has a
Defense of 14.

Pealch Condiciorn Charc

In a harsh world such as Esteren, it is often important to be
the faster one. The Speed rating will be used during fights
and in every situation where the quickness of the Character
matters. It relies on his reaction speed and his ability to
guess what is going to happen. Experience, as well as an
Advantage or a Disadvantage, can modify this rating.

To know the initial Speed rating of a Character,
make the following addition: Way of
Combativeness + Way of Empathy.

Johan has a rating of 4 in Combativeness and 5 in
Empathy. Being very intuitive and combative, Johan has a
rating of 9 in Speed.

S‘Ccu”ina A

Every PC has a basic rating of 10 in Stamina. This

rating represents the general health of the

Character, her ability to resist diseases, to recover
from her injuries, etc. An Advantage or a Disadvantage pre-
viously chosen by the Player can adjust this rating. Events
during adventures experienced by the PC can also change a
Character’s Stamina.

Johan survived a malignant disease when he was younger,
but it inflicted the permanent loss of | Stamina point. Thus,
he has a Stamina rating of 9. Mark writes it down in the
appropriate space, under the Health Condition chart.

On the Character Sheet, a chart gives the Health Condition of the Character. It registers the possible traumas the
Character has suffered and their consequences. The more boxes are filled in this chart (following injuries, diseases, poi-
sonings, etc.) the worse the Character’s Health Condition gets. The chart ranges from “Good” to “Agony”. Of course,
having a Health chart indicating the Agony condition while having a low Stamina rating does not bode well for the
Character’s chances to survive his injuries. For more details about the Health Condition chart, see page 239.
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Each Character has five different basic Fighting Attitudes: Standard, Offensive, Defensive, Quick Attack, and Movement.
These various Attitudes sum up the stances a Character can take during a fight. Remember that a fight is divided into Combat
Rounds, each one lasting a few seconds.

fight go smoother, the effects of each Attitude should be previously calculated and noted on the Character Sheet (in

the top part of the second page). To do so, the Player needs her Potential rating, as well as her Attack, Defense, and

Speed ratings. Also, note that for each Attitude, the full Potential rating must be applied: it is not possible for a Player
to modulate such changes, no matter what her Potential is.

Each Fighting Attitude significantly modifies the Attack, Defense, and Speed ratings. So as to make the phases of a
\ @

Aztack Razing

The Attack rating of a Character is calculated with the following addition:

Way of Combativeness + Domain or Discipline used for the
fight + possible bonuses (Advantage, etc.) = Attack rating.

There are many Domains or Disciplines that can be used in a fight
according to the weapon used. Close Combat and all of
its Disciplines in the case of melee fighting;
Shooting and Throwing and all of its Disciplines
for ranged fighting; the Magience, Science, and
Occultism Domains (and the Artifact Use or
Artifact Fighting Disciplines) to fight with a f
Magientist weapon. To calculate in advance A
the Fighting Attitudes, the Player uses the skill

he will use the most often during the game:
Shooting and Throwing for an archer, using a type
of artifact for a Magientist, etc.

Johan has the following basic ratings: 8 for his Attack
rating (Combativeness of 4 + Close Combat of 4), 14
in Defense, and 9 in Speed. He has a Potential of 2.

Here is how the ratings of the different Attitudes must be
calculated:

- Scandard Accicude:

Not being particularly aggressive or defensive, the PC
fights in a rather balanced way. The Potential is not used:
the Attack, Defense, and Speed ratings are indicated as

they are.

= Oﬂ:ensive Accicude:

By counting on an overwhelming attack, the PC will
tend to take more risks. The Potential is added to Attack
and subtracted from Defense.

In an offensive Attitude, Johan's Attack rating goes up
to 10 and his Defense rating goes down to 12.
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- Defensive Accicude:

The PC focuses on defense, trying to avoid
or to parry blows. The Potential is added to
Defense and deducted from Attack.

In a defensive Attitude, Johan's Attack rating
goes down to 6 while his Defense rating goes
up to 16.

= Quic‘& Accack:

The PC counts above all on acting first, even at
the cost of risks. The Potential is added to Speed
and deducted from Defense. Note that using this

Attitude will not necessarily mean that the PC has
the initiative; her opponent may still have a better
Speed than her.

In a quick Attitude, Johan s Speed goes up to 11 while
his Defense goes down to 12.

= ( l )ovement:

During a fight, it is possible to move a few steps, but sometimes, a Character
will want to use his entire action for moving. By using this Attitude during a Round, a Character can move about

ten yards, or even double that if he can run. It is also possible to use the Feats Domain to make special moves.

The Potential is added to the Defense rating, but no Attack can be made. If the Character himself was caught in a melee fight,

he can use this Fighting Attitude to withdraw. Leaving a fight is never simple and can have harmful consequences (see page

238 to know how to proceed).

In a Movement Attitude, Johan's Defense rating goes up to 16 and his movement capacity is improved. 217

Survival Points

Each PC has Survival points, the amount of which must be written down in the Character Sheet. The Player must keep track
of these Survival Points as they are used. These points stand for adrenaline, the last resort energy in critical moments when
the PC feels in danger.

The initial number of Survival points is 3, but it can be adjusted with Advantages or Disadvantages.

In a critical moment, a Player can decide to use one or several Survival points. The PC can then go beyond her limits,

ignore pain, or accomplish a desperate act by calling upon her courage or her innermost willpower. Such actions are
not necessarily physical: Survival points can be used for every type of action, given there is a feeling of urgency.

@ For each Survival point used, the PC suffers a temporary Trauma point, simulating the psychical exhaustion after a scene
during which she was very hurt or scared. These points are added on her Sanity chart and can lead to a temporary degra-
dation of her psychical health.

@ Used Survival points do not refresh. Therefore, each Player should think well about the most opportune moment to use
<’ them. However, it is possible to acquire new ones by spending Experience points.
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By spending a Survival point, a PC can obtain one of the following effects:

= ]loLL a Die ACJain:

By using a Survival point, the Player can make a failed Resolution Roll again, but the
result of the second roll will have to be accepted, even if it is worse than the first. It is not
possible to use a Survival point again for the same action.

- Igrore Dain:
During a Round, a Survival point makes it possible to avoid penalties from a bad health condi-
tion. If the PC is in a state of Agony but still alive, he can use two Survival points to empty
this box (which brings him in a Critical condition) and remain standing. During the first
Round, he also has the “ignore pain” bonus, which negates all wound-related penalties. Take
note that Survival points are of no use if the PC is deceased and will not allow him to escape
death.

Rindach oA

Rindath is the vital energy every thing is filled with, according to the
Demorthen. It is mainly used for manifesting their ancestral Arts.

This level is calculated according to the following formula, and then written
down on the back of the sheet, in the “Rindath” frame:

Way of Empathy + Way of Combativeness
K + Way of Creativity

p

The Player may now take some time to describe his PC in
the space left to that effect on the Character Sheet. He can
quickly go through his physical appearance and what cha-
racterizes him, such as his face and the way he behaves, his
size, his build, etc.

Johan has a tall, lean figure. His hair is short and most of the
time messy. His bony face, with skin weathered by the wind
and the sun, contrasts with his soft, clear eyes. His mended
clothes, on top of which he wears an old leather cuirass, are
a testimony to his long travels, as are the big leather bag, the
bottles, and the pouches hanging from his belt. He carries a
short sword, a short bow, and a quiver.

It represents the power generated by faith from which the elect of the
Temple draw to perform Miracles. The Exaltation level of a Character is
calculated in the following way, and then written down on the back of the
sheet, in the “Exaltation” frame.

Way of Conviction x 3

. Cquipwent

The last step of creation is to determine the material belon-
gings of the PC by using one of these two methods:

- At creation, each PC has a sum corresponding to 30 days of
pay at his disposal. Daily wages for each profession are indi-
cated on the following page. With such an amount of money,
each Player can buy whatever he wishes (be it weapons,
armors, miscellaneous equipment, or services) by referring
to the following pages.

- If Players and Leaders do not want to spend too much time
to determine the basic equipment for each Character, he is
considered to have the minimum equipment necessary to his
profession. Moreover, he will possess 2d10 azure Daols of
savings (or ember Daols if the “Poor” Disadvantage has
been taken).

A PC from the nobility or the middle class will not necessa-
rily be richer: he can belong to a bankrupt family, or be of
noble origin but without any inheritance, or have wealthy
but miserly parents, etc. It is possible to start with a richer
PC by having previously taken the “Financial Ease”
Advantage.



3 arious details are
Py given in this chapter
about the cost of

equipment, its availability,
average wages, etc. .

prices and

& quiPment

equi\'cxl.cnc]‘ becween Dc\ols

&=y 100 ember Daols (Ed) df_'a& -

AvaiLabiLit]/ of' ecluipment

]:reclueﬂt (]:]1)

10 azure Daols (Ad) &fl&\_\ 4

1 frost Daol (Fd) /5

Can be bought or traded almost everywhere, barring exceptional circumstances.

@ Common (CO).

Available in every community, except for the smallest and the most isolated ones.

@ Rare (RA):

Can only be found in great cities or in some sites producing it, commercializing it, or buying it for a local use.

(S ,xce];)t iomal (GX)

No distribution network, with demand either very low or, conversely, far above the available supply. Hard to find,

even in great cities.

Articles with no Availability attribute are considered to be Frequent by default, or Common in the worst case.

Ave raqe DaiL]’ \\)a(]es

@ Unskilled Manual Professions:

6Ed A

Examples: porter, rat catcher, laborer, waitress, stable boy,
agricultural worker, gardener.

@ Stilled (Manual Professions:

SEd A

Examples: Journeyman crafter (builders, carpenters, wea-
vers, dyers...), cook, carriage driver, seaman.

({w SCI’OLG.‘I'L CLﬂCl Aftlstlc D‘I'O‘FCSSLC”"S
10Ed A (lAd) A

Examples: musician, painter, preceptor, scribe, archivist,

doctor, alchemist.

@ Pazardous pfofessions:
& 10Ed A (1Ad) A
Examples: Varigal, mercenary, bodyguard, messenger.

— ————

These sample wages concern professionals of a reasonable
level. Renowned individuals, who are very experienced or
are experts in their field, can ask for much higher sums.
Moreover, those wages do not take into account the possible
advantages negotiated or granted by the employer: housing,
food, danger money, medical care, inclusion or replacement
of the tools for the profession, etc. They are set considering
that the money the employee earns is enough to buy food,
lodging, clothing, and to maintain his tools. Many
employees are lent a loft or sleep in a dormitory, and some
even eat at their workplace. Indeed, many employers would
rather pay with goods and services than with money, which
is often more cost-effective in the end. As a consequence,
those advantages are not necessarily high-quality ones, and
as a result, some employees still spend a good part of their
money to improve their ordinary fare.

Apprentices generally earn only half of the indicated salary,
or even less. Some are not even paid, and are only given
food and lodging, with some pocket money for a local festi-
val or for a special occasion. Guilds often put in place a
form of indenture: they take in the apprentice, who in turn,
incurs a debt toward the guild. This way, he commits him-
self to give part of his profits once he works on his own, or
to work during a given number of years for a reduced salary
to balance his debt.
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Shorc-cerm Services

These concern people who are paid for a short-term work (from a few minutes to one or two hours) instead of a whole day.
When business is good, those proposing them can expect fairly significant earnings compared to people with a dependable
income. Conversely, they are totally dependent on their clientele and their earnings can vary dramatically and unexpectedly.
In this case again, these are indicative numbers, particularly for notable and exceptional services.

Common Services: (washer, barber, porter, messenger, coach driver...): IEd A

@ Nocable Services: (public writer, minstrel, juggler, prostitute...): 2&d A

@chepcionat Services: (doctor, bodyguard...): 3CJA

Irns and Caverns Drice

Frugal meal Brandy 1Ed A,
(broth, meager soup, dry bread) 3Ed A, Liquor 3Ed A
Nourishing meal (hearty soup, bread, Pastry 3Ed A
cheese or omelet, dried fish) 5Ed A, Dormitory or common room 2Ed A
Wholesome meal (soup, bread, chicken Bedroom S5Ed 4
or roast, paté or pie) 7Ed A, Luxury bedroom (with a servant) 1Ad A
Ale 2Ed A, Hot bath 3Ed A,
Cider 2FEd A, Stable and fodder 2Ed A
Beer 2Ed 44

ToodscufFs

Eoodscuffs Price Avail.

Ham or dried meat 8Ed £ FR Two pints of oil 4Ed & CO
Fresh fish 7Ed & CO Jar of honey 1Ad & EX
Smoked fish 6Ed 4 CO Butter, per two pounds 7Ed &4 FR

Pie or paté S5Ed A FR Bread or biscuits 2Ed 44 FR
Two pints of ale 6Ed 44 FR Fresh fruits or vegetables 6Ed £ CO
Two pints of beer or cider 7Ed 44 FR Oats 3Ed & FR
Wheel of cheese 7Ed & FR Flour, per two pounds 3Ed & FR
Two pints of milk (goat, Boernac) 5Ed £ TR Tobacco, a jar 1Ad4h FR

Products without a unit of measurement or indication are enough to feed someone or his mount for one day. Nutritional defi-
ciencies are frequent, because of financial reasons, supply difficulties, and ignorance of nutritional principles.

(Medicire .

(MNedicine Drice Avail.
Healing balm 4Ed & CO
Herbs for headaches 2Ed & CO
Purgative 3Ed & CO
Analgesic herbs 2Ed & CO
Fortifying infusion 1Ed & FR
Febrifuge (fever-reducing) tea 1Ed £ FR
Clean bandages 1Ed & FR
Surgeon kit 3Ad& CO

Infusions, balms, and herbal concoctions are enough for one
day of treatment. A treatment can be very brief (for a sudden
headache, or digestive trouble), or require several days-or even
weeks-of daily care (wounds, infectious diseases).

Many minor health issues will probably be incapacitating, or
even deadly, if they are not treated with these typical prepara-
tions, which are commonly used. However, many diseases and
toxic substances require the use of specific remedies or anti-
dotes, which are often the only known way to cure the patient.
Whatever their form, they are from twice to five times as
expensive as the common mixtures and extracts, sometimes
more. In some cases, these common preparations can bring
relief to the patient without curing him, but they often have no
effect without the actual remedy. See the chapter on Health for
more details.

-Prices and ecluipment =



CLoC}sinq Arcicles

and Cossecics

Drice Avail.

Hemp tunic 3Ed & FR Linen dress 6Ed & FR
Linen tunic 4Ed A FR Underskirt 3Ed & FR
Wool tunic 6Ed & FR Apron 2Ed & FR
Linen cloak 4Ed A, FR Leather apron 7Ed A, FR
Wool cloak 6Ed £, FR Cap or bonnet 1Ed A, FR
Fur coat 1Ad4. CO Hide hat 2Ed &, FR
Clogs 1Ed & FR Furred hat 3Ed & FR
Rope sandals 1Ed A, FR Leather gloves 4Ed A FR
Leather sandals 3EdA. FR Hide gloves 3Ed & FR
Galoshes Wool jacket 5Ed £ FR
(leather shoes with a wooden sole) spqg A TFR Fur jacket 8Ed £ FR
Traveling boots 8Ed £ FR Leather jacket 6Ed & FR
Riding boots 8Ed 4, CO Makeup, cream 3Ed & CO
High boots, waders 1Adg, CO Hair dye 2Ed £ RA
Linen belt 3Ed A, FR Wig 1Ad & RA
Leather belt 4Ed A, FR Perfume 6Ed £ CO
Linen pants 3Ed 4. FR Washcloth 1Ed & FR
Wool pants 5Ed& FR Bar of soap 1Ed &, CO
Kilt 4Ed 4. CO Mirror (brushed copper) 6Ad & CO
Chasuble 9Ed A, CO Mirror (polished silver) 1Fd 7= RA
Linen shirt 3Ed A FR Tall mirror

Corset 6Ed &, CO (polished silver and glass) 4Fd 45 EX
Wool scarf 3Ed A, FR Hairbrush 1Ed £ FR
Hemp dress 4Ed A FR

Concainers and Dishes Dvice Avail.

Willow basket 3Ed &4, FR Plate (wood or ceramic) 1Ed A. FR
Backpack 1Ad £ FR Plate (porcelain) 3Ed £ CO
Handbag 6Ed £, FR Cooking pot 1Ad & FR
Water skin (4 pints) 3Ed £u FR Frying pan or saucepan 7Ed &» FR
Hide pouch 1Ed £, FR Metal flask (1 pint) 3Ed &2 FR
Large cloth bag 1Ed &, FR Small chest 1Ad4a FR
Quiver 8Ed £ FR Trunk 2Ad & FR
Bottle (ceramic) 2Ed A, FR Small cask 3Ad & FR
Bottle (glass) 8Ed A RA Barrel 6Ad &h CO
Bowl (wood or ceramic) 1Ed £ FR Bucket 2Ed &, FR
Glass (wood or ceramic) 1Ed & FR Wooden dishes 1Ed &, FR
Tin cup 2Ed A CO Kitchen knife 4Ed £ FR
Glass 1Ad& RA Big ladle 2Ed & FR
Tureen or dish 5Ed £ FR

]:uvni(ure Drice

Kitchen table 4Ad A Straw or bran mattress 3Ed 4
Willow chair 1Ad & Feather pillow 4Ed 4
Large armchair 3Ad & Straw pillow 1Ed 4b
Shelf 6Ed 4 Linen sheets SEd &
Rack 5Ed A, Wool blanket 1Ad PN
Cupboard or chest of drawers 1Ad & Coal stove 1Ad b,
Feather mattress 6Ed £a Wood oven 2Ad 4

-Prices and ecluipment =
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Renc, bY monch Drice

Bedroom, shack TAd A Comfortable house 8Fd 4.
Cottage, small apartment 1Fd (with a courtyard or a garden)
Large apartment 2Fd Farm (with a lean-to, a courtyard, 8Fd sa

Private house (with two floors) 4Fd 4%

Lo inqgs

and a stable)

An apartment or a cottage generally consists only of a modest bedroom, and a common room, which is also used as a kitchen.
Families who cannot afford more live without any real privacy. The facilities of the humblest bedrooms and apartments must
often be shared with next-door neighbors—when there are any facilities to speak of.

Large apartments and private houses have an actual kitchen, a living room, one to three rooms used as bedrooms, and a study
or a library. Private hotels and luxurious apartments have more rooms, which are often quite large, but on average, they are
from five to six times as expensive as indicated, or even much more. It also includes lodgings for domestic employees, so that
they are not a disturbance to the employers.

Renting “a farm” means renting the building itself, not the land surrounding it. Its owner generally sets its rent according to
its potential productivity. In practice, most of the time, it is paid for with the produce of the farmer’s work. Habitations have
no running water, apart from the upper districts of some great cities—mainly in Reizh—and a few rich owners. Heat is gene-
rally provided by a fireplace or a hearth, and rooms that do not have one are often freezing. Lighting comes from candles, and
as most people do not—or barely—read, they are as little used as possible

The price for buying a house or any other place to live is generally equivalent to between 100 and 120 months of rent.

Cfaw:Linq and Survival Cools Drice Avail.

Bear trap 2Ad 4, FR Grappling hook 7Ed &, FR
Tent (for one or two people) 1Ad &, FR Three feet of rope 1Ed & FR
Tent (for six people) 5Ad A, FR Tinderbox 4Ed £. FR
Tent (pavilion) 1IFd &, CO Saddle and stirrups (for a Caernide) 3Ad £ FR
Sleeping bag 4Ed &, FR Saddle and stirrups (for a horse) 5Adda CO
Fishhooks and reed rod 1Ed A FR
Various Cools Dricc Avail.
Spade, pickaxe 9Ed £ FR Precision toolkit
Hammer, sledgehammer 1Ad4y FR (for watchmaking, locksmithing, etc.) 2Ad 4 RA
Sickle 9Ed & FR Pitchfork 8Ed 4, FR
Saw 9Ed £ FR Smithing tongs 3Ed & FR
Scythe 1Ad 4, FR Anvil 6Ad £ FR
Crowbar 4Ed £, FR Trowel 2Ed 44 FR
Lumberjack axe 8Ed & FR Wheelbarrow 5Ed 4. FR
Sewing kit 2Ed & FR Plough 1Ad &, FR
Bellows 7Ed £ FR
Liq]’»tinq Dfice Avail.
Candle (lasts 2 hours) 1Ed & FR Oil lantern (lasts 2 hours/2 pints)  1Ad £ CO
Resin torch (lasts 2 hours) 3Ed £ FR Two pints of oil 4Ed & CO

Oil lamp (lasts 4 hours/2 pints) 4Ed &4 CO

-Prices and ecluipment =



\\)ritinc], paintinc], Dvawinq Dfice Avail.

Quill 1Ed &, FR Paper (a sheet) 2Ed A, CO
Paintbrush 4Ed A, FR Blank notebook (with about 50 pages) 1Fd +% RA
Charcoal 2Ed & FR Blank book (with a simple cover,

Chalk 1Ed &, FR and about 300 pages) 5Fd . RA
Black ink (a vial) 4Ed 4. FR Ruler and compasses 8Ed 44 CO
Colored ink (a vial) 8Ed £ CO Small chalkboard 2Ed & CO
Ink for illuminations (a vial) 1Ad £ CO Chalkboard 6Ed & CO
Parchment (a sheet) 1Ed & CO Magnifying glass 3Ad & RA
(Musical Inscrumencs price Avail.

Bagpipes 1Ad A, FR Tambourine 6Ed 44 FR
Horn or trumpet 8Ed £ FR Rebec

Flute 5Ed & FR (an instrument similar to a violin) 3Ad £ CO
Harp or lyre 2Ad £ FR Lute (a Tarish instrument) IFd 4% RA
(Means of transportc\tion pricc chtinq

Cart 1Ad 4 2Ed A Carriage 8Ad £ 3Ed4a
Small boat 2Ad A 2Ed A Stagecoach IFd 44 3BEd&
Fishing boat 1Fd 4. 4Ed & Sedan chair 3Ad & 1Ed A
CrcweLiﬂq prices price

Crossing a river in a ferryboat 1Ed &

Traveling in a boat (per day) 2Ad A

Bridge or road toll 2Ed A

Ticket for a stagecoach (per day) 1Ad PN

The (MNeans of CfansPorta‘cton

“Renting” is the price for a one-day rental. The drivers, por-
ters, skippers, or sailors are not included and must be paid
as well (see “Wages” at the beginning of the chapter). Boats
stay as close to the coast as possible. Almost no one would
attempt to actually cross the sea, and there are no average
prices for such services (and few captains that would be
interested in such an adventure anyway).

Tickets for a boat or a stagecoach include accommodations
for dining and sleeping. More expensive services can be
negotiated by travelers asking for some comfort, if it can be
managed... The prices are all-inclusive, and the travelers are
still at the mercy of the wind, the state of the roads, or of the sea.

Few stagecoaches are built to reach the communities in the
mountains. At the heart of the peninsula, a traveler will save
a good amount of money, but will have to be both hardy and
patient if he does not have his own mount. Some traders
organize caravans pulled by pack animals, and can accept
passengers at sometimes abusive prices. Going by foot is
faster, but more tiring.

Stagecoaches and boats have set itineraries, and a means of
transportation will probably have to be bought (along with
the services of its crew) to venture away from the existing
commercial roads. Giving the hired people a respectable
amount of danger money is recommended to avoid bad sur-
prises... in that regard, no sane owner will accept to rent a
means of transportation to people going to a place with a bad
reputation or with the intention of meeting certain dangers.

-Prices and ecluipment =
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Rc\w( Nacerials

(Miscellareous (Nacerials

price Avail.

Charcoal
Firewood
Timber (common)

Timber (exceptional)

Log (per piece)
Linen

Wool

Common dye

(red, blue, green, black, yellow...)
Rare dye (purple, gold, silver)

Mortar

4Ed & FR
3Ed A FR
4Ed A FR
8Ed & CO
1Ad &, FR
3Ed &4 FR
2Ed &, FR

2Ed A&, CO
1Ad A, RA
1Ed A, FR

Carved rubblestone, per 35 cubic feet

(made of sandstone or granite)

Brick, per 35 cubic feet
Tile, per 10 square feet

6Ed &, FR
5Ed £, FR
2Ed £ CO

Chalk, per 10 square feet
Straw, per bale

Glass (for a small window)
Glass (for a large window)
Bronze ingot (one pound)
Iron ingot (one pound)
Steel ingot (one pound)
Copper or tin ingot (one pound)
Silver ingot (one pound)
Gold ingot (one pound)
Retort or glass bottle
Acetic or hydrochloric acid
Cinnabar (mercuric sulfide)
Sulfur

Saltpeter

5Ed 4. CO
1Ed & CO
1Ad & RA
4Ad & EX
2Ad £ Cco
3Ad 44 Cco
5Ad &5 CO
2Ad & CO

2

2Fd 4h
1Ad &

8Ed 45 CO
2Ad & CO
3Ad £ RA
2Ad £ Co

Amounts that are not specified are to be understood as two pounds, two pints, or 10 square feet.

Livescock Price

Sheep 1Fd 4 Mule 1Fd

Caernide Horse 3Fd &

Boernac Shepherd or hunting dog 7Ad A

Pig Guard dog 9Ad £a

Ox £ Trained falcon 1Fd 4h

Chicken 2Ad A

Dagger 1 3yd 4Ed & FR Lead pellet

Sling 1 8yd 2Ed A FR (ten of them) / /  5Ed & FR

Javelin 9 4yd 8Ed 4, CO Arrow (a dozen) / i 7Ed £ FR

Bow D 20yd 3Ad & FR Bolt (a dozen) / / 9Ed A, CO

Crossbow 2 24yd 5Ad £, CO Range: It is the basic range of a weapon. Middle range

Francisca ) 2yd 2Ad A FR reaches up to twice the basic range, but incm's: a -2./7enall}'
2 on the Attack roll. Long range reaches up to four times the

Short spear 2 3yd 2Ad&éa FR basic range, and incurs a -5 penalty.

Assors Proteccion Price  Avail.

and Shields

Round shield (made of metal Plate armor 4 3Fd 4, EX

and hardened wood) 1 2Ad & FR P tBAr TR / 4Ed A FR

Osag shield (of rectangular Chain coif* / 8Ed & Co

shape, made of wood with Osag helmet

metal reinforcements) 1 2Ad & CO (only covers the skull)* / 1Ad 2, FR

Hilderin shield (of triangular shape, Open helmet

made of metal) 1 3Ad A RA (protects the skull,

Leather tunic 1 2Ad A FR the cheeks and the neck)* / 2Ad £ CO

Studded leather tunic 2 3Ad A CO Helm* / 4Ad A RA

Chain mail 3 7Ad 4, CO

Reed cuirass 2 1Ad &4 RA *Every suit of armor is supplied with the corresponding

Continental lamellar cuirass helmet. Not wearing a helmet brings a -1 penalty to the

(of leather and fetal) 3 IFd A RA Protection rating of the armor (the Protection rating

cannot go below 1).



(Melee Damaqe Drice Avail.
N

et pors

Dagger, knife* 1 4Ed A FR
Club 1 2Ed & FR
Crafting hammer 2 1Ad &, FR
Mace 2 2Ad £ CO
Iron-shod walking

staff (Carath) 2 8Ed A, FR

Francisca* (a light axe,

traditional in Tri-Kazel) 2 2Ad £h FR

Short spear* 2Ad A FR

Battleaxe 5Ad & CO

Long sword

(straight-bladed sword

of Osag origin) 3 7Ad A, CO

Gladius (short sword

of Continental origin) 2  5Ad & CO

Polearm (halberd, etc.

Two-handed weapon) 3 8Ad A RA

Long spear

(Two-handed weapon) 3 4Ad A CO

Javelin* 2 8Ed A CO

Maul (large

two-handed hammer) 4 1IFd & RA

Claymore (two-handed

sword) 4 1IFd £ RA
*Weapons with an asterisk can be thrown and are also pre-
sented on the chart on the previous page.

(Dagiencist Arcifaces Price Avail.

Crushing Pliers IFd & Co Mechanical Saw 8Ad & CO

Lighter 2Ad & CO Vision Glasses 1Fd 41 RA

Portative Nebular 3Ad & CO Tonic 5Ad & RA

Magientist Pulley 4Ad A, CO Mobile Flux Extractor 1Fd 4, RA

Driller-hammerer 8Ad A CO Energetic Gauntlet 1Fd 7 EX

-Drices and ecluipment =
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Flux C artriclcjes (1 clsam]e) Reizh Avail. Coaol Avail. Gwidre Avail.
Cartridge—mineral 7TEd £h CO 1Ad A, CO 12Ed A, RA
Cartridge—vegetal 9Ed £u CO 11Ed A, CO 15Ed 4, RA
Cartridge—organic 1Ad & CcO 15Ed &, RA I8Ed &,  RA
Cartridge—fossil 3Ad A RA 5Ad A EX 6Ad £  EX

The price of Flux on black markets (in Taol-Kaer and above all in Gwidre) can range from three to five times the average
price. Medium cartridges (3 charges) cost three times the price of a simple cartridge.

Flux jars (30 charges) are generally sold with a discount and cost the equivalent of 25 to 28 charges/simple cartridges. Their
availability is always one level below the cartridges’ (a jar of fossil Flux is therefore of Exceptional availability in Reizh, and
is almost impossible to find anywhere else).

Cquipment of Superior Q,uathr

Many articles can be of excellent quality. Clothes, weapons, furniture, and crafted items fit into these categories. Likewise,
some brands of cider or beer have an established reputation. Their price is entirely left to the Game Leader. An article of
“Frequent” Availability but of exceptional quality can be worth up to ten times its average price, or even more. ..

-Prices and ecluipment =



Weal:)ons, Armwors, and Cools of e’;xceP‘CtonaL Q;;aLi‘Cr

These weapons and armors are always of Exceptional rarity and their value can reach up to ten times that of an ordinary wea-
pon, or even much more. Their Damage or Protection rating is improved by 1 point. Some truly legendary weapons and
armors, often worn by heroes and sometimes given a name, have their Damage or Protection rating go 1 point higher, or even
2 points. Obviously, no one would think about giving them away, whatever the price offered...

Other items, such as tools, Magientist artifacts, or musical instruments, for example, can also give bonuses from +1 to +3
according to their quality.

Breaking Cquipment

A critical failure when using a piece of equipment destroys it.
It is possible to repair such an item, but the cost will be at least the original price. Incautious use of Magientist material can
lead to direr consequences (see the “Magience” chapter).

If a PC wearing armor or a shield takes a critical hit, he must roll 1d10. A natural 1 means that the Protection breaks.

A shield always breaks before a piece of armor.

O]:)t iomal RuLe:
maintainin(j equipment

By applying this optional rule, the Leader will add an aspect of management for
equipment by simulating wear and tear and the necessity of
maintenance.
The monthly maintenance of each piece of equipment
used intensively (meaning daily) costs one tenth of
the item’s price (which includes spare pieces, paying

a craftsman, etc.) or half of it if the Character has

an appropriate Discipline for repairing and suc-
ceeds in a Complicated roll (14).

. Each month of intensive use without maintai-
ning a piece of equipment will bring a -1
penalty when using it. When it reaches -3,
the item becomes fragile and breaks on a

natural 1 when used.

In the case of a badly maintained
protection, its chances of being des-
troyed by a critical hit are greater by 1
point for every month without mainte-
nance (until it reaches 4 chances out of 10
after three months of neglect).

-Prices and ecluipment =
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S ;cperience and

Aclvaﬂcemeﬂt

Carn ing < xperience po inTs

Three factors allow the Leader to determine the amount of XPs to give
at the end of each adventure. In general, for each adventure, the PCs
will receive between 3 and 15 Experience points. Each of the factors
being ranged from 1 to 5, the simplest thing to do is to start from an ave-
rage number of 3 XPs for each factor and then modulate it according to
the difficulty encountered, the result obtained, and the Characters’ deve-

lopment and portrayal.

the Characters will get to make rapid

progress in their skills and techniques.
The PCs will earn experience throughout
their adventures, which will be represented
by Experience points (XPs) that the GL will
award to the Players. These XPs will allow
them to improve their skills as well as other
secondary characteristics.

S hadows of Esteren is a game in which

Factors Experience Points
Confrontation 1to5
Progression of the plot 1to5
Interpretation of the PC 1to5

The Players just finished an adventure. The Leader estimates that it presented confrontations of a standard difficulty and that
each Player correctly relied on his skills to solve them: each PC gets 3 XPs. The group understood particularly well the ins
and outs of the story, and found the optimal solution: the Leader decides that all the Players deserve 5 XPs. Thus, each Player
gets 8 points. Now, the Leader distributes points for interpretation. A Player who correctly took part in the adventure while
not respecting the principles of his Character s personality earns 2 more XPs for this factor, while the two other Players who
convincingly portrayed the Ways and Character Traits of their PCs earn 4 more XPs each.

Confroncation

There are plenty of times in Shadows of Esteren where
Players will have to be brave or subtle to reach their objec-
tives. They may also have to deal with technical challenges
or the resolution of a mystery. This factor should reward
these various qualities according to everyone’s specialties.
The Leader can judge if a skill Domain was appropriately
used to solve a confrontation (be it Close Combat, Feats,
Natural Environment, Relation, Science, etc.). Every skill
can, at some time or another, be useful to solve a confronta-
tion. In a schematic way, these four types of confrontation
can be differentiated as follows:

- ]:i bc:
The Characters defeated an opponent, with brawn or brains.
They can also have gone through a physical ordeal with bra-

very and showed pugnacity and fortitude in adversity.

- Negociation:

Through force of persuasion, the Characters took a decisive
step toward the completion of the adventure. It can be hard
negotiations with a surly lord that were crowned with suc-
cess, the presentation of a project before an assembly that
accepted it, avoiding a war, or even convincing an opponent
to forgo his mad ambitions.

= m]fstefies:

Sometimes, a confrontation will take the form of solving a
mystery, properly carrying out an investigation, or using
intellectual skills to solve a problem. Characters who disco-
ver well-kept secrets should also be rewarded with XPs.

= Ceclwniques:

Technical challenges require the PCs to be clever and resour-
ceful to solve a problem: repairing an object essential for the
rest of the adventure, leading the group without any mishap
through correct orientation in the middle of the wilderness, etc.

(@ It is quite possible that a Character did not take
part in any fights, but did solve some kind of
\/ mystery during the adventure. If his companions
earn 3 XPs in Confrontation for their fights, he should also
earn points for having overcome this intellectual challenge.
In this way, each PC should have access to the Experience
points of this factor, whatever his profession. The harder the
confrontations are, the more XPs the GL should grant for

this factor.

pf'ocjfess{on of the Ploc

At the end of each adventure, the GL evaluates the way the
Players have progressed in the resolution of the plot. Have
they discovered the right clues? Have they correctly accom-
plished what their PCs needed to (protecting a person or a
convoy, recovering an object, etc.)?

Interprecacion of the PC

Shadows of Esteren is a game of atmosphere and the GL
should reward Players making efforts to convincingly play
their PCs, as they contribute to strengthening the mood.
However, the GL should be careful not to punish Players
who are shy and self-conscious by nature.

Experience for interpretation corresponds to how well the
Ways and Character Traits of the Character were portrayed.



O})t iomal ]luLe: Goincj Be]foncl the Charcs

In the case of particularly striking, clever, or brave acts, or to mark a crucial moment, the GL can distribute more than 5 XPs
for one or every experience factor. Through the game, after several adventures, the Leader can adjust the amount of points
given, by scaling it up or down, if the advancement seems too slow or, on the contrary, too fast to him. Initially, Shadows of
Esteren is a game that has been designed to allow a large margin of advancement for the PCs, while postulating that such an
evolution should take time and be deserved. But of course, the Leader is free to adjust this experience system so that it fits
his gaming style. For a more “heroic” kind of game, the Leader can go up to a gain of 30 XPs for each adventure.

Opt ional Rule: Alcernacive Calculacion o]c X,ps for ]:icjlﬂts and Conffontat ions

) In the case of an adventure depicting many important confrontations (be they physical fights, mysteries, negotia-
( tions, technical challenges, etc.), the Leader can use another calculation basis by distributing XPs for each confron-
tation. Obviously, by using this optional rule, the GL will come to go beyond the 5 XPs proposed by default for
confrontations. However, it is recommended to set a maximum limit of 20 XPs for each adventure, so as not to unba-

lance the advancement of the PCs.

Following a memorable adventure including two confrontations weapon in hand against dreadful Feondas, the resolution of a
crucial mystery, and the success of a highly risky technical challenge, the Leader decides to make exceptional use of this
optional rule. Instead of obtaining between I and 5 XPs for this factor, the Leader cumulates the different confrontations: 3 XPs
Jor each fight, 3 for the mystery, and 4 for the technical challenge. As each Player actively took part in all the confrontations,
he gives 13 XPs to each PC, to which he adds those for interpretation and the progression of the plot.

Spenclin(] < ;cperience points

At the end or before the beginning of a game session, each Player can spend XPs to
improve her PC. If the Leader allows it, this evolution can take place during play. The
main use is improving skill ratings: up to 5 for Domains; up to a maximum of 15 for
Disciplines. A rating in a skill can only be improved once per game session. However,
it is possible to improve several different skills. If the Character learns with a mentor,
fewer points have to be spent (the number is indicated in brackets). Here is a chart
summing up the necessary amount of XPs to reach the desired rating:

Rating to reach XP Cost
1 -5 (Domain) 10

25 (20)
40 (30)

6 — 10 (Discipline)
11 — 15 (Discipline)

Johan has basic knowledge in Stealth, with a rating of 2 in this Domain. Mark wants to reach a rating of 3, which will cost
him 10 XPs. Since he has remaining points, Mark also decides to improve his Side Roads Discipline from 6 to 7, which will

cost him 25 XPs.

Lear’nincl (MNechod

Generally, a PC learns by himself, from experience, but it
can be interesting to justify why he could develop a skill.
Thus, Players are advised to spend their XPs in a skill that
has been required during the adventure, or for which the PC
has shown interest. A PC can also progress in a skill he
never uses, in which case he will have to get the help of a
mentor, or spend time experimenting alone. Getting the help
of a mentor makes learning easier for Disciplines and
lowers the XP cost from 25 to 20 points.

The training will last one week to go up a point; double that
if the PC is alone.

From level 11 on, training with a mentor (with a rating at
least one level higher) can lower the amount of Experience
points normally required from 40 to 30 points. This can be
a source of adventures for the Leader, as it makes for a good
opportunity to introduce improvement quests for the
Characters. However, it is possible to reach excellence by
oneself, but it takes longer and is more demanding. The trai-
ning will last a month (half of that with a mentor) and
improving a Discipline by one point will cost 40 points.

-eﬂpefience and Advancemenc-

OptionaL ]luLe:

StaT'inc] ]:it

Being an Expert or a Master (with a rating of 10 and
more) in a skill is not within everyone’s reach and
requires regular practice. This optional rule makes this
aspect of the game more realistic. The Leader is free to
adopt it or not, according to the atmosphere he wishes to
give to his game. Each time the Player spends Experience
points to improve a skill other than one pertaining to his
fields of expertise, he must pay an extra tribute in XPs for
each one of his skills beyond 9:

Rahir is an Expert in
fighting with swords. He Discipline Rating | XP T ribute
has a rating of 12 in this

Discipline. Following a e 2
dangerous journey that 14 10
almost cost him his life,
Rahir  decides 1o 15 15
improve  his  Travel
Domain. In order to obtain a rating of 5 in Travel, he
spends 10 XPs, to which a tribute of 5 more XPs is added
because of his rating of 12 in Swords. If Rahir had another
Discipline higher than or equal to 10, he would have to
pay another tribute.

Such tributes are cumulative in the case of several exper-
tises, and stand for the energy necessary to maintain a level
of excellence while learning another Discipline.
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Learning [Fighting ;

ArtTs

Instead of specializing into a category of weapons, a PC can
learn a fighting technique (see the Fighting Arts' descrip-
tions, p.238). Learning a Fighting Art costs 20 XPs and
requires one month of intensive training. Normally, such an
Art is taught by a mentor who has mastered it; however, it
is possible to learn it by oneself by spending twice as many

Iwproving Defernse and -

Speed Razings

Throughout the adventures, a PC can improve her Defense
and her Speed. Each time she improves one of these charac-
teristics by 1 point, she ticks a box in the corresponding line
on her Character Sheet. A PC cannot improve her Speed by

more than 5 points, and her Defense by more than 10. From
the fifth bonus point, every extra point costs 30 XPs.

. Recovering Survival Poincs

XPs and twice as much time on it.

At creation, Johan had a

Bonus| XP Cost ow 21 i Diafonse

Acquir%n.g ex.perience rpakes i'F possible to improve the odds 3 30 ';;::’:g ; ;:L/ [I‘ 1 /”:,ﬁz ,/,L,Z:Z

of surviving in the hostile environment of Esteren: By spen- Mark spent 10 XPs to

ding 5 XPs, a Character can recover a spent Survival point. 2 15 improve this rating by

Note that it is in no way possible to go beyond the maximum one point. If he wishes to

number of Survival points indicated on the Character Sheet. 3 20 improve Johan's Defense

Johan has used two Survival points during the last adven- 4 25 ;’ SL')('""‘I l./mu. AI[‘I;A "I,”

ture. He only has one point remaining out of the original ru‘\'e AO"3P end s SEs
three. With the 35 XPs he has gathered over the time, he Ch 30 s ime:

decides 1o repurchase 2 Survival points for 10 XPs.
Whatever his amount of available Experience points, Johan
can never have more than 3 Survival points.

Sigil Rann and Rindach
Sigil Rann can be improved like a normal Discipline (see the previous page).
Moreover, each time a Demorthén takes a level in Sigil Rann, he earns a bonus to his maxi-

mum Rindath rating. Sigil Rann Level | Rindath
Such bonuses are cumulative: therefore, reaching level 9 gives 5 more Rindath points 6to9 5
(for a total of 20 extra points at this stage), then 10 at level 10, and 10 again at level 11, 10 to 13 10
etc. It is possible to earn a total of 110 extra permanent Rindath points.
14 20

These points do not mean that the vital energy of the Demorthen increases, but that 15 30

she hones her ability to commune with the spirits of nature to obtain their help.
. Learniﬂq a New Oq]ﬁam
Using an Ogham implies knowing how to get in tune with it. This training is simulated
by the expenditure of 5 XPs. Once it is done, the Ogham is permanently known. Miracles Eevel: | - Esaliation
@ lncreasinq Cxalcacion 6t09 5
The level of Exaltation shows the fervor adepts have for the Creator. Each time an adept 10 t0 13 10

of the Temple improves the Miracles Discipline, he earns a defined amount of Exaltation
points, which increase his maximum level as well: 14 20
As with the Demorthén’s Rindath, increases in Exaltation are cumulative. 15 30

@ Awakeninc] co a New (Miracle

When a PC is created, she can have access to a first Miracle. Through her journeys, she can awaken to other Miracles. Such
an awakening costs 5 XPs, but will only occur in a specific instance: indeed, awakening to a new Miracle always happens at
the occasion of a mystical scene. Until level 10, a PC can awaken to a new Miracle only once for each level of the Miracles
Discipline he earns. Beyond this, there is no limit. The Player tells the Leader what Miracle he would like to awaken to, and
must wait for an appropriate scene to do so.

Jonathan's Character, Erog, is a priest of the Temple with a level of 11 in the Miracles Discipline. Since he has reached this
level, Erog has not awakened to a new Miracle. As his PC has a reserve of 32 XPs, Jonathan tells the Leader he would like to
awaken to the Miracle of Purification. Some time later, Erog and his companions have to deal with a Feond infestation threat-
ening a small Gwidrite community. After the group has ventured into the lair of the beasts and as the fight rages, Erog calls
upon the One God to purify this place of corruption. The Leader has Erog make his Resolution Roll to know whether the
Miracle succeeds or not, If Erog manages to perform this Miracle, he is considered to have awakened to this new power: This
costs him 5 XPs. As Erog has a level of 11 in the Miracles Discipline, he can awaken to another power if it fits the situation.

-e;cpefieﬂce and Advarcesmenc-



hen a particular action is attemp-
W ted, or when the knowledge of the

PC is tested, the GL can ask a
Player to make a Resolution roll to determine
whether the intended action is a success or not.
In such cases, the Player then rolls a ten-sided
die (1D10) and adds the result to the rating of
the Domain (or the Discipline) that fits the
action, as well as to the associated Way. To suc-
ceed, the Player must reach a number higher in
value or equal to a Difficulty Threshold set by .
the GL. Thus, the Resolution System can be
summed up this way:

1010 + Domrain (or DisciPLiﬂe) it \Vaf must be lwicjlwet' i» value or equaL o che DiﬂficuLtr Chreshold

]lesoLut Yol

Srstem

/ r\ The GL should require Resolution rolls only when it is truly necessary, such as in the case of an action significant
) for the rest of the adventure, for example. Remember that such a Resolution roll should never replace a Player’s des-
\/ cription of his action (see the paragraph “Using the System” on pages 175-176).

Cxamples of Resolution Rolls

To determine the result of actions requiring physical strength or agility (when the PC wants to bash a door, jump from one
roof to another, etc.), the Feats Domain, associated to the Way of Combativeness, is used by default. When the PC tries to be
convincing, to barter, or generally speaking, to be persuasive, the GL will ask for a Relation roll, associated with the Way of
Empathy, etc. By default, each Domain has a Way associated to it. Thus, its rating will be used for each Resolution roll rela-
ted to this skill field.

K@ Level of Oina Domain: If the PC has a level of 0 in a Domain, he can still attempt the action, simply by using the

= Way rating associated to the Domain, and the die roll.

@ Ocher Cn)es of Resoluzion Rolls: The Resolution System will take many forms, as it can be used in various cir-
cumstances related to the PC. For example, instead of adding the rating of a Domain to the rating of a Way, the Player

can use other attributes, such as Stamina (to measure physical resistance), Sanity, or even Way ratings directly. Some of these

particular cases are described in the associated chapters of the system, but they all work in the same way: the result of the D10

added to the rating in question must exceed the Difficulty Threshold set by the Leader.

@ Defaule Domains: In the Shadows of Esteren books, when a Resolution roll is required, the required Domain is gene-
rally indicated by default. If a PC possesses a suitable Discipline in the Domain in question, she can use it, of course. For

example, during a scene in which a PC falls into water, a Feats roll is required to escape the current; a PC with the Swimming

Discipline can obviously use it.

When the Discipline is directly mentioned, it means that it is necessary for this type of action (for example, earning bonuses

to resist a disease with the use of the Medicine Discipline). However, except in particular cases, it is possible to attempt the

action by using the rating of the associated Domain, when lacking a Discipline.

Optional_ RuLe:
picking anocher \Var

This optional rule makes it possible to use a different Way than the one usually associated with a
Domain to attempt an action. Such use of an alternative Way must be justified during the action at
hand. For example, a combative PC (with a major rating in Combativeness) will probably attempt to
solve some situations with this Way. The Travel Domain generally relies on his Empathy; his ability
to stay alert, and to be aware of the environment or his mount. He may possibly use his
Combativeness instead of his Empathy in a case where his survival is at stake and where his pugna-
city could logically contribute.

Using another Way should not become a habit, and each case is subject to the approval of the GL.
The Player must explain how his PC will use this alternative Way for the action at hand.

If an action is failed when an alternative Way is used, the result will have more harmful consequences
than an ordinary failure with the default Way. Let’s imagine a rather creative PC trying to convince
soldiers to let her in. Instead of using the Way of Empathy normally related to the Relation Domain,
the GL authorizes the Player to use her Creativity. Indeed, the Player explains to the rest of the group
that her PC improvises a fanciful story to fool the soldiers. Should she succeed, everything goes fine:
the soldiers buy it and they obey. Should she fail, they may not appreciate such a trick and decide to
put her in jail for a few days in order to teach her a lesson.
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Che DifFicuLt]/ Chiresbhbold

This threshold is chosen by the GL before a Resolution roll,
and takes into account the difficulty of the intended action:

Difficulty Level Difficulty Threshold . . ! .
The theoretical difficulty of an action can be largely influen-
Easy 8 ced by the circumstances. Climbing a wall on a sunny day
ith the help of comrades cannot be compared with climbin
Standard 11 i Do, ) >Omp &
et the same wall in the middle of the night, alone, and under a
Complicated 14 driving rain.
Difficult 17 Here are some typlf:al cucurpstances 11}ﬂuen01ng the od.d.s of
succeeding an action: particular environmental conditions
Very Difficult 20 (pitch dark, dazzling sun, fog, rain, snow, tempest, etc.),
Excepfional 25 taking one’s time or bglng in a hurry, belng assisted by a skil-
led Character, not having the appropriate tools, etc.
Heroic 30 In such cases, the GL can decide to take the Threshold one
level higher or lower. If there are several factors involved, the
Superhuman 35

Threshold might even change by two levels.

@ Aucomwacic Success and ]:ail_uve

" A PC may be skilled enough in a Domain and have a strong enough Way for the addition of both numbers to go over the
Difficulty Threshold defined by the GL without having to roll 1D10. Success is then considered to be a given and it is not
necessary to roll a die.
Sylviane has a rating of 10 in the Riding Discipline and of 5 in the Way of Empathy. While being chased, Sylviane must jump
over a chasm that would have normally required a Complicated Travel roll (14). However, Sylviane already has a rating of 15
by adding up her Discipline and her Way. It is an automatic success and the GL describes how the PC crosses the gap.

It may also be that an action is clearly out of reach for the PC, either because the Threshold to reach is too high for him, or
because the action planned is unrealistic or goes beyond human abilities. Although it is possible to outdo oneself, no one can
cross the limits of the human body or mind without some exterior help, be it mystical or technical. The GL warns a Player if
the action he has in mind is impossible. Trying anyway will automatically lead to failure.

Success and ]:aiLufe (@] )ou*clins

Sometimes, it can be useful to know the degree of the success (or failure) of an action. This is measured by the margin of suc-
cess or failure, which is the value obtained by subtracting the Difficulty Threshold from the result of the Resolution roll. The
greater this value is, the more important the success or the failure is. This margin has no direct impact in terms of rules, but
it will help the Leader and the Players picture the way an action succeeds or fails, and spice up the descriptions of the scenes.
To succeed in an action with a margin of 10 or more is considered remarkable, while failing with a margin of 10 or more is
catastrophic. By contrast, failing with a margin of only a few points will lead to an action that was a near success, and vice
versa.

Sylviane is trying to convince villagers to forsake the use of a Magientist artifact. The Leader considers it a Difficult action, for
the action takes place in Reizhite territory, and the machinery in question allows sizeable production gains. Sylviane will have
to succeed in a Difficult (17) Relation roll. As she has 3 points in the Relation Domain and a rating of 5 in Empathy, Sylviane
will have to roll at least a 9 to reach the Threshold. Not an easy one! Unfortunately, the die gives a result of 2 (which makes a
total of 10 on this action). The failure is resounding, with a margin of 7 points: the GL depicts the annoyance of the villagers,
who violently send the Demorthén packing.

@ Ouc O‘F Reaclﬁ Accions

= It is possible that a Character cannot theoretically suc-
ceed in some actions because of too low a skill and/or Way
rating. In such a case, obtaining a natural 10 on his die roll
(the “0” side of the die) will assure a close success in any
attempted action with a Difficulty Threshold of 17 or less.
If the Character has a rating of 0 in a Domain, he can
attempt an action (except in Domains requiring studies, see
p-195), but his success will always be considered to have a
margin of 0, which means a close call.

Sylviane is being chased by beasts. It is pitch dark and a driving
rain might make her fall at any moment. As a last resort, she
tries to climb up a tree so as to escape the hungry horde. The
Leader considers that this is a Standard (11) action, but that
night and rain make the action Difficult (17). Unfortunately,
Svlviane is only a novice climber; her Feats rating is 1, and her
Combativeness is 3. She should obtain 13 on her die roll to
succeed, which is impossible! Her only chance is to roll a
natural 10 to succeed in her action...

= Resol,ut ion ST'stem =



Cricical Success

If the Character succeeds in an action by obtaining a natural 10, he must roll
1D10 again. If he gets another 10, he achieves a critical success. Every other
result on this second roll will have no particular effect. Such a success can be

treated in two different ways. First, it can bring a 5-point bonus to the roll or
another concrete effect (see below). Note that these bonuses do not apply to
actions that succeeded through this means when they were otherwise out of

reach (see the previous paragraph). Here are some examples:

@ Figheing .
A critical hit increases the damage by 5 points.

@ heaLincJ:

The patient is instantly healed of 5 damage points.

persuasion:

Not only has the PC convinced his interlocutor, he has also

probably charmed him. He has a +5 temporary bonus when dea-
ling with this interlocutor.

Some situations or actions, described on the related chap-
ters, trigger a particular effect on a natural 10, without
having to roll a die again.

OptionaL Rule:

The other way to treat a critical success is to leave
its effect entirely to the discretion of the Leader, so
that she can adapt it to the current scene. The pur-
pose is to reinforce the dramatic impact of such a
success, so as to accentuate the mood and make the
moment unforgettable. Another option, left to expe-
rienced Players, is to let the Player who has rolled
the critical success describe the ensuing effect.

Cricical ]:aiLure

Failing an action by rolling a natural 1 on the die roll (the “1” side
of the die) means that the Player must roll 1D10 again. On a new
result of 1, he suffers a critical failure. Every other result on this
second roll will have no particular effect. Not only will the action
attempted by the Character be a complete and utter failure, it will
also have negative effects. Using the example of a Character
trying to convince a crowd, a critical failure will not only leave
everyone unconvinced, but will also trigger a violent riot among
the assembly. Usually, a critical failure brings a 5-point penalty or
a concrete negative effect, which can be improvised by the Leader
to fit the scene. Here are some examples:

]:eats:
The PC gets hurt for 5 damage points.

@ Cra T

The failure breaks the tools used and possibly inflicts 5
damage points if hazardous materials are used.

7 heaLincj:

&‘_-‘9’ The state of the wounded person gets 5 damage points worse.

@ ]:1 I’\CU‘)

The ﬁghter breaks her weapon.

OPC ional ]lul,e:
Be]/oncl Liowics

With this optional rule, a natural 10 can allow a
Character to outdo himself by succeeding in an action
with a normally inaccessible Difficulty Threshold for
him. This situation can only be applied if the Threshold
is directly above the one that is normally the limit.

Sylviane attempts to translate a very complex ancient
text. The GL considers this translation to be of Excep-
tional (25) Difficulty. However, Sylviane has a level of 9
in the Ancient Tongue Discipline and 5 in the Way of
Empathy, which allows her to reach a maximum result of
24 (with a result of 10 on her die roll). Short of a critical
success, this translation is normally out of reach. But if
the GL uses this optional rule, a natural 10 on her die roll
can allow her to reach the Exceptional (25) level, which
is directly above the maximum level she can reach.

Choosing to adopt this optional rule will give your game
a more heroic feeling, in which characters will be more
likely to go beyond their limits at crucial moments.

= ResoLut ion S]fstem =
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Comncesced Accions

When two Characters do actions that oppose each other, each one rolls a regular Resolution roll. The one with the highest
rating wins the contest. In this case as well, a success margin can be used to evaluate the degree of the success obtained; here,
it will be the difference between the two results. A draw means a tie between the two opponents. Persuasion is a particular
case: a Character being persuaded (with the Relation Domain) can, if he wants, use his Mental Resistance rating or his Way
of Empathy instead of his rating in the Relation Domain.

Ces‘c‘ing

The Players have most probably noticed that high ratings in Ways bring benefits in using the Domains and Disciplines. This
way, a Character with 5 in Creativity can use her inspiration and her resourcefulness each time she makes something (Craft
Domain); likewise, her knack for improvisation can help her during fights (as Creativity is used to calculate the Potential
rating). But these high ratings in Ways can become serious hindrances in some situations—called Tests—in which it will be bet-
ter to have the lowest rating possible... Thus, a high Combativeness is much more likely to lead to violence, the same way
that a high Creativity can easily lead to rebellious acts. Each Way hides a Fault that can manifest at critical times.

Che ]:ive ]:auLts

@ Passion (Combativeness): this Fault manifests itself through fits of violence or anger, an excessive love or hatred, an

irrational enthusiasm, an out-of-proportion pride, taking dangerous risks, etc. When someone or something irritates the
PC, when it is related to something he strongly loves or hates, when he undergoes humiliation or comes to take risks, he will
be tempted to react in an impulsive way if his Fault gets the better of him.

. Subversion (Creativity): Subversion comes under the form of constant non-conformism or all-out eccentricity; the
inability to abide by a rule or to adapt to a system. When Subversion overcomes a Character, she will not listen to what
she is told, will disobey and have it her way, without caring about the consequences.

@ lnﬂueﬂce (Empathy): this Fault can manifest itself

when a PC risks being influenced, moved, or generally
speaking, filled with the intensity of the events around him.
When Influence takes over, the PC is overwhelmed by what
he is going through and may take strange decisions or behave

The Intemeta‘cton of
lcs

in a disconcerting way.

@ Doubc (Reason): when facing an important dilemma,

a Character can be beset by a doubt that will hinder her
or stop her in her tracks. This can apply to social or intellec-
tual situations, but also to physical prowess: being overcau-
tious, the Character, stricken by doubt, will hesitate, not kno-
wing what to do.

@ Guilc ((?onviction): When the PC has to betra.y
=" someone, lie, or accomplish acts that go against his
moral codes, his guilt and moral principles can catch up with
him, leaving him in an awful state of hesitation. If he decides
to accomplish the act at hand nevertheless, the Character will
be consumed with remorse and a feeling of guilt. The princi-
ples in question can be of any nature: religious, social, perso-
nal, etc. and differ according to each Character.

CTescRoll

Like the Ways, the Faults can be given many different
interpretations. The Player is left to characterize how a
Fault can manifest with his Character according to the
context. Thus, for Combativeness, a pugnacious warrior
and a passionate bard could both have 5 in
Combativeness and doubtlessly express their Passion in
a very different way. Context can also make the manifes-
tations of a Fault vary strongly: an act of betrayal from a
person with a strict code of personal conduct and the
transgression of a religious taboo do not have much to do
with each other, yet they both involve Guilt.

Moreover, Faults combine with each other. Thus, a PC
with high ratings in Passion and in Guilt will probably be
led to commit acts on the spur of the moment, but will
regret them very strongly thereafter... The Fault with the
highest rating will generally overshadow the other.

A Test roll is a very particular Resolution roll that makes direct use of the Ways. To succeed in a Test, the Player rolls 1D10
and the result must bypass a Difficulty Threshold, which will be represented here by the rating of the implicated Way.
According to the intensity of the event or the context, the Leader can add from 1 to 3 points to the Threshold.

1DI0 musc be above che Diﬂficul,ty Chreshold (\Va]/ ratinq ig modifier)

If she succeeds, the Character temporarily surpasses her Fault, but new solicitations can lead to a new Test. If she fails, she
falls under the influence of the Fault for ID10 minutes. A natural 1 is always considered a failure. The Player is then encou-
raged to play or describe the Fault besetting her Character the best she can. If the Player does not manage to do so, the Leader
can tell on her behalf the way her Character behaves.

= ResoLuC ion SYstem =



Wken CCS'CS sl‘»ouLd be Used

These specific Resolution rolls have been designed to stress a particularly important moment of the story, when the PC ends
up in a critical situation. They should remain rare and the Leader can do without asking for such a roll if the Players correctly
portray their Characters by themselves.

Here are some examples of Test rolls:

@ Passion: Jos is a scholar with a rating of 4 in Combativeness. He is involved in a debate of the highest importance in which
< taunts spring from all sides and tension is palpable. Malik, the person playing Jos, shows his Character’s anger as his compa-
nions try to calm him down before things turn out for the worst... In this case, the Leader does not need to ask for a Test roll for
Jos as his Player gives a correct interpretation of the combative temper of his Character. Should Malik have remained completely
stoical, the Leader could have asked for a Test roll to determine if his Character was overcome by his boiling temper.

@ Subversion: Fiona is a seasoned fighter with a rating of 4 in Creativity. Exhausted, she finally reaches the gates of a
= castle to deliver a vital warning and is asked to surrender all of her weapons before entering. The clock is ticking! Knowing
how important the stakes are, Caroline, who plays Fiona, entrusts her equipment to the soldiers without complaining. The Leader
asks her for a Test roll, for it is possible that Fiona could do things her way and try to keep a dagger on her, without thinking
about the possible consequences...

@ lnﬂuence: Rhys is a young Demorthén with 5 in Empathy. When exploring an ancient network of underground tunnels
=" with his companions, he stumbles upon remains probably dating back to the Aergewin. The runes and the pictures engra-
ved on the rock fascinate the Demorthén. Maybe this place was of paramount importance in the ancient times? Suddenly, inhu-
man growls can be heard from the darkness. Fleeing is necessary, and Rhys’s comrades at arms insist that they must leave this
place. The Leader can ask for a Test of Empathy: the very peculiar atmosphere of this place could very well overcome the
Demorthén to the point that he would remain on the spot, hypnotized by what he feels, and taking senseless risks in the process.

@Doubt: Seren is a Magientist with a rating of 4 in Reason. Chased by what appears to be mercenaries hired by a
Magientist Lodge, she ends up cornered on a balcony. She is at a dead-end! The only solution would be to run and attempt

a jump to reach the roof of the house in front of her... a quite uncommon situation for a well-learned young woman used to the

studious atmosphere of the libraries of the Reizhite capital city. Moreover, there is a high risk of falling to her death! The Leader

asks the person playing Seren for a Test roll linked to Reason: it is possible that the young woman would find herself paralyzed 235

by doubt, hesitating to attempt this dangerous jump. However, these few moments of indecision could e T

prove to be fatal as the mercenaries rush at her with their weapons drawn.

@ Guilc: Enor is a priest of the Temple with 5 in Conviction. He and his comrades must
absolutely leave a region that is about to be attacked by an imposing enemy army.
However, by departing immediately, they are surely dooming a small commu-
nity that has not been warned... Enor, beset by his principles, tries to
convince his friends to turn back, go to the village, and orga-

nize an evacuation of the population that remained there. ‘5:\ /f

The Leader does not need to intervene, since Enor’s Player, \ !__’.

Alan, is giving a correct interpretation of the strength of the ! B l
|

moral principles of his Character.

Pl Rl

Sometimes, chance may determine a good part of an
event’s outcome. For example, the PC is chased and ends up
in a dead-end: will he find a ladder or a manhole to make
his escape? Another wants to create an antidote and needs

a particular ingredient: can it be found in the only shop of
this isolated village? Of course, the GL may arbitrarily
decide this, but he can also resort to having the Player
make a Luck roll. The GL determines a Difficulty
Threshold between 2 (very likely) and 9 (very unlikely).
The Player then rolls 1D10 and must reach or go beyond the
Threshold to be lucky, and his roll can be modified by an
Advantage or a Disadvantage. A roll of 1 always means a
stroke of bad luck and a 10 some great fortune.

-ResoLu‘C ion SYsCem-
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BBl Riosd

During a Round, each participant attacks, defends, moves,
etc. A Round lasts about six seconds, and a fight should
generally only last a few Rounds. A Round is composed of
several phases, the order of which must always be respected:

1. Determination of the order of action
2. Announcing Attitudes

3. Resolution of action

4. Calculating damage

- Order of Action

To determine the order of action, there are two ways to proceed:

1. Compare the Speed ratings. This is the simplest and quic-
kest method.

2. Each participant rolls 1D10, to which he adds his Speed
rating. This method makes the fight somewhat slower, but
it favors suspense.

The one with the highest rating gets the initiative and

becomes first in the order of action. Characters with the

same rating act simultaneously. If several combatants are
engaged in the same melee, the order of each one is establi-
shed this way. At this moment, only the Quick Attack

Attitude can be announced, which has the effect of improving

the Character’s total Speed rating. Each Player intending to

use this Attitude must announce it immediately; otherwise,
the GL may proceed to the following combat phase.

Elen is fighting a brigand. She has a Speed of 7 and gets a
6 on her D10, which amounts to a total rating of 13. The
brigand has a rating of 8 and gets a 7, which makes a total
of 15. Thus, the brigand is the fastest; he is first in the
order of action.

2 ]:&jhﬁnrj Accicudes

Each protagonist announces the Fighting Attitude he has
chosen; the slowest one—which means the last one in the
order of action—speaks first, and the fastest one is the last to
decide. This represents the fact that the fastest Character
evaluates the intentions of his opponents and manages to
precede them.

O
O

The choice of the Attitude must be announced
quickly; if a Player hesitates, the PC is considered
to be indecisive and his Attitude will be Standard
by default.

The Attitudes are described in the Character
Creation chapter, p.216.

fight is divided into Rounds, at the
Abeginning of which each Character
chooses a Fighting Attitude.
Fighting in Shadows of Esteren is quick
and violent; it is often better to avoid a

confrontation or be sure to defeat an oppo-
nent quickly.

Since Elen is the slowest (the last in the order of action),
the GL asks the Player which Fighting Attitude she
chooses. She picks the Standard Attitude. The GL decides
to use an Offensive Attitude for the brigand.

3- Resolution of Action

Each fighter then makes his Resolution roll according to the
order of action. The Attack rating is used, to which the result
of 1D10 is added. The Difficulty Threshold to beat here is
the Defense rating of the opponent. If the result of this roll
surpasses the opponent’s Defense rating, he is hit.

The Attack and Defense ratings are adjusted according to
the chosen Attitude; they are indicated on the Character
Sheet for the favored weapon so as not to lose time calcula-
ting them in the middle of a fight.

The brigand has the initiative. The GL rolls a 5 on his die,
which added to his Attack rating in an Offensive Attitude,
gives a total of 15. Elen, having a Defense rating of 11, is hit.

4 Ca.LcuLatincJ the 'Damac’le Poincs

A successful Attack roll means that at least one blow has
been dealt during the Round. If such is the case, the Player
adds the damage of his weapon to his Attack roll. The
Defense of the opponent is subtracted from this total rating,
which will give the success margin of the attack. Finally, the
Protection rating of the opponent is removed from this mar-
gin of success (these subtracted points represent the damage
absorbed by the defender’s armor) in order to know the
inflicted damage points.

Attack roll - opponent's Defense (+ weapon damage) =
Margin of Success
Margin of Success - Protection rating = damage points

For each damage point, the Player ticks a box in the Health
Condition chart of her Character Sheet. The received
wounds are cumulative and the Player ticks boxes each time
she suffers damage. A gash can become a fatal wound if the
PC is already in a dire state. Damage is inflicted from the
success of the attack, which can immediately impose penal-
ties on the wounded opponent. Suffering an amount of
damage points in excess of one’s maximum total of Health
points in one blow always results in instant death. Take a
look at page 239 to know more about managing Health.
Thus, initiative can be of capital importance; it is indeed
possible that the fighter with the initiative deals an incapa-
citating blow to his opponent, who will then be unable to
strike back.



The brigand got an initial Attack rating of 15, to which the Leader adds the damage inflicted by his weapon (2 points). Elen’s
Defense level (11) is subtracted from this total rating (17), which gives a margin of 6 damage points. Fortunately, Elen wears
thick leather armor that soaks up 2 damage points. Still, the brigand deals 4 damage points, resulting in a nasty gash. Camilla,
who plays Elen, ticks 4 boxes on her Health Condition chart. Her condition is still Good, so the wound causes her no penalty.
As Elen is still standing, her attack proceeds: Camilla rolls an 8 on her die. Added to her Attack rating in a Standard Attitude,
her Attack roll reaches 16. The GL takes a look at his notes and sees that the brigand has a Defense of 10, because of his Offen-
sive Attitude. Elen hits her opponent! She can add the damage inflicted by her weapon (2). The Leader subtracts the Defense
of the bandit (10), as well as his Protection rating (2), from the total rating (18). Elen still inflicts a serious wound of 6 damage
points. As the dice are rolled and the ratings are compared, the GL and the Players can describe the scene so as to make it
more vivid: “Elen, the brigand charged at you and cut your lefi side. Without your armor; this could have been a serious
wound!" Following her good outcome with the die, Camilla goes on with the description: “I strike back and ferociously slash
his arm! Luckily for him, his armor has partially deflected my blow!”

Cord of: che ]lound

Once everything is resolved, the Round ends and a new one may then begin. As it has already been mentioned, wounds incur
penalties that apply to all rolls (attacking, moving, etc.) but also to Defense. These penalties apply to every following Round
and persist as long as the Character has not been healed. The chapter dealing with Health gives details about these penalties
(see p.239).

Elen is in Good Health Condition as she only has 4 boxes ticked on her chart. Therefore, she suffers no penalties for the new
Round. If she takes more damage and moves to the following line of her chart, she will suffer a 1-point penalty on her Defense
and on all her actions.

Dcu“c icular Combac Condicions

Of course, combat is not limited to two opponents fighting . Ambush

: A e For an ambush to work, the attacker must wear no
face to face without any other particular condition. Here are ) :
. b o : metallic armor or cumbersome equipment, and must sneak
some typical situations and how to deal with them.

by without being noticed (which implies one or more suc-

cessful Stealth rolls on her part). Once she is in range, the
@ RADIS Combars ambusher can attack and eaIr)ns a free Round duringgwhich
her opponent cannot strike back. The victim cannot benefit
from the protection of his shield or from an Attitude giving
him a bonus to Defense. The attacker chooses her Fighting
Attitude as usual. In most cases, this grants a +2 bonus for
an attack from behind, but if mastered, the Fighting Art of
the Sneak Attack (p.238) can obviously be used.
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— Ranged combat is dealt with like a regular Attack roll,
with the obvious difference that the Shooting and Throwing
Domain determines the Attack rating. A penalty will be
applied according to distance: -2 at middle range, and -5 at
long range. The weapons’ ranges are indicated on page 224.
If the target is moving at a running pace, the shooter suffers
a -2 penalty, or -5 if its speed equals that of a galloping
horse. The various fighting Attitudes can be used: in a
Defensive Attitude, the Character will try to take cover or
focus on attacks that may possibly target him; in an
Offensive Attitude, the Character focuses on his target,
neglecting his defense; in a Quick Attitude, the PC’s
arrow is fired as soon as his bow is drawn.

€
- .

@ Gfoup Combac ~ \* ) IT’
Most group combats can be managed as a N -

series of simultaneous one-on-one combats. o

For example, if a group of four PCs are in a S". 4

fight with five opponents, each one will fight 7

against an opponent, except for a PC who will

fight against two.

The Round is resolved normally and the isola-

ted PC has to announce which opponent she

attacks. At close quarters, a Character can be

attacked by a maximum of four opponents (one for

each direction). Someone attacking his opponent

from behind earns a +2 bonus on his Attack roll in such * A

a situation.

-Combac STSCem-



@ Lecxvinq a Combac

To leave a combat, the Character will first have to
choose the Movement Attitude. The Character rolls a Feats
(or Tumbling) roll in opposition to his opponent’s Close
Combat roll. A success indicates that the Character has
managed to disengage from the fight. A failure indicates that
his opponent(s) has/have outmaneuvered him. During this
Round, the opponents can attack if they have not already
done so. A fighter who manages to disengage is not out of
trouble. His opponent(s) can try to chase him, which will be
resolved with opposed Feats rolls. If he is caught, a new
fight begins with him and his opponent(s). It is also possible
to simply turn around and flee. The Fighting Attitude of the
runner is considered to be Standard. During the round when
a Character flees, he cannot attack his opponent, and does
not benefit from his shield or bonuses to Defense related to

@ mountecl Combat

A Character with the Riding Discipline can fight when
riding a mount trained for combat and earns a +2 bonus to
her Attack rolls.
However, should she be wounded, she will have to succeed
in a Difficult (17) Riding roll or be unhorsed and suffer 2
additional damage points. When facing opponents on foot,
the rider can leave the combat at any moment, without
having to go through the procedure described in “Leaving a
Combat”: this still takes a Round, but success is automatic.

@ Shields

As long as a Character can put it between her and an
attack, a shield grants its Protection rating as armor would.
No roll is needed.
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being very deft or any other Advantage. His opponent can
attack him with a +2 bonus on his Attack roll, whatever the
order of action. A chase can then ensue, and will be resolved
as previously described.

]:i(]ht in(] Arcs

Not only can a Character specialize in a category of weapons if he has a rating of 5 in the Close Combat Domain (or another
Discipline in particular cases); he can also learn specific fighting techniques. These Arts are neither Disciplines (in the sense
that they are learned once and do not improve) nor Attitudes (however, a particular Art can require making use of a specific
Attitude; see below). It is possible to learn these techniques when creating a Character, or later during the game (see the
“Experience and Advancement” chapter).

@ Sreak Accack

This art consists of taking one’s enemy by surprise or striking him from behind to make the most of it. The attacker using
this technique must meet all requirements for an ambush (see above). Moreover, she can only use a short weapon (knife, dag-
ger, short sword). If the attack of the free Round is a hit, the attacker will add 5 additional points to the damage dealt, which
represents the precision and effectiveness of her blow.
‘ Cwo weapon Ei ]’»tmq

To make use of this Art the fighter must have both hands free (which means that he cannot use a shield), and the secon-
dary weapon must be easily wielded (a short or small-sized weapon, such as a dagger, a short sword, a hatchet, etc.). Making
use of this technique grants the Character a +2 bonus that will accentuate the chosen Attitude; this means it will be added to
the Attack rating with an Offensive Attitude, or to the Defense rating in the case of a Defensive Attitude. If a Standard Attitude
is chosen, the Character chooses where the bonus is attributed. The highest damage of the two weapons is used to determine
the Attack Rating. The damage of the two weapons never stacks up.

Da1~1~
O This Art can only be used with a Standard, Defensive, or Quick Attitude. It is necessary to have
the initiative over the targeted opponent to make use of this technique. For this round, the Attack |
roll of the Character trying to parry the blow is used not to hit the opponent, but in opposition
to the latter’s Attack roll when it is made. If the defender gets the upper hand in the opposi-
tion, he parries the attack. Otherwise, it is resolved normally (i.e. the Attack roll is com-
pared to the Defense rating of the target).

@ Drebery | 2= s

5 is Art is only accessible to Characters with a minimum level of 5

in Shooting and Throwing. The PC takes time to aim at her target, which
makes her act last during this Round. She improves her Shooting and
Throwing skill by 2 points for this Round, while canceling any penalty
due to her target moving.

Archery can be used with other ranged weapons as well.

A Character with the Riding Discipline can learn this Art. Only an
attack inflicting 5 damage points or more has a chance of unhorsing the
rider; in this case he will have to succeed in a Difficult (17) Riding roll or
fall and take 2 additional damage points. It also gives the rider the possibi-
lity to charge for his first attack in a fight, which gives him a +3 bonus to
damage for this Round (+4 if a lance is used). A charge must be performed /
with the Offensive Attitude, on a galloping steed.




he PCs’ physical health will often be endangered in
i the world of Esteren. Wounds suffered during fights
are far from being the only potential dangers.

Diseases, poisons, falls... This chapter describes the different
ways of being harmed, dying, and also of recovering.

Pealch Charc and Scammina
]lat inq

The Character Sheet comprises a “Health Condition” chart specifically included to keep track of the PC’s physical condition.
This chart is composed of 19 boxes and ranges between five conditions, from “Good” to “Agony”.

As for the Stamina rating, it indicates the general physical constitution of a PC. This rating is used for Resolution rolls dea-
ling with health (Stamina + 1D10), particularly to test resistance against diseases, poisons, etc. The Stamina rating is also used
when a PC has to hold his breath or has to endure extreme temperatures.

Che Dif:Ferent Pealch Condicions

Wounds and other afflictions stack: for each damage point suffered, the Player ticks a box in his PC’s Health Condition chart.
The “Calculating the Damage Points” paragraph on page 236 gauges the severity of the wounds suffered during a fight. When
a line is full, the one below follows. When he reaches the Okay condition, the Character immediately incurs a -1 penalty on
every action he undertakes, -2 when his condition is Bad, and -3 when it is Critical. Such penalties do not stack, so a Character
whose Health Condition is Critical suffers a -3 penalty on every action. These penalties apply to all rolls, including any even-
tual Stamina rolls the Character may have to make.

For NPCs and creatures managed by the Leader, a simpler system is used. For example, for a brigand, the Health
level will be indicated as follows: 19(G)/14(0)/9(B)/5(C). Thus, if this brigand loses Health points and goes down

Agory |

When the “Agony” box is ticked, the
Character collapses, unable to perform any
action. If there is nobody to attend her within
1D10 minutes, the Character dies. A Difficult
(17) First Aid or Medicine roll is necessary to
stop this process. If the roll is successful, the
Character regains consciousness 1D10 hours
later. She is then in Critical Condition (the
Player unticks the “Agony” box), cannot
walk without assistance, and needs rest.
Spending a day in Critical Condition without
any medical care requires a Complicated (14)
Stamina roll. Failing the roll means that the
Character dies of her injuries.

> Suffering in a single blow an
/ amount of damage points superior
b“ to one’s maximum Health points

always results in instant death.

Garrel has been treacherously attacked by
two brigands. As he has already suffered 15
damage points, his condition is Critical.
During the next Round, he suffers several
wounds that inflict 9 damage points. The
Player ticks the Agony box of the Health Con-
dition chart; Garrel collapses to the ground.
his body pierced. If there is no one to succeed
in a Difficult First Aid or Medicine roll within
ID10 minutes, it will be the end of Garrel...
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Esteren is a harsh universe in which death may be a permanent threat for the unwary. Despite such a premise, the GL
should take care not to cause the death of a PC too brutally, without giving the Player a chance to avoid it. Shadows of
Esteren is a game of atmosphere in which the discovery of the world’s secrets, the evolution of the PCs, and the changes
in their personalities are the main tools used to create an unforgettable mood for your sessions. Therefore, the death of
a PC should only occur as a last resort. However, PCs who are overconfident or take absurd risks can very quickly pay
for it with their lives. More than ever, Players should look before they leap in this threatening world.

Liv

Falling deals 1D10 damage points for every 10 feet. Up to 20
feet, the PC can attempt a Complicated (14) Feats roll to
halve the damage or a Difficult (17) Tumbling roll to land
unscathed.

holdincj Breach

A Character can hold her breath during a number of Rounds
equal to twice her Stamina rating (a Round lasts six seconds).
Beyond this duration, she has to succeed in a Complicated
(14) Stamina roll every two rounds without taking a breath.
A failure means she loses consciousness; a natural 1 on this
roll causes death from suffocation or drowning. If an uncons-
cious Character is not immediately put in a situation where
she can breathe, she must succeed in a Stamina roll on each
following Round, with an increasing Difficulty Threshold

240 (14, then 17, then 20, etc.) or she will die.

Blindyess

Being blinded inflicts a -4 penalty on all actions requiring
sight, which include Attack and Defense ratings. The Blind
Fighting or Acute Senses Disciplines can halve this penalty.

heaLincj and ]lest inq

A roll in Medicine or First Aid with a Complicated (14)
Difficulty Threshold, applied soon after a wound or a fall,
allows the healing of 2
one damage point.

This does not apply to
diseases, asphyxia-
tion, etc.

/ \ A Character who is resting can recover up to three
damage points for every twenty four hours: one

A 4

point for a night’s sleep, a second point if he is cared
for correctly (which he can do himself, if he is in condition to
do so and has an appropriate Discipline, or through the inter-
vention of someone else with the required Discipline), and a
third point if the Character stays in bed or has little activity
during a whole day.

Each day, the Character must succeed in a Standard (11)
Stamina roll for the recovery to be effective. Penalties for the
Okay, Bad, and Critical Conditions apply to the daily
Stamina roll. If a wounded PC does not receive appropriate
care while he is resting, a failure indicates that his condition
worsens by 1 point. He ticks an additional box in his Health
Condition chart. If the Character engages in strenuous acti-
vity, moves too much, or fights as he is wounded, he will not
recover any points.

Diseases

In Tri-Kazel, diseases make up the most common cause of
mortality. Unfortunately, the mystical powers of the
Demorthén, the Miracles of the priests of the Temple, and the
scientific knowledge of the Magientists are far from proving
to be effective against all of them.

Virulence

The Virulence level of a disease measures its power; the
more virulent it is, the harder it will be to resist it, or to reco-
ver from it. This level also indicates the amount of Disease
points the ill Character suffers; it is also used to determine
the level of the magical powers required to cure it (see the
chapter about Demorthén powers and the Miracles of the
Temple).

/{;ﬂéﬂw f a /ww

Virulence level Difficulty Threshold | Disease points
Weak Standard (11) 5 (1 point/day)
Mild Complicated (14) 10 (2 points/day)
: Malignant Difficult (17) 15 (3 points/ day or death)
L Deadly Very Difficult (20) | 20 (4 points/ day or death)

-Pealch-



Aboutr Diseases in Csceren

The aim of the system to manage Diseases is not to simulate any historical or medical reality. Indeed, the diseases that exist
in the universe of Esteren are loosely inspired from reality, and the rules presented here have one purpose: to help Players
and Leaders simulate the effects of diseases during the game in a simple manner.

T:aLLtncj 188

During her travels, a Character may face a situation in
which she is at risk of falling ill. When this happens, the
Leader has to estimate the Virulence level of the disease
according to the context in which the Character is. Here are
some typical examples:

@ Weacher Condicions

The climate on the peninsula of Tri-Kazel can often be
harsh. If the Character happens to be traveling while it is
freezing, with warm but insufficient equipment, she has
quite the chance of catching a nasty cold. The Leader may
consider it as a Mild disease: the Character will be feverish,
have coughing fits, etc. However, if the Character is also
wet, because of the rain for example, she may catch a more
serious disease, or even a fatal one (which implies a Deadly
Virulence).

Concraccing a Disease

When a Character is at risk of catching a disease, he must
make a Stamina roll with a Difficulty Threshold correspon-
ding to the Virulence of the illness threatening him. If he
succeeds, he avoids the disease. If he fails, he falls ill. If he
rolls a critical failure, the illness becomes Deadly and will
kill him within a few days (according to the duration) if no
specific care is given.

Incubacion Cime
Some diseases, after being contracted, take some time to
develop; their progression can be:

Slow (1D10 months)
Easc (3D10 days)
Shorc (1D10 hours)

Duracion

In most cases, a disease lasts five days, during which the
Character suffers a certain amount of daily Disease points
(1 point if the disease is weak, 2 if it is mild, 3 if it is mali-
gnant and 4 if it is deadly). In the case of diseases of
Malignant or Deadly Virulence that can kill, death occurs at
the end of these five days. Some diseases can evolve in a
faster or slower way than the average; the Leader divides the
amount of Disease points by the number of days the illness
lasts (see the previous chart). For example, a Malignant
disease lasting only 3 days will inflict 5 daily Disease
points.

@ 1 nfec?: ioNs

A wounded Character that receives no care can contract a
disease. The wound will become purulent and may even
endanger the Character. The worse the wounds are, the
greater the chance is that they will become infected without
proper care. The environment can also make a situation
much worse: stumbling through a swamp after having been
wounded may bring a disease of much more serious
Virulence than if the Character stays warm, in a relatively
clean and dry place.

@ Concaminacions

Being in the middle of an environment where other people
are ill puts one at risk of being contaminated. In this case, it
depends on the Virulence of the disease hitting the popula-
tion. For example, it is ill advised to visit Tuaille when it
bears the onslaught of insects from the marshes spreading
what the locals call the “Yellow Fever”...

Disease Doints

The effects of a disease are simulated by Disease points,
which worsen the Character’s Health Condition. The Player
fills the necessary number of boxes in her Health Condition
chart as the sickness wears on. Damage points and Disease
points stack, which can turn dangerous for the PC. Diseases
of Malignant and Deadly Virulence may inflict no Disease
points, resulting in instant death instead. Only a very skilled
physician (see below) or a mystical power (Demorthén or
from the Temple) can then save the patient.

Garrel is a victim of a Weak fever. During a period of five
days, he suffers | daily Disease point, which means his
Player will fill (and not tick, in order to set them apart from
wounds), as days pass, 5 boxes in his Health Condition
chart. If he is wounded while he is ill, or if he was already
wounded, his Disease points will add to his Damage points
and make his Condition worse. When he is cured, he
recovers every filled box. Thus, a seriously ill Character will
be much less likely to survive heavy wounds from a fight or
a fall than a Character in full health.

Diagrosis

Diagnosing an illness requires a Standard (11) Medicine
roll. A natural 1 on this roll means a wrong diagnosis, whe-
reas a regular failure simply means the Character cannot
identify the disease. A success gives the Virulence of the ill-
ness and ideas for adequate care (see on the following page).

-Pealch-
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Restinq and ]lecoveriﬂ

Resting can often allow a Character to recover from a disease, even a dangerous one. She needs to rest as long as it is in effect,
and she will suffer the appropriate Disease points for its Virulence. However, she will recover all of those points the day after
the end of her disease. If a Character does not rest, the disease may live on after its normal five day duration; in that case, on
the sixth day, the patient has to make a Stamina roll related to the Virulence. A failure means that the illness persists and deals
the same number of daily Disease points again (another Stamina roll must be made the following day); a critical failure leads
to death. A success means a remission and a recovery from all the Disease points. When a Character is ill and wounded, she
cannot recover damage points due to injuries by resting. Only medical care can allow it, but at the rate of one daily Health

point instead of the normal two.

Cfeatment ancl CUT'CS

If a physician or any other skilled Character takes care of a
patient daily, not only will she avoid the risks described in
the previous paragraph, but she will also be likely to better
endure the disease. The patient must remain in a calm envi-
ronment, preferably in a bed. The healer has to be aware of
the illness plaguing his patient, and roll a Complicated (14)
Medicine roll each day; a success reduces the amount of
daily Disease points she suffers by 1. Therefore, for a typi-
cal illness of Weak Virulence lasting five days, the
Character will not take any Disease points; for a Deadly
Virulence, she will take only 3 for each day. A regular fai-
lure has no effect, but critical failures and successes apply
normally. The same effects can be obtained by taking herbal
remedies without need for Medicine rolls. If a PC does not
get enough rest, the disease can go on beyond its normal
duration, as previously described. Regarding diseases cau-
sing death rather than disease points, the physician can only
make a single Difficult (17) Medicine roll to save the
patient.

SampLe Diseases

Following are some examples of illnesses that can affect the
Characters, with indications about their Virulence and their
symptoms. They can be used to spice up descriptions and
stress the mood during sessions. Each Leader may of course
complement this list with diseases, whether of his own or
inspired by illnesses that struck the world during the Middle
Ages.

@ YeLLow Eever

This disease, typical of the marshy region of Tuaille, mostly
spreads during summer. It is carried by insects swarming in
the swamps. It causes fever and a yellowish complexion. Its
virulence is Mild and the disease lasts five days. Incubation
time is Fast.

@ Cacarrh

Magientists gave this name to a form of flu bringing fever,
coughing fits, and breathing difficulties. It is of Mild
Virulence and lasts five days. Incubation is Short.

maqientist Remeclies

These take the form of Flux cartridges on which syringes are
mounted. They are often very expensive and each one cor-
responds to a particular disease. Magientists are far from
having discovered remedies for every disease, but their
research continues. For the remedy to be effective, the phy-
sician must first diagnose the disease (see on the previous
page) and inject the correct doses according to the patient’s
build, age, etc. This prescription requires a Complicated
(14) Magience or Science roll.

If a patient is given such a treatment while suffering from a
disease, she has to roll a Complicated (14) Stamina roll. If
she succeeds, she suffers one less daily Disease point; this
bonus can be cumulated with other care. In the case of a
disease of Malignant or Deadly Virulence bringing certain
death, the patient suffers the appropriate Disease points ins-
tead and has a chance to survive.

@ Canker

An infamous disease among warriors, it appears when an
injury has been badly treated. The wound starts to suppu-
rate, will not heal, and may even spread, bringing death.
Virulence can go from Weak to Deadly depending on conta-
mination conditions. Incubation time is Fast.

@ Stomac‘ﬂ ]:Lu

This disease of Mild Virulence and Short incubation time
causes nausea, fever, and vomiting for about 5 days. There
are Malignant variants that can even kill the patient.

(@ Chirmerical ]:ever

This illness, of Mild Virulence and Fast incubation time,
plagues the patient with nightmarish visions as well as high
fever. Along with the regular Disease points, the patient also
suffers the same amount of Trauma points, which will disap-
pear when the fever subsides.

-Pealch-



Doisons

There are two types of poisonings: direct and progressive.

Direcc Doisoniﬂc]

Immediate poisons and venoms work the same way as diseases. The Leader estimates the Virulence level, which determines
the Difficulty Threshold to avoid the effects of the product as well as the amount of Poison points the Character will suffer.
As with diseases, a poison may only take effect after a certain period of time, which can range from a few hours to several
weeks. However, the effects of a poison are generally felt within a single day (as opposed to five days for diseases). Thus, a
Deadly poison inflicts a Character 20 Poison points in one day, whereas a poison of Weak Virulence only deals 5 points.
Moreover, some antidotes (of Magientist nature or of another) can wholly cancel the effects of a poison. These poisons can
be of various origins and have very different Virulences: animal or vegetal venom, a chemical, spoiled food, etc.

Progressive Poisorin

There 1s another type of poisoning, the long-term one, sapping a Character’s health. It can be caused by exposure to pollution
or to a toxicant, such as dye vapors, for example. Each year of exposure calls for a Complicated (14) Stamina roll; a failure
brings the permanent loss of one Stamina point and the possible contraction of an associated disease.

Dfu()S

Some products can cause a very strong dependency in their consumers. There are all kinds of these, and they have very dif-
ferent effects. The word “drugs” will be used here for simplification. Their impact is linked to several factors: the speed of
addiction, the effects on health, and the induced degree of dependency.

Becomwing Addicced

Not all drugs have the same virulence: some of them trigger a phenomenon of addiction very quickly whereas others take
more time. Each time a Character consumes a drug long enough to risk becoming dependent, he makes a Standard (11) Mental
Resistance roll. A successful roll means that the Character does not become addicted, but each subsequent dose taken will trig-
ger a new roll with a cumulative one-point penalty. Only after abstaining for 1D10 months will the Character make such rolls
without penalties from previous consumptions. There are three degrees of addiction:

Slow: the effects are only felt after a month of regular consumption, at the rate of 2 or 3 doses a week.

(MNoderace: the effects can be felt after two weeks of regular consumption, at the rate of 2 or 3 doses a week.

[Easc: each dose can lead to dependency.
Effeccs on Nealch

In the case of regular consumption, some products can very quickly be harmful, while others have a slower effect.

When the product is Strongly harmful, each week of consumption calls for a Complicated (14) Stamina roll that brings the
loss of one Stamina point if it fails. Lost points recover at the rate of one for each month without consuming drugs. A Character
dies when she reaches zero in Stamina.

In the case of a Moderately harmful one, the same system applies, but Stamina rolls are made once per month. When it is
Mildly harmful, a roll is made every year, and only a result of 1 on the Stamina roll triggers the loss of one Stamina point, but
permanently.

Of course, particularly excessive consumption can make a product even more harmful. Likewise, however harmful a drug is,
a critical failure (or a result of 1) on a roll causes the permanent loss of one Stamina point. In the case of a critical failure with
a Strongly harmful drug, the Character dies 1D10 minutes after taking the dose.

Mixing drugs can have disastrous effects: if a Moderately or Strongly harmful drug is involved, a Complicated (14) Stamina
roll must be made. A success means that the effects of the various drugs add up without any harmful consequence; a failure
means that the consumer falls ill (she suffers nausea and headaches that inflict a -4 penalty to all rolls); a natural 1 on the roll
brings death within the following hour.

\\Jeaninq and Wichdrawal Srmptoms

If a Character stops consuming a product he is addicted to, he will suffer unpleasant effects. Weaning off a drug takes a full
week: each day, the abstinent Character makes an Easy (8) Mental Resistance roll with a 1-point penalty for each day that has
passed; a failure brings a different effect according to the drug’s degree of Dependency:

(Mild DePendcncY: if the Character does not have @ Strong Dcpenclencr: the Character develops diffe-

his product at disposal, he will try to acquire some. He is in rent symptoms depending on the drug (headaches, insomnia,
a bad mood, irritable, and has trouble sleeping. He suffers a shaking, nausea, etc.) He becomes aggressive and is ready to
-2 penalty on all of his actions during the weaning period. spend high sums of money or commit crimes to get his hands

on his favorite drug. He will focus on obtaining his dose, to
the exclusion of any other project. Every action except the
ones related to acquiring the drug suffers a -4 penalty.

-Pealch-
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After 1D10 months of abstinence, the Character will no longer be intoxicated and dependent. If she consumes
during this period of time, she must immediately succeed in a Standard (11) Mental Resistance roll or become
dependent again, whatever the drug’s degree of dependency. Each new dose requires a roll with cumulative

penalties, as the “Becoming Addicted” paragraph indicates.

Drucjs in Cri-Kazel

Alcobol

Addiction: Slow I
Dependency: Strong

Alcohol is probably the most widespread drug in all Tri-
Kazel, and abusing it is highly detrimental, bringing vio-
lence, diseases, etc. Abruptly stopping a regular consump-
tion may result in shaking, anxiety, and a state of sadness.
Being under its influence dulls pain, makes the drinker more
daring and bold, but lowers his sense of balance and accu-
racy, as well as his ability to focus. Therefore, penalties and
bonuses compensate and there is no particular adjustment.

Harmfulness: Mild

Aslﬂen

Addiction: Fast |
Dependency: Strong

Thus named because of its resemblance to ash, this drug has
the ability to greatly accelerate thinking abilities and grants
+1 to Reason for an hour after each dose. Abstinence brings
a feeling of nervousness and headaches.

Harmfulness: Moderate

QP Eu;c

Addiction: Fast ]
Dependency: Strong

Harmfulness: Mild

Short for “Mekone Flux”, this substance is not a drug
strictly speaking, but a product used by some Magientists
whose bodies are irrigated by Mekones.

COBMCO

Addiction: Moderate |
Dependency: Strong

Harmfulness: Mild

Tobacco is widely used in some regions of the peninsula.
Long-term use can result in serious complications, particu-
larly for the consumer’s respiratory system.

Aq inq

Opallion

Addiction: Moderate |

Harmfulness: Strong
Dependency: Strong

Opallion comes in the form of a glittery black powder, and
its name is simply a reference to black opals. It is a power-
ful and very expensive hallucinogenic drug, which is found
in great cities. It is rumored to be synthesized within
Reizhite laboratories by unscrupulous Magientists. Opallion
greatly increases creativity; it grants a +1 bonus to the Way
of Creativity for 1D10 hours after consumption. Withdrawal
is characterized by a livid complexion, nausea, and sharp
physical pains.

Gwibmire

Addiction: Fast |
Dependency: Strong

Harmfulness: Moderate

This drug is infamously obtained from the essence of the
Gwylmith flower, which gave it its name. It is highly exci-
ting and energizing. It comes in the form of thick oil that can
be smoked or ingested. Each dose grants a +1 bonus to all
rolls requiring physical efforts—such as Feats and Attack
rolls—for an hour. Gwylmine abuse leads to heart troubles,
while sudden withdrawal will make an addicted person sad
and dispirited.

CTonic

Addiction: Moderate |
Dependency: Strong

Tonics are substances made from Flux by Magientists
(p-268). It is advised not to use more than one per week, and
for a good reason: abuse can result in a strong addiction to
the product. Withdrawal brings headaches and insomnia.
Tonics are injected intravenously.

Harmfulness: Moderate

Existence is harsh in the world of Esteren, and people often have a short lifespan. When she reaches forty, a PC rolls a
Standard (11) Stamina roll each year. Failure means that she permanently loses one Stamina point. In this particular case, a
result of 1 on the D10 of this Resolution roll is always considered to be a failure. Every year, a new roll is made, until Stamina

reaches zero, which indicates the death of the Character.

When she reaches fifty, a Character suffers a -2 penalty on all physical actions. Another 2-point penalty is added for each 10

years: -4 at sixty, -6 at seventy, -8 at eighty, etc.

= heal,tlﬁ T
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uring his training, a Demorthén Demo I t e”

D is initiated to an ancestral art
called “Sigil Rann”, based on

the use of stones on which mystical
symbols are engraved: the Ogham.

AT

W

@ Asncesaral Arc and DisciPLine: Pow maqic Works

Demorthén magic relies on the ancestral art of the Sigil Rann. Knowledge of the Ogham (Sigil Rann) is a Discipline from
the Demortheén Mysteries Domain. Globally, magic works according to the same rules as the other skills described from
page 194 to 199; it is based on succeeding Resolution rolls and beating Difficulty Thresholds. However, the effects and the
progression of these Disciplines are based on specific rules, which are described throughout this chapter.

@ Lowr» Rar» and Liadh

Demorthén myths and legends tell about two other ancestral arts that only very few Demorthén still master: first, the Lorn
Rann, which gives the power to write the Ogham and to create the vessels capable of focusing the essential energy; second,
the art of the Liadh, which is about directly calling upon the spirits of nature, the C’maoghs. This chapter only deals with
the art of the Sigil Rann.

like every other being and object, the Demorthén himself holds an amount of Rindath that will also be partly used
\/ during such a process. The Oghamic art is exhausting and requires the Demorthén to have a great empathy with
nature. To attempt using it, the Demorthén must possess the Discipline of the Sigil Rann (a level of 6 is enough).

@ To use the power of Ogham, the Demorthén draws power from the Rindath of the spirits of nature around him. Just

295
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@ majov Oc]]‘sam and (Niror Og‘wam
The art of the Sigil Rann deals with natural elements and is divided into seven distinct major Ogham: Earth, Water, Air,
Fire, Vegetal, Animal, and Life. Each major Ogham has uncountable minor Ogham associated to it, which stem from it and
are used during incantations. Each minor Ogham is linked to a particular power that can be unleashed according to six dis-
tinct degrees of intensity, ranging from an insignificant effect to setting the natural elements raging. According to tradition,
these intensity degrees are called Power Circles.

CThe Oglwamic Scores

/ g Oghamic stones come in the form of small polished
pebbles; three of them easily fit in a hand. These are
\ the vessels within which the Rindath energy sum-

moned by the Demorthén accumulates. Being very resilient,

the Demorthén will need an Oghamic stone engraved with
the corresponding symbol. When she unleashes its power,
she must hold the Oghamic stone in her hand.

they can be used as often as desired to focus this energy.
Should a Demorthén attempt to use her own mortal coil to
gather all the necessary energy for some invocations, her
body would likely break apart, or be violently altered. Each
pebble is engraved with a minor Ogham corresponding to a
specific power; one of the innumerable derivatives of one of
the seven major Ogham. For each power she wishes to use,

The Demorthén needs to find these stones; some stones are
very rare, others are much more common. The list of powers
presented in this manual is not exhaustive as there are
uncountable derivatives of the seven major Ogham.
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A PC may be given the ability to use magic from his creation; he only needs to have access to the Discipline of the Sigil
Rann and possess his first Oghamic stones. In such a case, the PC has a number of Oghamic stones equal to his Empathy
rating, which are chosen by the Leader in the list starting on p.253. Without these stones, it is impossible to summon powers
with the Sigil Rann. A GL can also choose not to give access to such powers from the creation of a PC, so as to save the
attainment of the Sigil Rann Discipline for later, during a scenario, or by stressing the search for a mentor. The Character
will then be an Ionnthén, a Demorthén in training. Such a choice does not make it impossible for him to awaken to the
Oghamic powers later. The GL is advised to talk about such a limitation with her Players, as well as about the atmosphere
she wishes to give her sessions. The rarer magic is, the more enigmatic and exceptional it will feel; the easier magic is to
reach, the more fantastic the atmosphere of the game will be.

@ C]’ve Seven major Ocﬁﬂam of' che Aerqewin

According to legend, Demorthén from the time of the Aergewin possessed exceptional Oghamic stones on which one of the
seven major Ogham was engraved. With only one of these stones, it was possible for them to summon every power related
to the element it represented. Thus, the major Ogham of Water made it possible to call forth mist as well as create whirl-
pools or even sprout gills. All the Demorthen of Tri-Kazel use minor Oghamic stones, and nobody could ever prove whe-
ther stones bearing the major Ogham existed for sure.

Rindach and Oghasmic Powers

Powers related to the Sigil Rann draw from
Rindath, the vital energy. This part gives details
about how to spend and earn energy points.

@ Dower Circles and ]:actOfs

When a Demorthén decides to summon a power (assuming

he possesses the associated Oghamic stone), he is free to
determine its intensity by choosing the Power Circle. The
Leader or Player who wants to know the effects of a power
at a given Circle must refer to the following chart:

A reminder: a Character’s resources of natural energy at
creation amount to the following addition:

Way of Empathy + Way of Combativeness

+ Way of Creativity

SIGIL RANN —SUMMONING CHART

Circle | Difficulty Threshold FACTORS Rindath Cost |SummoningTime
(= penalty
: to Speed)
Targets Scale Persistency | Bonus/Penalty| Damage
| Standard (11) | Touch 1 Round. +1 /-1 1D10 3 1
2 Complicated (14) 2 5yd 3 Round. +1/-1 ID10 5 2
3 Difficult (17) 3 50 yd 1 minute +2 /-2 2D10 10 3
4 Very Difficult (20) 4 100 yd 1 hour +2/-2 3D10 15 4
5 Exceptional (25) 5 1000 yd 1 day +3/-3 4D10 20 5
6 Heroic (30) special special special +5/-5 special special special

Natalie s Character, the Demorthén Armel, wants to summon a power of the second Circle. The Player takes a look at the chart
and notices this power calls for a Complicated (14) Sigil Rann roll. It may affect a maximum of two targets at a maximum
range of five yards, last three Rounds, give a +1 bonus or inflict a -1 penalty, and/or deal 1D10 damage points. It will cost five
Rindath points to the Demorthén and has a summoning time of 2.

To make sessions run more smoothly, each participant playing a Demorthén is strongly advised to have a reproduction of
the summoning chart, which he may refer to during the game. A downloadable one can be found at the game’s website
(www.esteren.org).

- Desmorchen Arc-



Here is a definition for each entry of the summoning chart:

@ Circle:

In Demorthén traditions, six Power Circles exist, which correspond to various stages of rising intensity for each power.
The sixth Circle remains something extraordinary, even for Demorthén with a perfect mastery of the Sigil Rann.
At the first Circle, the Gust Ogham makes it possible to conjure simple blasts of wind, but will unleash a real tempest at the
sixth Circle. Likewise, a Shield Ogham offers light protection, which becomes thick, resilient armor at the last Circle. Each
Oghamic stone can manifest powers of six different intensities.

Di]CFiC“LCT Chreshold:

To summon a power from the first to the fifth Circle, a Demorthén must have a minimum level of 6 in Sigil Rann and
the corresponding Oghamic stone. However, to summon powers of the sixth Circle, one must have a level of 15 in Sigil Rann.
Invocations of the most powerful kind are detailed on p.249, and can only be performed by Demorthén with a perfect know-
ledge of this ancestral art.

Moreover, an invocation is not necessarily successful. Each time a Demorthén calls upon the Ogham, she must succeed in a
Resolution roll based on her Sigil Rann rating added to the Way of Empathy to beat a Difficulty Threshold proportional to the
intensity of the power.

Possessing the Thunder Ogham, Armel wishes to summon this power at the third Circle. She has a level of 7 in Sigil Rann,
which is enough since a power summoned at the third circle requires a level of 6. Now Natalie, who plays Armel, has to
succeed in a Difficult (17) Sigil Rann roll for the invocation to take place. As Armel has 5 in Empathy, she is quite likely to
succeed: Natalie has to roll 5 or more on her D10.

@ Faccors:

A power is quantified through 4 main factors. These factors allow the Players and the Leader to have a clear idea of the
concrete effects of a power at a given Circle. When he summons a power, a Demorthén can freely choose its intensity, within
the limit of his Sigil Rann level. The greater the intensity, the higher the cost in Rindath energy. It is also possible to mix fac-
tors from several Circles; the highest one always determines the level of a power’s Circle. For example, whether a power
requires only one or all of the factors of the third Circle changes nothing: it will be considered a power of the third Circle.

Armel possesses the Gust Ogham and wishes to use it on a single target more than 40 yards away from her, for the duration of

a single Round. A power affecting one target and lasting only one Round is of the first Circle. However, the target is at a range
of about 50 yards, which is a factor of the third Circle. The Gust summoned by Armel will therefore be considered to be of the
third Circle: the Sigil Rann roll will be Difficult (17), and its Rindath cost will be 10 points.

Here is a more accurate description of the factors, of how they interact, and of the cases in which they should be taken into
consideration or not. In any case, it is up to the Leader to validate the effects of each factor for a power.

Cafqets:

This factor defines the number of targets hit by the power; “target” referring to a Character or any other living being. In the
case of some powers, it can also be an object or a thing. For each Circle, one target may be added.

Note that the targets included must be within the Circle’s maximum range, as defined by its Scale. This means Scale can be
a restrictive factor for the number of targets.

Armel wants to use a Shield power to help three of the village's militiamen, but each of them has a lot to deal with: they are
within a circle 100 yards in radius, and cannot get closer. To target three people, Armel would normally use a power of the
third Circle, but in this case, the power will have to be of the fourth Circle for the Scale to be sufficient (100 yd).

In such a case where the Scale is not sufficient to include all of the targets, the Demorthén has to choose between taking a
higher Circle level to reach a sufficient Scale, and lowering the number of targets to those included in the Scale correspon-
ding to the chosen Circle. If the targets are out of the Demorthén’s line of sight, he must be able to mentally picture the place
and the target. Some powers, such as Earthquake, can affect a very large number of targets without this factor having an
influence on the Power Circle.

@® Scale:

This factor includes the range, the area of effect, and the volume. The range of a power determines the maximum distance bet-
ween the Demorthen and the spot where the power is summoned. The area of effect is always calculated as the diameter of a
circle and spreads from the spot where a power is summoned. Thus, a power of the third Circle can affect a spot distant from
50 yd at most, and within a radius of 50 yd. Some powers require interpreting the Scale factor so that they remain coherent:
for example, a Thunder power, whatever its Power Circle, will remain something brief, with a very restricted area of effect.
However, Scale can be used to determine where lightning struck; if several targets are hit, it will then be considered that seve-
ral lightning bolts are striking the area of effect defined by the Scale. Note that the same power cannot strike the same target
several times just because it is of a high enough Circle to affect several targets. The Leader should exercise common sense to
validate or not the interpretations of the Scale factor. Finally, this factor also determines the volume a power can affect. The
first Circle can affect up to 2 pounds or 2 pints of material; the second one 10 Ib/pints; the third one 100 1b/pints; the fourth
one 200 Ib/pints, and finally, the fifth circle can affect up to 2000 Ib/pints.
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@ Dersistencr:

Some powers have an immediate and permanent effect, such
as healing or curing powers. This is also the case for many
offensive powers that only last an instant, such as Thunder.
For such powers, the Persistency factor is not taken into
account. Bonuses and penalties present another particular
case, which is described below. For every other power, this
factor determines its duration. Note that a minute is equiva-
lent to ten Rounds.

@ Bonus/penal_t]/:

This column may apply to a Domain or a Discipline, to the
Attack, Defense, or Speed rating, to Health, etc. For exam-
ple, a Shield or Bark Skin power can have effects on the
Protection of the target. If the Oghamic stone makes it pos-
sible (i.e. if its effects are reversible), penalties can also be
inflicted to the Demorthén’s targets. Persistency works dif-
ferently for bonuses and penalties: a bonus/penalty can only
last up to three Rounds before the instilled energy wears off.

@ ]linda‘ck Cost:

—  Summoning a power takes its toll in vital energy. This
column indicates the amount of Rindath points the Player
must spend for each use. When his Rindath rating reaches 0,
a Demorthén feels exhausted and cannot summon powers
anymore. A Demorthén cannot summon a power if he does
not have the sufficient amount of Rindath points at his dis-
posal, unless the optional rule “Drawing from Vital Energy”
is used (see on p.250).

@ Summonincj Cimve:

The powers of the Sigil Rann are feared, for their exe-
cution is very fast. A Demorthén only needs to concentrate
for a moment, with an Oghamic stone in hand, to unleash its
power. However, the mightier a power is, the deeper the
concentration needs to be. This factor indicates the penalty
applied to the Demorthén’s Speed rating to determine her
order of action and the precise moment when the power is
activated. A Demorthén must not be disturbed before her
invocation ends or her power may fail (see further).

A brigand charges Armel. The Demorthén wishes to bring
him down with a Thunder power. Armel’s Speed rating is
usually of 9; the scoundrel has a rating of 6. As she uses a
power of the second Circle, Armel must subtract 2 points

from her Speed rating, which falls to 7. She remains the
Jaster one, but barely!

@ Damaqe:

This relates to all powers aiming to inflict wounds or kill. It
may be a Stone Arrow, a Heat Ogham, a Choking, Poisoned
Air, or simply Poison power. Damage dealt varies according
to the Circle and gives the amount of damage points dealt.
Whatever the maximum duration allowed by the Circle, an
offensive power only deals damage points once and gene-
rally only lasts a few instants. Thus, a snowstorm used to
cause wounds can last several Rounds, but it will only inflict
an amount of damage corresponding to its Circle. Of course,
situations of other types may occur, but the Leader and the
Players should keep this rule in mind. This factor is also
used to determine the effects of a healing power.

@ eval,uatinq che Intensit]’
4 of a ]:acto1~:

Ogham can produce very different effects

and it is impossible to list them all. For

example, in the case of the use of a power
creating light, Scale allows knowing how far it
spreads, but the Leader still has to estimate how
bright it will be. A power of the first Circle can create
a candle’s glow, while one of the sixth can conjure
one rivaling the brightness of the sun.

To get a clearer idea, the Leader can use the scale of
the Difficulty Thresholds. The more powerful the
phenomenon, the higher the required Circle will be.
For example, a Demorthén using a Calm Water
Ogham tries to make a rainstorm subside. The wind
blows hard, and the rain falls continuously; the
Leader considered this to be a Very Difficult action;
thus, the power will be of the fourth Circle. If it had
only been a light rain, the Leader could have conside-
red it was only a power of the first Circle.

@ Usinc] che Summoninq Chasrcs:

The Leader and each Player using Demorthén powers
are advised to have the summoning charts at disposal
during a session so that taking a look at them does not
slow down the pace of the game.

- Desrorchen Arc-



@ Che Si;ct‘w Dower Circle

This Circle is considered mythical among Demorthén, and only the wisest and most experienced among their numbers know
how to concentrate enough energy to unleash powers of this intensity. Here is the chart detailing the effects of powers at the

sixth Circle:

SIXTH CIRCLE
Degree FACTORS Rindath | Summoning
Cost Time
(= penalty
Targets Scale Persistency | Bonus Damage 1o Speed)
1 10 6 mi 1 week +5 SDI10 30 1 Round
2 50 30 mi | month +5 6D10 40 2 Rounds
3 100 60 mi | season +5 7D10 50 3 Rounds
4 200 120 mi | years +5 8D10 60 5 Rounds
5 300 180 mi 2 years +5 9D10 70 | minute
6+ +100 +60 mi +1 year +5 +1D10 +10 +1 minute

The intensity of a power of the sixth Circle has virtually no
bounds, except for the amount of Rindath a Demorthén can
concentrate and use for his invocation. The chart above
works the same way as the Sigil Rann’s summoning chart.
Here, there is a “Degree” column instead of the “Circle”
one, and it is used to determine the intensity of the power;
each corresponding line indicates the relevant information.
For example, a power of the sixth Circle and of the third
degree can reach a maximum of 100 targets, have a scale of
60 miles, last for an entire season, grant a +5 bonus, or
inflict 7D10 damage. It will cost 50 Rindath points and will
require a summoning time of three Rounds. As for the other
Circles, the highest factor will determine the final intensity
of the power, as well as its Rindath cost and its summoning
time (the Difficulty Threshold for every power of the sixth
Circle remains 30).

For a summoning time of one Round, the Demorthén
concentrates and the power comes in effect at the start of the
following Round, before all the other actions, which then
follow according to the order of initiative.

An old Demorthén wishes to summon a heavy rain to put out
a huge forest fire, with the use of a Rain Oghamic stone. He
only has one target, and bonuses and damage do not apply,
which makes it a power of weak intensity at first glance.
However, the Demorthen wants the power to last at least an

» ~ . ~ 3 .
entire day and to cover an area of a diameter of about sixty ® =
miles. Taking a look at the summoning charts, the Leader .. ®.

notices that the Scale factor is the most important one (the = - *

sixty miles area), which implies a power of the sixth circle
and of the third degree. The Demorthén has to succeed in a
heroic (30) Sigil Rann roll; this power will cost him 50 »
Rindath points and will require 3 Rounds of incantation.
Therefore, it will take effect at the start of the fourth Round.
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@ Summorwinq a Power

As it has previously been said, successfully summoning a power is not a given. Each time a Demorthén calls upon
the Ogham, she must succeed in a Resolution roll based on her Sigil Rann rating added to the Way of Empathy, which must
beat the Difficulty Threshold related to her power’s Circle level.

- If the Resolutlon‘ roll is a success, the power is summoned @ Beiﬂcj Discurbed 'Dm«iﬂcj an Invocacion
and the Demorthén subtracts the cost of the power used

from her amount of Rindath. Drawing energy from herself
brings the Demorthén a feeling of tiredness, which becomes
greater as her Rindath reserve diminishes. It is possible that
a high rating in Sigil Rann makes the use of powers of a cer-
tain Circle an automatic success. In such cases, no
Resolution roll is necessary, but the Demortheén still spends
as much time summoning and still expends her Rindath.

If the Demorthén is brutally disturbed during his invocation
(particularly if he suffers a blow or is pushed), the power
will not unleash. In this case, the Demorthén loses no
Rindath points, but he has to start the invocation again from
the beginning.

If he has the Concentration Discipline, he can attempt to
overcome the disturbance and summon his power in spite of
it. To do so, he has to succeed in a Resolution roll with this
Discipline, with a Difficulty Threshold proportional to the
disturbance. If he is pushed or suffers from 1 to 4 damage
points, he must succeed in a Difficult (17) roll. From 5 to 8
damage points, the roll is Very Difficult (20), and becomes
Exceptional (25) for an injury of 9 points or more.

- If a natural 10 is obtained on this roll, the invocation is
more powerful than intended. The Demorthén makes one
factor of her choice one Circle higher, but the Rindath cost
remains the same.

- If the Resolution roll fails, the power is not unleashed, but
this failure does not affect the Demorthén’s Rindath reserve.
She must start her invocation again from the beginning.

- If a natural 1 is obtained on this roll, the invocation does
not occur, but the Demorthén still consumes the correspon-
ding Rindath. The wasted energy is spread among nature.

OptionaL Rule: Drcxwincj Ffom Vical enercnf

By using this optional rule, the GL allows a Demorthén to call upon an Oghamic power even when her energy rating
is insufficient or has reached 0. Using her reserves of vital energy will completely exhaust the Demorthén, and may
even lead to her death. When a Demorthén wishes to use a power that would make her Rindath rating fall into the nega-
tive, she must make a Stamina roll (Stamina rating + 1D10).

The Difficulty Threshold for this roll is linked to the negative rating the Demorthen reaches:

From -1 co -3: Standard (11)
Erom -4 co -6: Complicated (14)
Erom -7 zo -10: Difficult (17)

If the Stamina roll is a success, the Demorthén manages to summon the intended power and remains conscious. She
cannot summon any more powers until her strength has recovered (by coming back to a positive rating through nor-
mal means of recovery, see further). She is exhausted and will have a penalty equal to her current Rindath rating on
every type of action so long as her Rindath rating remains negative. A natural 10 on the Stamina roll has no particular
effect in this case.

If the Stamina roll is a failure, the Demorthén unleashes the power (which takes effect as usual), but falls unconscious
for a number of hours equivalent to the negative rating the use of her power led her to. Upon waking up, she is exhaus-
ted and suffers a penalty equal to her current Rindath rating on every type of action, until her Rindath energy has reco-
vered through normal means. If the Demorthén obtains a natural 1 on her Stamina roll, she also suffers an amount of
damage points equivalent to the negative Rindath rating she reached. Critical failure leads to death.

Armel only has 4 Rindath points remaining, but wishes to use her Antidote Ogham to save one of her companions who
is in agony. Given the condition of the patient, this power is of the third Circle; it costs 10 Rindath points, which leads
our benevolent Demorthén to a rating of -6. Thus, she must succeed in a Complicated (14) Stamina roll in order to bear
this brutal loss of energy. As she has a Stamina rating of 10 and gets a die roll of 3, the Demorthén manages to sunumon
her power but falls into a comatose sleep that will last 6 hours. When she recovers, she will have a -6 penalty on all of
her actions until her Rindath rating goes back to () or more.
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Resistin a powev:
® 9

A living being can attempt to resist the effects of
( a power, be they physical or mental. The stronger

the intensity of a power is, the harder it will be to

avoid its effects. A natural 10 is always conside-
red a success, even if the Difficulty Threshold was out of the
target’s reach; likewise, a natural 1 always means that the
roll is a failure, even if success could have been automatic.
According to each case, various characteristics can be invol-
ved (see the following paragraphs).

RESISTING A POWER
Power Circle Difficulty Threshold
First Standard (11)
Second Complicated (14)
Third Difficult (17)
Fourth Very Difficult (20)
Fifth Exceptional (25)
Sixth Heroic (30)

]lecoverinq and eavning Rindatlw ener(]Y

There are several ways to recover or increase one’s Rindath

energy. Recovering energy must be distinguished from impro-
ving the maximum Rindath rating. The first one consists of
recovering Rindath energy to return to the maximum
amount. The second one is about permanently increa-

sing this maximum Rindath rating and is dealt with in
the “Experience and Advancement” chapter.

Recoverinq Rindach:
mec‘.itatinq:
After at least one hour of meditation, the
Demorthén makes a Meditation roll (or uses the |
Demorthén Mysteries Domain if she does not
have this Discipline). The Difficulty Threshold
varies according to the place:
@ - In a sacred Demorthen place:

Standard roll (11)
@3- In a forest or a natural place:

Complicated roll (14)
@D- In a village or a cottage:

Difficult roll (17)
@ - In a city or a Magientist factory:

Very Difficult roll (20)
Each hour of meditation potentially gives one
Rindath point. The Resolution roll is made at the end of

the meditation period. A Demorthén can obtain a maximum of 5

@ D]’»T'sical, Resistance:

When physical resistance is involved (such as when taking
a Stone Arrow, or extracting oneself from an area turned into
a bog), the target may make a Stamina roll to halve the
effects. Any suffered damage is halved, rounded up. A
power inflicting immobility will have no effect if the target
succeeds in a Stamina roll. An immobilized target may
make another Stamina roll each Round to try to shake off.
This also goes for sleep-inducing Ogham. Being paralyzed
in front of an opponent can be fatal: the target suffers blows
without being able to strike back, has a 5-point penalty to
Defense, and loses all bonuses related to agility or to the use
of a shield. A power used to slow someone down inflicts
penalties that are halved (also rounded up) if the roll is a
success.

(Mercal Ilesistance:

Some powers attack the mind of the target, or try to deceive
his senses. This applies for Dissimulation, for example. In
such cases, the target may make a Mental Resistance roll to
avoid the effects entirely. Penalties inflicted to a target through
a power also allow for a Mental Resistance roll: a success
halves the penalties, still with the number rounded up.
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daily points through this means. If she gets a natural 10 on her roll, she 7 -, Y

doubles the amount of points recovered.

After three hours spent in a forest, near a stream, Armel makes a Complicated Meditation roll to regain 3 Rindath points. She
has a level of 6 in this Discipline, and of 5 in Empathy; the Player must roll 3 or more on her die. Natalie rolls her die and

obtains a 10! Therefore, she earns 6 Rindath points instead of 3.

Resc in(]:

A full night of sleep allows a Character to regain two Rindath points.
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@) Demordﬁ‘en Cchics

In Demorthen traditions, the Three Arts must always be used in order to enforce natural order and the balance of
the environment. A Demortheén using such powers to serve personal ambitions, by a thirst for power or out of
envy, or also to satisfy a desire for personal vengeance, goes against ancestral principles. It is possible that the
other Demorthen, during a Tsioghair, will consider him unworthy of his rank and confiscate his Ogham, tempo-
rarily or permanently, according to the fault he committed and how he behaved thereafter.

@ Oradb and (Morcail

The Three Arts require a Demorthén to be patient and even-minded. He must be humble and respectful toward
nature and its spirits, the C’'maoghs, who grant him a great part of the necessary energy for invocations. However,
there are tales of fallen Demorthén who use their powers to serve their ambitions. Some think they manage to
trick, intimidate, or even bribe the C’maoghs, in order to obtain more Rindath and use their Ogham for wicked
purposes. Those corrupted users of the ancestral arts are called “Morcail” and are hunted by the other Demorthen.
Some of these Morcail reportedly gather in cabals to practice and promote their dark art, the Oradh.

Ogbamtc Scores and Powers

This part explains the effects of several powers by giving some examples of Oghamic stones.

@ Nacure of che Dowers

On each Oghamic stone there is engraved a minor

@\ Ogham, which derives from one of the seven major
252 \@) Ogham. If there are an infinite number of powers, it

is because nature can express itself under limitless

shapes. However, powers must be drawn from natu-
ral facts. In this way, a Thunder power will bring forth light-
ning and rumbling in the sky, which will end in bolts stri-
king the Demorthén’s target. It is not possible for the
Demorthén to make lightning burst out of her hands. Also,
this power cannot be summoned indoors or in an under-
ground area, and it may have no effect if the weather is
sunny and there is not a single cloud on the horizon. The
same goes for a power like Rain, among others.

s efﬁzct o]c a Power

=" As it has previously been described, it is up to the
Player to define the effects of an Oghamic stone, within the
limit of its range of action. Some examples of Oghamic
stones presented further define ranges of action. Demorthén
Players are advised to describe the power of their Ogham
and what they wish to obtain as accurately as possible. For
example, when summoning Spring, the Player can explain
he is summoning the spirit of the stream running under the
path to make a small fountain of pure water gush from the
ground. The more accurate the description, the closer the
Demorthén will be to achieving the desired effect. The
vaguer the description is, the more surprising the effect may
be, and the GL should feel free to interpret the power as she
wishes.

@ Cveatin(] Somet“sing jS Nibilo”

Nothing is created ex nihilo. Nature makes up a whole, and
even if he does not see it himself, the Demorthén knows he
creates nothing but borrows what he uses from nature, with
the help of the C’'maoghs. When the Demorthén summons
Spring, for example, the liquid is drawn from another place,
generally a nearby one. For this reason, Demorthén are very
careful not to alter the balance of a place by abusing their
power.

@ Combin incJ powers

It is possible to combine several effects. For example, a first
power may create dew on a Character, and a second one
may freeze this dew, confining the target within an ice pri-
son, putting it at risk of choking or dying because of the
cold.

Ocjhamic Scores

/ Here are some examples of Oghamic stones. This
\ list is in no way exhaustive: there is potentially no

limit to the number of Oghamic stones. Each Leader
is free to decide whether an Ogham exists or not; she can
also decide not to use some Ogham so as to limit the
influence of magic in her sessions and preserve an atmos-
phere where fantastic things are less obvious. The descrip-
tion of each stone gives a non-exhaustive glimpse of its
range of action. Some Ogham are reversible; in such a case,
it is indicated in their descriptions. Thus, a Humidity Ogham
may become a Drying Ogham, etc.
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quamic Scores o{: Wacer

Call Acluatic Creatures

A Demorthén can call aquatic animals to come to his aid.
Note that he will never control them absolutely: the animals
respond to his call, and may give him their help depending
on his behavior and what he asks of them, but there is no
phenomenon of domination. Specifically, animals will not
give their life for the Demortheén, unless he has developed
very strong and reciprocal bonds with them. To know the
number of creatures called, use the Targets factor. The exact
nature of the creatures called depends on the animals pre-
sent in the power’s area of action (Scale).

L Wacer

Makes rain stop, prevents a river from bursting its banks, or
lowers the intensity of waves.

Pusn iclitr

Humidifies an area, creates dew, etc. Drying, its opposite
effect, inflicts damage and can be fatal for living beings.

Ice

R

);.—

Transforms water into ice and vice versa. It can cool objects
or even freeze them, but it cannot generate heat. This
Ogham can kill, immobilize, or slow down living beings.

Oq%amic Stohes of' ANir

Breach

Improves a living being’s ability to hold its breath. The
reversible version of this power, Choking, inflicts damage
and can be fatal.

Call Birds

Works the same way as the Call Aquatic Creatures Ogham
described above.

Gust

e
i

Makes it possible to control wind, to make it rise or, on the
contrary, fall. According to the factor and the Circle,
damage can be dealt because of objects hurling about:
bricks, boards, rocks, etc.

O(]%amic Scoves of Carch

eaftlﬂquake

Triggers tremors or even true earthquakes, according to the
Circle used. Normally, the Damage factor of the associated
Circle is used. Conversely, this Ogham can make tremors
stop; entirely overpowering an earthquake is always consi-
dered a power of the sixth Circle.

]:use Wich Carch

Allows the Demorthén to enter earth (she must hold her
breath, but she can breathe normally starting from the third
Circle). At the fourth Circle, it is possible to fuse with stone,
so as to move through walls, for example.

Detfifaction

Turns an object or a being into stone (the amount of damage
must be sufficient for this, see the following aside). It is pos-
sible to give back its initial aspect to an entirely petrified
being or object, but such a process will kill any being.
Otherwise, this Ogham is not reversible.

(Misc

Makes a fog patch appear, or can transform water into mist,
and vice versa.

]lain

Summons rain.

Pure Wacer

Cleanses a liquid from poison or pollutants. The reversible
version makes water poisoned and it may inflict damage to,
or even kill, those who drink it.

Sprinq

Makes water appear. Generally, it will gush from the
ground. Used at the sixth Power Circle, this Ogham can
become very dangerous as it can create columns of water.

Wave

Stirs water, makes a stream go faster and may even, at the
sixth Circle, create actual ground swells, inflicting damage.

pure Air

Cleanses polluted or poisonous air. The reversible version
makes air poisonous and it may inflict damage, or even kill
those who breathe it.

RustLincJ

Conveys whispers or an oral message through the wind.
Whispers can become the hisses of a powerful wind, deafe-
ning those who hear it. This Ogham also allows the
Demorthén, if the wind goes in the right direction, to hear
what happens far from her position.

(o < L

Summons lightning and makes it fall on one or several tar-
gets.

p ure Carch

Cleanses a patch of earth from every poison or pollutant.

@ScuLPC Carch

Makes it possible to shape earth. At the fourth circle, it is
possible to shape stone.

Score Arrow

Rocks around the Demorthen sharpen and shoot at the tar-
get.

@ Cfackinq

Allows the Demorthén to read tracks left on the ground like
an open book. In its opposite version, Trackless Path, this
Ogham hides one’s tracks.
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Cfaﬂsmutat io», paraLT'sis, and SLowinc]

ice, freeze it, or slow it down. The Demorthén must choose among one of these three uses but cannot add up those

/@ Some offensive Ogham can be used in several ways. The Ice Ogham, for example, can be used to turn the target into

effects. The target has a chance of reducing or escaping the effects as explained on page 251.

Trarsmucacion

Some minor Ogham, such as Ice or Petrifaction, have the ability to turn a living being into ice, stone, etc. Used reversely,
the Humidity Ogham can also bring similar effects by totally drying up a being containing water. This kind of power deals
damage normally according to its Power Circle. For the intended effect to actually occur, the Demorthén must deal a suffi-
cient amount of damage to kill the target. In this case, the target perishes and the transmutation is permanent. If the amount
of injuries is insufficient, the target will still be wounded (it will be freezing, will feel awful pain because of cramps in its
body, etc.) but will suffer no other effects from the power. The Persistency factor is irrelevant in this case.

par'al,rs is

A Vegetal Growth Ogham can be used to entangle an opponent and bind it. An Ice or Petrifaction Ogham can be used for
the same goal; the target will be trapped in ice or stone until it can no longer move, but it can still try to struggle free, as

explained on page 251.

@ SLowinq
Slowing down is expressed through penalties in Speed, Defense, Feats, and Close Combat rolls, and globally all physical
actions. The penalties are defined by the Power Circle.

T,

Creates flames, from a mere candle’s to actual bonfires. It
can also set objects, weapons, or even beings, on fire. It is
254 useless under the rain or on a water-soaked target.
e (S [Deat
Makes the temperature of an object or a being rise, which
can set it on fire, or even melt it. At the sixth Circle, the Heat
Ogham can melt the most resilient metals such as iron
(2700°F) or minerals such as zircon (3200°F).
Li(]}ﬁt

Creates a non-burning source of light.

B Meqetat O(]]ﬂamic Scoves

Arismaced Cree
Animates branches, vines, roots, and all the other appen-

@ ]:ire Resistcance

Makes a target (an object or a being) resistant to heat. At the
first Circles, the target will not flinch under scorching heat,
while at the last Circles, it will withstand the most powerful
fires.

SLee]:)incJ Vol caro

Lowers the intensity of a volcanic eruption. It will generally
require a high Circle to be efficient. Stopping an eruption
entirely is always of the sixth Circle. Its opposite, Awaking
Volcano, can stir an active volcano and, at the sixth Circle,
put a dormant one into activity.

Camouﬂ—aqe

Makes it possible to blend in with any type of surroundings.

dages of a plant to make them perform tasks: grabbing an @) Poison

object, hitting (the damage dealt depends on the Circle),
immobilizing an opponent, etc. The higher the Circle used
is, the more active the tree or plant will look.

Basrk Skir
Makes the target’s skin look and feel like solid bark. This
Ogham generally grants bonuses to Protection. The Ogham
can be used to heal the damaged bark of a tree in a perma-
nent way (which gives no protection against ulterior damage
on the same tree).

@ Curacive Berries
Gives fruits or vegetables curative properties, the Bonus
factor giving the amount of damage points healed. However,
they can also become Poisonous Berries (see the “Poison”
Ogham for the effects of the berries).

Gives the Demorthén a poisoning ability. He must bite or
scratch the target to inject the poison. Poisons inflict
damage points according to the Circle. This Ogham can also
make a plant venomous or poison a beverage. The opposite,
Vegetal Antidote, can neutralize natural poisons. The
Difficulty Threshold to cure the poisoned one—and thus, the
required Circle—depends on the toxin’s Virulence. The
required intensity is equivalent to the level of Virulence +1
(for example, the fifth Circle for a deadly Virulence; see the
“Health” chapter).

Vec]etc\L Growch

Makes plants bloom, while trees and thickets grow at an
uncanny speed. This Ogham can, for example, create inex-
tricable vegetal walls.

~-Desorchen Arc-




AnimaL O(j]ﬁamic Scoves

@ Bear @ eacJLe
Makes the target stronger: the bonuses apply to the Feats, Improves the target’s eyesight and alertness. The opposite,
Close Combat, and Shooting and Throwing Domains. Blind Eye, inflicts penalties and can make one nearly blind.
@ Call Apimals @ Srdurance
Works the same way as the Call Aquatic Creatures Ogham This Ogham makes the target more enduring: the bonuses
described on p.253. apply to Stamina, Feats roll, etc. This Ogham does not
Calm Apivals change one's Health Condition.
Placates animals. The required Circle depends on how upset Shield
the beasts are. The Demorthén and her companions will The skin of the target becomes very resistant, in a way ins-
have to be calm themselves; any agitation cancels the effects pired from a precise animal, each Ogham being related to a
of the Ogham. particular animal: thick leather, scales, etc.
@ Calyre

Makes the target more agile; his Defense rating as well as
his Stealth Domain can be increased. In appropriate cases, it
applies to the Feats Domain as well (for tumbling, climbing,
and evading).

Ocjhcxmic Scores of' Life

@ Cold Resiscance [le()enefation
Makes a target (an object or being) resist the harshest cold, Regenerates burnt or destroyed tissues and heals wounds
in accordance with the Circle at which it is used. without leaving marks or scars. Only this rare and powerful
Ogham makes such a feat possible. The Circle depends on 255
Cure how severely the body has been affected. A severed limb or
Neutralizes a disease. The Difficulty Threshold to cure a a completely destroyed sensory organ will require at least an
patient—and thus, the required Circle—depends on the invocation of the fifth Circle.
Virulence of the illness. The required intensity is equivalent
to the level of Virulence +1 (see the “Health” chapter). Vizcal Gnergy
Improves a single vital aspect of the Target. There are many
@ heaLinq vital Ogham allowing the improvement of an aspect such as
Makes bleedings stop and closes wounds. A Healing power Defense, Attack, Speed, feats (the Feats Domain), etc. Each
cannot heal severed limbs, incapacitating wounds (gouged Ogham can take effect in an opposite way.

eyes, an injury that caused a limp, severe burns, etc.) or
death-causing wounds. Every wound healed through the \Vitlserintj

Healing Ogham will leave the scars or common marks of the Works like a reversed Regeneration Ogham. According to
healed wound. history, this deadly Ogham was created by a Morcail.
@ Wound

Inflicts damage to a target.

\;7 I»wproving in é @
Desworchen Arcs \v\’\'

Refer to page 230 for the rules to improve a
Discipline and learn new Ogham. The maximum
Rindath rating can be increased as well by impro-
ving in the Sigil Rann Discipline.

~-Desmorchen Arc-
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@ Pow Clerical macjic Works

/‘\ In terms of rules, the magic of the Temple’s
| Elect works on the same principle as the

@ Demorthén’s, which was previously descri-
bed. This chapter is going to describe what
differs in terms of game mechanics for users of cleri-
cal magic. For any other point, refer to the rules about
Demorthén magic. Here are the basic principles:

@ ]:aith and (Miracles

Clerical magic rests on two elements: first, an unwa-
vering piety, and second, the Miracles Discipline (a
branch of the Prayer Domain). Obtaining the
Miracles Discipline does not ensure that powers will
be obtained; only genuine faith can make it possible.
Even if the Elect are few, the Leader can authorize
access to such powers for adepts of the Temple
played by PCs. In such a case, the young Elect starts
with the access to one Miracle chosen by the Player.
Awakening to this first Miracle should be an impor-
tant moment of the Character’s history, and be detai-
led in his background. He can then access other
Miracles by following the advancement procedure
(See the “Experience” chapter). As with Demorthén,
the Leader can also decide that access to such powers
will only come after some time, if for example, she
wishes to give her sessions an atmosphere where
magic is a rare thing.

@ e;caLCaC io»

Where Demorthén call upon Rindath energy which
flows through the world, priests of the Temple use
their faith, which is measured by an Exaltation rating.

CThe Six Scarzas

Like runic arts, Miracles can be of variable power.
They are divided into six Power Stanzas, and cost a
certain amount of Exaltation points based on the cho-
sen intensity. A Miracle of the first or second stanza
is considered to be a minor one; beyond this, and up
to the sixth Stanza, it is a major Miracle.

ble of accomplishing true miracles. No

one could tell whether such a gift is
innate or comes from rigorous practice of the
ordinances and daily prayers. The purpose of
this chapter is to describe how clerical magic
works and to define its main powers.

S ome emissaries of the Temple are capa-

The Powers of che Elece

The Powers of the Elect traditionally match the twelve
miracles performed by the prophet Soustraine during
his earthly existence: Canticle, Castigation, Circle of
Protection, Divine Cold, Divine Wrath, Holy Vigor,
Litany, Might of Faith, Miraculous Healing,
Purification, Resurrection, and Vision of Limbo. All of
the six orders of the Temple can access the twelve
Miracles, but not to the same extent. They can only
reach the third Stanza and above (which means a major
Miracle) in the six Miracles specific to their order. For
the other six, they can only perform minor Miracles,
from the first and second Stanzas.

Dficsts, (Morks, and Clerics:

mC\jOf Miracles:
Canticle, Circle of Protection, Divine Cold, Miraculous
Healing, Purification, Resurrection.

Miror (Niracles:
Castigation, Divine Wrath, Holy Vigor, Litany, Might
of Faith, Vision of Limbo.

@ Blades:
mctjor Miracles
Circle of Protection, Divine Cold, Divine Wrath, Might
of Faith, Miraculous Healing, Vision of Limbo.
Miror (Niracles:
Canticle, Castigation, Holy Vigor, Litany, Purification,
Resurrection.

Veccors:

majo1~ Miracles:
Canticle, Divine Cold, Holy Vigor, Litany, Miraculous
Healing, Purification.

Miror (Niracles:
Castigation, Circle of Protection, Divine Wrath, Might
of Faith, Resurrection, Vision of Limbo.

@ Si(]ifes:

majOf Miracles:
Castigation, Circle of Protection, Divine Cold, Might of
Faith, Purification, Vision of Limbo.

Miror (Niracles:
Canticle, Divine Wrath, Holy Vigor, Litany, Miraculous
Healing, Resurrection.



Intensicy of (Miracles 20

To accomplish Miracles, the Elect calls upon the exaltation resulting from her faith. This part describes how to spend and earn
Exaltation points. At creation, a Character’s Exaltation amounts to the following:

\Var of Conviction X 3

]nteﬂsit]/ of (Miracles

Accomplishing a Miracle requires the use of a certain
amount of Exaltation points. The cost directly depends on

@ Power Scanzas

The greater the intensity of a Miracle is, the higher its
Stanza will be. There are six Power Stanzas. Only the wisest

and devoutest Elect can access the sixth Stanza. The access
to the Stanzas, the cost in Exaltation points, and the
Difficulty Thresholds are the same as for the six Demorthén
Power Circles. The sixth Stanza works like the sixth Circle
of the Demorthén. Here is a reproduction of the summoning
chart; the definition of each element can be found in the
chapter dealing with Demorthén magic.

how powerful the Elect wishes the Miracle to be. Gauging
the power of a Miracle is done as with Oghamic powers, as
it is described on page 246, in the paragraph “Power Circles
and Factors”. Leaders and Players will refer to a similar
chart to know about a Miracle’s cost in Exaltation points
according to its Stanza.

MIRACLE — SUMMONING CHART

Stanza Difficulty Factors Exaltation | Summoning
Threshold Cost Time
: (= penalty

Target Scale Persistency| Bonus | Damage to Speed)
I Standard (11) 1 Touch I Round +1 IDI10 3 ]
2 Complicated (14) 2 Syd 3 Rounds +1 IDI0 5 2
3 Difficult (17) 3 50 yd I minute +2 2D10 10 3 257
4 Very Difficult (20) 4 100 yd 1 hour +2 3DI10 15 4
5 Exceptional (25) 5 1000 yd ! day +3 4D10 20 )
6 Heroic (30) special | special special +5 special special special

Jorn wishes to summon a Holy Cold Miracle to sweep aside his four opponents with a freezing gust; this invocation requires
the use of the fourth Stanza (since there are four targets). As it is described on page 254, the power can transmute, paralyze,
or slow down targets, at Jorn’s choice. He decides to transmute his opponents into ice; thus, the power will deal 3D10)
damage to each target and will only last a few moments (as it is explained on page 248, in the “Damage” paragraph). The
maximum range will be 100 yards, the cost in Exaltation points 13, the summoning time 4, and the Miracles roll to succeed
at will be Very Difficult (20). As with Demorthén PCs, it will be useful for those playing an adept of the Temple to have a
reproduction of the summoning chart to use during the game.

Devforminq a(Miracle

Successfully performing a Miracle is not a given. However, having a minimum rating of 6 in the Miracles Discipline

is enough to attempt to realize one. For that, the priest must have awakened to one or several Miracles (See the

A\ “Experience” chapter). Each time an Elect calls upon divine powers, she must succeed in a Resolution roll based on

the Miracles Discipline; the Difficulty Threshold depends on how powerful the Miracle summoned is. Performing a

Miracle is done according to the exact same rules described in the paragraph “Summoning a Power” on page 250. The conse-

quences of a successful or failed Resolution roll described in this paragraph also apply to Miracles. Here are the others aspects
to take into account:

@ Being Discurbed During an Invocacion
An Elect can be disturbed while he is invoking a Miracle. The paragraph “Being Disturbed During an Invocation” on page
250 explains how to resolve such situations.

@ Rcsistinq a (Miracle
The paragraph “Resisting a Power” on page 251 describes the possibilities a target has to resist the effects of a Miracle.

-Miracles OF che CemPLe-



@ Recovcrinq and ]ncreasiﬂc] One's ©xalcacion

If the Exaltation of an Elect reaches 0, he can no longer perform
Miracles until he has recovered Exaltation points. Note that if the cur-
rent rating is insufficient to realize a Miracle of a given intensity, the
Elect will not be able to complete it. An Elect cannot possibly have a
negative Exaltation rating. There are several possibilities for an Elect
to recover the points he has spent when realizing Miracles, or to
increase his maximum Exaltation rating.

Dt'a]finq

Elect follow the same mechanics as Demorthén with Rindath to reco-
ver or earn Exaltation points (See the “Experience” chapter and the
“Recovering and Earning Rindath Energy” section on p.251). The
only differences are that they use the Contemplation Discipline ins-
tead of the Meditation one, and that the Difficulty Thresholds depend
on how holy the place is instead of how close to nature it is.
Moreover, praying in a place holding a Relic triples the hourly point
recovery, with a maximum of 15 daily points. Finally, a night’s sleep
brings no Exaltation point; only prayer restores faith.

@ ]:e Vo1

Promoting faith in the One God and carrying out acts in favor of the
Temple increases the Exaltation of the Elect. Here are some examples
of such actions: following the precepts of the order the Elect belongs
to in an exemplary way, converting populations, having a new place
of prayer built, recovering lost holy relics, protecting the interests of
the Temple, etc. The action will be a minor, significant, or major one
according to its magnitude and the fervor of the Elect in accompli-
shing it. Converting a small group of people is a minor action, conver-
ting a village is a significant action, converting a city is a major
action. Managing to accomplish actions considered as significant and
major should remain exceptional events.

- (Miror Accion: 5 Exaltation points recovered.

- Siqniﬁcomt Accion: 10 Exaltation points recovered and maxi-
mum rating increased by one point.

- (Major Accion: 30 Exaltation points recovered and maximum
rating increased by three points.

Increasing the Exaltation level is also possible via the experience and
advancement system (See the “Experience” chapter).

@ Show iﬂ() ]:ai ch

The Elect must faultlessly abide by the principles of the Temple,
mainly through a strict application of the six Ordinances.

to serve personal ambitions, or any other sacrilegious act

can lead the priest to face a Gwidrite religious court. Those
acts can also make her lose Exaltation points, temporarily or perma-
nently. The Elect may lose her ability to realize Miracles until she
repents. The ensuing punishment depends on how important the
errors made were. It can take the form of a pilgrimage, acts of contri-
tion, or corporal punishment (with a cilice, a knout, etc.) Some acts
(such as murder) may not only be considered serious offences, but
also lead to being dismissed from the order, and can be punished by
death.
These are the sentences generally applied according to the offence
committed:

@ Breaking the principles of one’s faith, performing Miracles

~-Miracles of che CemPLe-



Miror Oﬂfence:

Loss of 5 Exaltation points. They can be recovered normally.
Examples: skipping a prayer on purpose (if the Character is ill or in
a dangerous situation—traveling or on a mission, for example—he will
not be punished), making a minor breach of the Ordinances, etc.

Si(]nificcxnt Oﬂ:ence:

Loss of 10 Exaltation points (which can be recovered) and maxi-
mum Exaltation rating lowered by one point, inability to perform
Miracles for a month or until the fulfillment of a punishment dealt
by a superior.

Examples: getting drunk, yielding to the pleasures of the flesh in a
provocative way, making a significant breach to the Ordinances,
being insolent or disrespectful toward an immediate superior, etc.

majOf Oﬂ:ence:

Loss of 30 Exaltation points (which can be recovered) and maxi-
mum Exaltation rating lowered by three points, impossibility to per-
form Miracles until punishment.

Examples: making a severe and deliberate breach to the Ordinances,
using Miracles for one’s personal success without regard for the

Creator, committing senseless murder or assaulting a member of the Temple, etc.

The Cwelve (Diracles

Each Miracle has a precise field of application described below. Unless it is explicitly mentioned, powers are not reversible.

e
%‘ Cancicle
4

Through his chanting, the Elect can instill fervor for a cele-
bration or during a fight. At the time of holy prayers, canti-
cles ring in cathedrals dedicated to the One God. Used in a
fight, the Canticle protects the Elect and all those he wishes
to by improving their Defense rating.

el
%ﬂ Castiqatic'ﬂ
<)

Castigation can cause great pains that may lead to death.
The bodies of the victims will feel painful, as if knouts were
flaying their naked skin and cilices were clutching their
limbs. The damage, the number of targets, and other factors
are determined as usual according to the Stanza.

9.
Aol
%’; Circle of: Drotection
el

The enemies of the Elect suffer a penalty to every action
they take against the priest and her allies (thus, attacking
and using skills) within the circle of Protection. At the fifth
Stanza, the Circle cannot be crossed by the enemies of the
Elect. If an opponent is within the area of effect when the
invocation is performed, it has to leave it. The priest can use
this power to drive an opponent away through her faith by
wielding her holy symbol. If the opponent ends up cornered
and the priest keeps getting closer, her power dissipates. If
it gets stuck, the opponent can also try to cross part of the
Circle to escape, but never to attack.

-Miracles of che CempLe-

\;‘E\%{: Divire Cold
-

This Miracle can transform water into ice, cool down an
object and even freeze it, unleash snowstorms, freeze the
opponents of the priest, etc. This last use is seen as a purifi-
cation of the enemy, so that it may meet the purity of the
creator God in its death.

Refer to page 254, paragraph “Transmutation, Paralysis, and
Slowing” to get more details about using this Miracle.

For other types of use, the Stanza depends on the intensity
of the Miracle the priest wishes to perform.

jé%t;‘ Divine Wrach

The Elect calls upon the blessing of the Creator to fill him
and his allies with righteous fury, which translates into
bonuses in Close Combat.

:?:%ﬁ hol—y \)igor

This Miracle can make someone ignore exhaustion, have a
restful sleep (4 hours are then enough to be fully rested),
ignore pain, and have a bonus to Stamina rolls and skill rolls
related to endurance. Ignoring pain reduces penalties due to
a deteriorated Health Condition by an amount of points
equivalent to the bonus granted by the Miracle. From the
fifth Stanza, this Miracle makes it possible to ignore death
for a few moments. If the beneficiary suffers a mortal
wound, he can still stand for 1D10 minutes or until he has
accomplished his last action (finishing a fight, carrying a
relic to a safe place); the beneficiary then dies from his mor-
tal wounds. It is not possible to naturally heal deadly
wounds while this Miracle lasts; only Miraculous Healing
or any other sort of magical power can save the beneficiary.

259
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%‘f Licany

This Miracle has an enthralling effect on those who listen to
the Elect. At the first Stanza, the priest catches the attention;
at the third Stanza, he can calm down his opponents (he
must genuinely want to soothe the situation, as this Miracle
cannot be used for a tactical goal; any sign of aggressiveness
from the priest or his allies disrupts the power); the fourth
and fifth Stanza allow him to captivate his listeners, who
will then be well-disposed toward him (in the case of faith-
ful of the Temple, they will be galvanized and will follow
the orders of the priest).

At the last Stanza, Litany can induce faith in the One God if
a Mental Resistance roll is failed by the target(s). The faith
remains vivid as long as the target remains near a represen-
tative of the Temple or a church, and becomes genuine after
a year. Otherwise, it will dissipate after a few months if the
newly converted person goes away from a source of faith (a
new Mental Resistance roll is made for each month without
any contact).

Y
44
% Durificat ion
R

e Dighe of Faich

This Miracle allows the priest and her allies to ignore fear
and terror. Believers who benefit from this Miracle can be
granted a bonus to Sanity rolls depending on the Stanza for
the whole duration of the Miracle. From the third Stanza,
this Miracle also allows all beneficiaries to ignore pain by
reducing penalties due to a deteriorated Health Condition by
an amount of points determined by the Stanza.

:’% (Miraculous heal,inq

This Miracle heals wounds, stops bleeding, mends broken
bones, etc. The amount of damage points healed is related to
the Damage factor. No scar or mark will be left. From the
fifth Stanza, this Miracle can regenerate mutilated limbs. It
can also cure all kinds of diseases, and neutralize the effects
of natural or artificial poisons. The necessary intensity will
not be the same for a mild disease or poison than for a par-
ticularly deadly affliction: the Difficulty Threshold imposed
by the Virulence determines the minimum Stanza required
(See the the “Cure” Ogham on p.255). In no case can this
Miracle bring the dead back to life.

Thanks to this Miracle, the Elect can purify objects, places, or people. A successful Purification is permanent, but does nothing
against any potential future profanation. This power can make brackish water clear, spoiled food edible, a rotting tree healthy,
etc. This power is also used to exorcize possessed people or places haunted by evil spirits.

It can also sanctify defiled areas from which Feondas rise. By accomplishing such a Miracle, the Elect banishes corrupted spi-
rits from a place and prevents any new Feond from appearing. In any case, the level of the Stanza is determined by the inten-
sity of the present corruption and is entirely left to the Leader’s judgment.
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O Y
ﬁ%ﬁ‘ ]lesurvection
-

This Miracle can bring the dead back to life. The Persistency
factor indicates the maximum amount of time following the
death that the priest has to perform this Miracle. For example,
at the third Stanza, the Elect has one minute (10 Rounds) fol-
lowing the death of the targeted person to accomplish this
Miracle. This factor can never go beyond 20 days. The mira-
culously saved person has to succeed in a Complicated (14)
Stamina roll to come back among the living. A success means
that he comes back to life in the Critical Health Condition, but
such an operation makes him permanently lose one Stamina
point. A failure on the Stamina roll means that his soul became
a wandering one in the realm of the dead; he is now definitely
dead and no other Resurrection Miracle can be attempted. A
natural 10 on this roll means that the beneficiary loses no
Stamina point and comes back to life in a Good Health
Condition (thus, with no box ticked in the Health Condition
chart). In any case, coming back from the dead inflicts one
permanent Trauma point. If the Stamina rating of the target
falls to 0, death is irrevocable. It is impossible to use this
Miracle to resurrect someone who has died of old age. If the
body of the beneficiary is in a very bad state, it will first have
to be restored through a Miraculous Healing Miracle in order
to repair any destroyed vital organs.

;ﬁfg\&: Vision of Liwbo

This powerful Miracle implants a vision of the hell awaiting
the target(s) of the priest when they die. They will be blamed
for every sin they have committed; a dreadful feeling of guilt
will seize them, as well as the unfathomable terror of suffering
forever in the depths of Limbo. The greater the Stanza is, the
more difficult it will be to avoid the effects of the Vision of
Limbo. A failure on the Mental Resistance roll inflicts an
amount of Trauma points equivalent to the bonus this Miracle
would have granted according to the chosen Stanza.
Moreover, the target(s), their minds filled with fear, suffer a
penalty to all Attack rolls against the priest for the whole dura-
tion of the Miracle. If the Mental Resistance roll gives a natu-
ral 1, Trauma points are permanent and the target(s) flee.

Improving in Faich

As she earns experience and makes progresses toward the One
God, the Elect can acquire new Exaltation points and improve
her rating in the Miracles Discipline. It can be developed like
any other Discipline (See the “Experience” chapter). To
improve in this Discipline, the Elect must go to a holy place
and pray, study sacred writings, or talk at length about theo-
logy with a superior of her order.

The Leader can decide that increasing the Discipline and the
Exaltation level will have to be done along with a mystical
quest: recovering a sacred object, freeing a land dominated by
infidels, etc.

20l



or most people, Magience remains a
mysterious discipline. Yet, it is a
‘ l ) & science that works according to precise
te nce principles. It is based on the use of Flux to power
various machineries and create effects often far

beyond human abilities.

e;c‘cfacttncj Crude Flux

Only Magientists know how to extract crude Flux and refine it. In
theory, anyone can access Magientist Disciplines; in actual prac-
tice, one has to study in a university or under the guidance of
specialists in the domains at hand, and the Magientists control
the diffusion of their knowledge. If a Character accesses the
“Flux Extraction” Discipline, it means he has learned the theo-
ries and specific techniques used to extract Flux from matter.
Crude Flux extracted in this fashion generally comes in the
form of a thick, greasy liquid.

@ ]law (Macerial

To realize an operation of extraction, the Magientist must have raw material at her disposal. Each animal, vegetal, or mineral
matter holds a specific amount of Flux. The following chart indicates a few examples of the properties of Flux according to
its source, as well as the necessary amount of raw material to obtain one standard dose of Flux ready to be refined.

P-' i ol S 2 : i
Type of Matter Quality Rarity | Type of Flux| Amount for one dose

Stones, rocks, Mediocre| Common Mineral 400 Ib
pebbles, sand

Trees, plants, and | Average | Common Vegetal 200 1b (1 tree weighs

vegetal matter between 2000 and 4000 Ib)

Very old tree or Good Rare Vegetal 2016 :
vegetal essence )
rich in Flux :

Flesh, bones, Mediocre | Common Organic 100 1b
skin, fur

Blood or live Average | Common Organic 2 pints
organic matter

Fossil Flux Excellent | Very rare Special Special

I5 in
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@extracti e ( Crude fos.sil F.1u><. does not r.leed to bg extracted; it is gathered as it is in
& nature. It is a liquid, the density of which can greatly vary (See “Glossary”).

Before performing an extraction, it is
necessary to take 5 factors into Adjustments Time spent Doses of Technical Raw material

account: the time spent on the extrac-  on the roll crude Flux | equipment quality
tion, the number of doses of crude

Flux the Magientist wishes to extract 2 .- 4D10 Bad NA.
during this period, the quality of the 6 Half a day 3D10 Medioere Mediocre
material and of the technical equip- (6 hours)

ment used, the quality of the raw One day

material, and finally, the type of the 0 (12 hours) 2D10 Average Average
raw material which defines the type of 3 s D10 Good Good

refined Flux. Once the Magientist has
determined the various factors, he has +6 1 week 1
to succeed in a Very Difficult (20)
Flux Extraction roll that takes into account the adjustments of the chart above. Penalties and bonuses are cumulative, so a
beginner Magientist had better take his time and use the right tools. Indeed, each factor can make the extraction process easier
or harder!

Excellent Excellent

One dose of crude Flux weighs one pound. For crude fossil Flux, which is directly gathered from nature in liquid
form, one dose corresponds to a pint.

Magientist Alaric intends to extract 1D10) doses of mineral crude Flux from rocks he has gathered. He wishes to give it | entire
week in a small laboratory in the countryside, which is fairly well equipped for such an operation:

- Mediocre raw material: -6 penalty - One week spent: +6 bonus

- ID10 doses of crude flux: +3 bonus - Average technical equipment: no bonus

In the end, Alaric gets a +3 bonus on his Extraction roll, which has to reach a total of 20. If he succeeds, he will obtain 1D10
doses of crude Flux, provided he has the corresponding amount of raw material (400 1b of rocks for each intended dose of
crude Flux).

Doses of Crude ]:Lu)c and Asmounc @ e;ctfaction equipment
of (Macerial Invesced N and Workers
203
The amount of material invested is defined at the beginning of the The extraction of crude Flux must always be
operation. The aforementioned Magientist who aims for 1D10 undertaken with the appropriate tools and techni-
doses can announce he is using between 400 and 4000 Ib of rocks. cal equipment. The Flux Extraction Discipline,
Considering he uses 4000 Ib of rocks, if he gets a result of 3, it exclusive to Magientists, includes skills to
means he has used 4000 b of rocks (about 35 cubic feet) to obtain maneuver and use such equipment. Workers are
3 doses of mineral crude Flux. often trained by Magientists in using these
( Therefore, any surplus of raw material invested is lost in machines and extracting crude Flux. They must
@ an operation of extraction, but it is, however, impossible have a minimum of 1 in Magience, as well as a
to obtain more doses than the invested mass allows for. Discipline in the Craft or Science Domain
For example, had he only used 2000 Ib of rocks and rolled an § on (machineries of extraction are then considered as
his D10, he would only have gotten 5 doses of crude Flux (since a a particular type of artifact), and have access to
minimum of 3200 Ib is needed to obtain 8 doses). equipment of at least Average quality.

]:aiLinc] Operations of e,xtraction

Failing the operation results in spoiling the raw material. A natural 1 on the roll may trigger an accident. Roll 1D10 adjusted
according to the quality of the equipment used (bad (+3), mediocre (+1), good (-1), and excellent (-3)), and refer to the follo-
wing chart:

1 or lower | Overheating, sparks, smoke... but no accident this time.

2-5 The equipment breaks down.
6 Malfunction! The equipment is damaged, and the person working suffers D10 damage.
7 A toxic fog spreads within 3D 10 yards and brings death to any living being who does not leave the area for fresh air.
8 Acid burst! Anyone within 1D10 yards suffers 1D10 damage.

9-10 A fire breaks out and devastates everything within 2D10 yards.

11-13 Explosion! Anyone within 2D10 yards suffers 2D 10 damage and any equipment within the area is destroyed.

A fire may also break out.

A result between 2 and 10 in the chart above implies that the equipment breaks down. A technician with the appropriate repai-
ring Discipline must work for a number of hours equal to the result to be able to start it up again.

- )acheﬂce-



Refin incll Crude pLu;c

Crude Flux cannot be used as-is. Once extracted, it Adjustments | Time spent | Doses of | Technical | Crude Flux
must be refined, distilled, and go through many proce- Flux | equipment type
dures to becpm§ a subste.mce u§able in the form of f1.1e1. -9 NA 30 Bad NA.
Only Magientists trained in the Flux Refining :
Discipline can attempt to perform this complex opera- -6 H"’(/ a f{ay 15 Mediocre Organic
tion. To correctly go through the refining process, one (6 hours)
must succeed in a Very Difficult (20) Flux Refining One day

0 2 Vegetal
roll based on this Discipline, taking into account the / (12 hours) A0 AVErgee B
adjustments of the following chart: 3 3 das 5 Good ineral
. +6 1 week 1 Excellent _| Fossil

As it was the case for extraction, adjustments are cumulative. Failing irremediably spoils all of the crude Flux invested. In the
case of a natural 1, refer to the chart in the previous paragraph “Failing Operations of Extraction”.

After one week of work, Alaric’s process of extracting crude Flux is a success. His result on the D10 has given 5: he is therefore
in the possession of 5 doses of mineral crude Flux. He now wants to refine all of the crude Flux he has obtained. Being careful,
he chooses to spend three entire days on this:

- 3 days spent: +3 bonus - Average technical equipment: no bonus

- Five doses of Flux to refine: +3 bonus - Mineral crude Flux: +3 bonus

In the end, Alaric gets a +9 bonus and has to succeed in a Flux Refining roll with a Difficulty Threshold of 20. If he succeeds,
his five doses of crude Flux will be refined into as many doses of Flux ready to be used.

@ Refuse ﬁ'om < ,xtvactin(] and Refinincj

The extraction process produces an important mass of refuse. For example, to get one pound of mineral crude Flux, no
less than 400 Ib of rocks are needed. This refuse generally takes the form of a colorless, lumpy paste, the origin of which
(mineral, vegetal...) is vaguely recognizable through smell. During the refining process, any matter that is not success-
fully treated transforms into a sort of black powdery substance with a metallic smell. Such a residue is toxic if ingested
or mixed with water. It can also be detrimental to the fertility of soil.

@ Refined Flux
It comes in a liquid form with a vivid hue that varies according to its origin (bluish for mineral, purplish for
organic, greenish for vegetal, and warm yellow for fossil). One dose of refined Flux is generally equivalent to 3 ounces.

-magience-



Af‘c‘ifacts

The word “Artifact” refers to a mechanism or a device
powered by Flux. The last part of this chapter explains who
can use an artifact and how. A definition of each Discipline
concerning artifacts, as well as several examples of these
machines, will also be presented.

@ Artifacts and Associaced Disciplines

Some artifacts are very complex, while others have been
designed to be used by the masses. Here are the main prin-
ciples allowing the GL and the Players to know what a PC
can do in the presence of an artifact.

b COmPLCtC NCOP%T'Z:C

Having a level of 0 in Magience means that the Character
knows nothing about this science. She only knows very
vaguely what Flux is, has probably never seen an artifact,
and would be hard-pressed to switch it on and even more so
to make it work. In many places that are isolated or hostile
to Magientists, nobody could use even the simplest artifact
without assistance.

= DoPuLat' Ascifaces

Using everyday artifacts, such as switching a Nebular on or
off, for example, requires no particular knowledge; they are
even specially designed to be optimally ergonomic and usa-
ble by commoners. Even someone with a level of 0 in
Magience can turn it on and use it, provided she at least
knows what an artifact is.

- Novice

A Character who is not a Magientist but has a level of at
least 1 in Magience has already heard about artifacts and
knows about their very basic principles: such devices work
on Flux, they must be switched on before use, require car-
tridges, etc. Such a Character can access particular
Disciplines, which are specially intended for non-
Magientists, and related to the following Domains: Close
Combat (Artifact Fighting), Craft (Magientist Machinery
and Magientist Tool), Occultism (Artifact Fighting and
Magientist Tool), Science (Artifact Fighting, Artifact
Repair, Magientist Machinery, and Magientist Tool), and
Shooting and Throwing (Artifact Fighting). If she has none
of these particular Disciplines, she will use her level in the
related Domain.

With the exception of Artifact Repair, each of

these Disciplines only gives access to proficiency

in a single artifact. The Discipline will have to be
learned again (with a different specialization) to know about
another artifact. Such a restriction reflects how complex
artifacts are for those who are not familiar with Magientist
science. Using an artifact without a Discipline is possible,
but it greatly increases the risks of an accident (see the
“Switching On” and “Using an Artifact” paragraphs).

Elvoz is a Reizhite lumberman. He has a level of 5 in Craft,
several Disciplines in this Domain, as well as a level of 1 in
Magience. He would like to learn how to properly use the
Mechanical Saw activated by Flux. For that, he can learn
the Magientist Tool Discipline and choose this artifact. He

will then have a level of 6 when he uses this tool. However, if

he tries to use a Driller-hammerer without an adequate Dis-
cipline, he can only use his level in Craft, which is 5, and he
will risk a serious accident.

- Che Artifact ]:iqlﬁtinq DisciPLine
This Discipline allows non-Magientists to learn to use an
artifact designed for fighting.

- Che mcu]ientist Cool Discipline
This Discipline encompasses all the portable artifacts such
as the Mechanical Saw or the Vision Glasses.

- Che Mag
This Discipline concerns the use of larger artifacts, such as
elevators, power looms, and other things such as engines.
These are generally large, hardly movable artifacts.

iencisc () )aclsiner]/ DisciPLine

- Che Artifact lle]:)air DisciPLine

Magientists remain the most skilled people to correctly
repair an artifact. However, thanks to the Artifact Repair
Discipline from the Science Domain, some technicians can
learn to use and repair such machines; this is the case of
many well-established repairmen in great cities. Contrarily
to the other Disciplines, this one makes it possible to repair
any artifact.

= macjieﬂtists and che Avtifact Use Disci]:)l_ine

trained in Magience and is only accessible through
A, the Domain of the same name, gives them a huge
advantage. Thanks to it, they can use any artifact they have
to deal with, be it a tool, a weapon, etc. However, from a
level of 10 (Expert), the Magientist has to choose one single
artifact in which he becomes an Expert. Afterwards, he may
become an expert in several artifacts if he spends the neces-
sary experience points.

<» This Discipline, which is exclusive to people fully

Magientist Kravan has a level of 8 in the “Artifact Use" Dis-
cipline. Whether he has to work with a weapon (such as an
Energetic Gauntlet), a Tonic, a tool (such as Crushing
Pliers) or even a machine (such as a Power Loom), he may
use this level of 8 to make use of these artifacts.

Swit’chinq On, Using ) and

R,epaif'in:] an Arciface

Correctly making use of an artifact requires two things:
switching it on and using it. It is also possible to repair it if
it is damaged.

Switching On
9

Most artifacts must be switched on before they can be used.

A Complicated (14) Switching On roll is neces-

sary when a Character deals with an artifact for the

very first time. This roll uses the Magience
Domain (or the Artifact Use Discipline) or the Domain rela-
ted to the artifact for those who are not Magientists (for
example: Craft, Occultism, or Science if it is a Magientist
tool). The Handling rating (see the “Handling” paragraph on
p-267) adjusts these Switching On rolls. Everything depends
on who is trying to switch the artifact on:

- )acheﬂce-
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“ Flux Cartf(dges ST

= ComPLete Neoph]'te

If a Character has no points in Magience, it will be impossi-
ble for him to make the artifact work by himself.

If a Character has an instruction manual that he has carefully
studied, or if a professional tells him how to do it, a
Complicated (14) Switching On roll allows him to do it.

- Novice

Confronted with a new artifact, a Character with at least 1 in
Magience can attempt to make it work in one Round by
using his level in the appropriate Domain and succeeding in
a Complicated (14) Switching On roll. Note that a failure
triggers an immediate Resistance roll (See the “Resistance
Roll” paragraph below). A manual or some outside help
makes the Switching On roll drop to 8.

Rob, a warrior, would like to use a pair of Vision Glasses he
has just found. He has a level of 1 in Magience, but no particu-
lar Discipline. He can still attempt to switch this artifact on by
relying on his Craft Domain, in which he has a level of 3.

= macjient isT

Someone with a rating of 5 in the Magience Domain must
succeed in a Complicated (14) Switching On roll with the
Artifact Use Discipline, or the Magience Domain if he does
not have it. This action takes one Round. If this first roll is
a failure, it can be attempted on the following Rounds until
it succeeds. A successfully switched on artifact will no lon-
ger require such a roll from the Magientist, as it is conside-
red that he knows how to use it. With a manual or an expla-
nation, success is automatic.

- DOPuLcu' Artifacts
These require no Switching On rolls.

.

.~

Flux is often stored within cartridges with a very thin metallic cover. A standard
cartridge holds a single charge of Flux (about 3 ounces of refined Flux). There are
medium cartridges, that fit in the hand and hold 3 charges (about 10 ounces).
Finally, there are also Flux gallons: reinforced carboys holding 30 charges each
and weighing several pounds. Unless otherwise stated, a cartridge of one type
of Flux (mineral, vegetal...) is universal and able to power any artifact using

this type of Flux.

@ ]:ossiL ]:Lu)c

As rare as it is precious, fossil Flux has three essential qualities:
- It does not need to be extracted and can be directly refined.
- It is richer in energy than the other Fluxes.

- With some rare exceptions, it can power any artifact, no matter the type of

Flux it usually requires.

m In terms of energetic efficiency, one charge of fossil Flux
is the equivalent of three charges of the other types of
Flux. Therefore, an artifact will work thrice as long with
fossil Flux, or will spend thrice as less charges (rounded down)

A 4

when it is activated.

@ Usinq an Artifact

After an artifact has been switched on, it is possible to use it
with the appropriate Discipline. In the case of a failure with
a natural 1, the artifact may be damaged. It is also possible
for a novice to use an artifact without the appropriate
Discipline; the adequate Domain will then be used, but the
risks of an accident are significantly higher. (See the para-
graph “Resistance Roll” on p.267).

Elvoz has switched on a Driller-hammerer. As he has no
Discipline for this particular artifact, he will keep using his
level in the Craft Domain. Beware, for a failure on the roll
might trigger a serious accident...

Artifacts that require no Use roll once they have been acti-
vated have “Auto” indicated as their Ergonomy.”

@ ]lepairincj a At'tif'act

When an artifact is damaged or breaks down, it is possible
to return it to working order by using the Artifact Repair
Discipline. This takes an hour and requires a Complicated
(14) Repair roll, with the amount of resistance points the
artifact has already lost added to the Difficulty Threshold.
The worse its condition is, the harder it will be to repair it.
A successful Repair roll makes it function again. If, and only
if, there is adequate material at disposal, it also gives it back
its lost Resistance points, at the cost of an entire day of work
for each point to repair. To know of the repair cost of a
Resistance point, the basic price of an object must be divi-
ded by the maximum amount of Resistance points.

A pair of Vision Glasses generally costs 1 frost Daol and has
2 Resistance points. Thus, repairing one point costs half the
basic price: half a frost Daol, which means 5 azure Daols.

- )aqieﬂce- . o



Cechrical Characceriscics O‘F che Aftifacts

Each artifact is defined according to the following technical
characteristics:

= CT'Pe o{: ]:Lu_x

Each artifact functions on a specific type of Flux. Using
another type of Flux can break it, or even make it explode.

- Consumpcion

The amount of Flux used when the artifact is running.

- Cank

An artifact can be powered by directly plugging it to a car-
tridge or a carboy of Flux. Some of them also have an inner
tank. One Round is required to change a cartridge, plug a
carboy, or pour the equivalent of two charges of Flux into a
tank. Artifacts with a tank are generally larger, and are more
likely to explode if they are damaged.

= Resistance

Artifacts may break down or be damaged if they are misu-
sed. A Resistance roll is required in the following cases:

- A Magientist or any Character using an artifact with the
appropriate Discipline getting a failure with a natural 1
when trying to use the artifact.

- A Character with no adequate Discipline getting a failure
when using an artifact.

- The artifact is exposed to one of its Vulnerabilities (see below).
- An artifact is powered with the wrong type of Flux.

= Resistance ROLL

It is calculated by adding the result of a 1D10 roll to the
Resistance rating of the artifact. To get a success, the user of
the artifact has to succeed in a Standard (11) roll. Should she

succeed, the artifact works properly, but its Resistance drops
by 1 point. If it is a failure, it not only loses the Resistance
point, but also breaks down and must be repaired in order to
work again. It is possible to use the Artifact Repair
Discipline to make it work again in a hurry: a Difficult (17)
roll is required and this operation takes one Round. A suc-
cess means that the artifact starts working again; a failure
results in additional damage, dropping Resistance by ano-
ther point. An artifact powered with the wrong Flux automa-
tically breaks down; there is no Resistance roll to make. On
aresult of 1 on the Resistance roll, or if the Resistance level
reaches 0, the Flux-feeding mechanism short-circuits and
becomes unstable: the artifact explodes and deals 1D10
damage points to everything within 3 yards; or 2D10 if it
contains more than six charges of Flux.

- VuLnerabiLitY

An artifact can be vulnerable to one or several conditions
such as humidity, heat, cold, impacts, lightning, etc. Each
time it is exposed to a Vulnerability without the proper pro-
tection (which the GL is the judge of), a Resistance roll must
be made for the artifact. A Vulnerability to shocks implies an
immediate Resistance roll if the user is hit for 5 damage
points or more.

— handLincj

How easy or hard is it to handle a given artifact? Is it light and
handy, or on the contrary, heavy and cumbersome? Bonuses
or penalties to Handling apply as adjustments when attemp-
ting to use the artifact. Thus, a weapon powered by Flux can
give bonuses or penalties to each Attack roll. A Handling
bonus can reach a maximum of 3 points; penalties can go up
to 6 points.

Lisc of Amfa.cts

Here are the characteristics of commonplace artifacts, as well as those of more exotic ones. Some offensive artifacts are consi-
dered as weapons and their wielder must hit his target by using the appropriate Discipline, as described in the previous para-
graphs. Damage is calculated as usual, by adding the damage of the weapon to the margin obtained.

Popular Artifacts, which require no particular knowledge to be switched on and used, are indicated with this symbol:

Crushing Pliers Erer Gauntler

Type of Flux:  Mineral Type of Flux:  Vegetal

Consumption: 1 charge/2 hours Consumption: 1 charge/discharge
Tank: 10 charges Tank: 1 charge

Resistance: 7 Resistance: 3

Vulnerability:  Humidity, Heat Vulnerability:  Impacts, Fire, Lightning
Handling: +3 (0 in combat) Handling: 0

Damage: 3 Damage: P

This extravagant invention consists of a gauntlet linked to
a medium Flux cartridge on the user’s forearm or a carboy
on his back. It deals 2 damage points for each energetic dis-
charge; armors and shields offer no protection.

This cumbersome device, weighing about 40 pounds, is gene-
rally used by miners. It is a harness that straps on to the back
and the arms of the user. Its pliers can be used in a fight.

Oriller- er Lk’lwtcr

Type of Flux:  Organic Type of Flux:  Vegetal
Consumption: 1 charge/2 hours Consumption: 1 charge/2 hours
Tank: 10 charges Tank: 1 charge
Resistance: 7 Resistance: 2

Vulnerability:  Humidity, Lightning Vulnerability: ~ Humidity, Lightning
Handling: -1 Handling: Auto

Its ear-shattering noise may be highly unpleasant, but its
thick steel drill hammers rock and makes it possible to
directly dig granite.

This somewhat heavy box produces a green flame, much
more efficiently and quickly than a tinderbox. The useful
life of a moderately used charge (three or four daily uses
of 5 seconds each) is about 3 months. Used continuously,
one charge is consumed in 2 hours.
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maqlenttst Pulley

Type of Flux:  Mineral

Consumption: 1 charge/2 hours

Tank: 1 charge

Resistance: 4

Vulnerability:  Impacts, Humidity, Fire, Lightning

Handling: +1
This clever mechanism is increasingly used by miners and
builders. It can pull up to 200 Ib without any effort.

Mechavical Saw

Type of Flux:  Vegetal

Consumption: 1 charge/2 hours

Tank: 10 charges

Resistance: 4

Vulnerability:  Impacts, Humidity, Fire
Handling: 0

Damage: 4

It is highly prized by lumberjacks, although it is cumber-
some and its blades require a lot of maintenance.

Meobile Flux Excractor
Type of Flux: N/A
Consumption: N/A

Tank: N/A
Resistance: 3
Vulnerability:  Impacts, Fire, Lightning

Handling: 0

It is not always possible to use one of the huge machineries
of extraction or refinement, particularly in the middle of
nature. Thus, the Mobile Flux Extractor is greatly apprecia-
ted by the Magientists of Tri-Kazel.

Activated with a crank, it draws its energy from the very
extraction process; truly a Magientist miracle. This complex
device is generally disassembled and kept within a chest. It
weighs about 40 lb. Only Magientists with the Flux
Extraction or Flux Refining Discipline (according to what it
is used for) can use it. The Mobile Extractor is considered
Average quality equipment and can extract or refine one
daily dose of crude Flux.

portn.tlvc Nebular

Type of Flux:  Variable

Consumption: 1 charge/12 hours ”
Tank: 1 charge 3
Resistance: 2 \ )
Vulnerability:  Impacts, Fire

Handling: Auto
This artifact looks very much like
a lantern. It gives a nice glow
within a 3-yard radius. There
are several models, but the one
powered by mineral Flux is
the most popular one: its
cartridges are the least
costly and its blue glow
does not feel too eerie.

Tonic

Type of Flux: Organic
Consumption: 1 charge
Tank: 1 charge
Resistance: 7
Handling: +3

A Tonic is contained within a special syringe. No Switching
On roll is necessary.

With an injection, the beneficiary heals 1D10 previously
suffered damage points.

The roll to use it has a Standard (11) Difficulty Threshold in
a quiet environment, but can be higher under distractions or
difficult conditions. If it is a failure, the injection process
fails, the cartridge is spoiled, no wound is healed, and the
patient suffers one damage point. Used regularly or too
often, Tonics can create an addiction (See the “Health”
chapter).

This artifact uses special organic Flux cartridges, with secret
additives. There are other types of medicines with various
effects—which come within the same type of single-use
syringes—notably remedies to help fight certain diseases, or
special Tonics used in the treatment of madness.

Vision Gla.sses

Type of Flux: Organic
Consumption: Special
Tank: 1 charge
Resistance: 2
Vulnerability: Impacts, Fire
Handling: +2

Several lenses, strangely assembled around a frontal frame,
allow the viewing of microscopic details and seeing in the
middle of the night.

Night vision has a range of about fifteen yards, and displays
the scenery in grayish tones.

Microscopic sight consumes one charge per hour, while
night vision consumes one charge every ten minutes.
Switching from one mode to another requires a successful
Standard (11) Artifact Use roll.

- )acheﬂce-
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rience exceptional events which can leave a mark
on their personalities. This part of the system is
used to simulate the evolution of their Sanity. L,

l n Shadows of Esteren, the PCs will come to expe-

@ Preamtle !

Although it is strongly inspired by psychopathology, the Sanity system presented in
this book has mainly been developed with the express purpose of fitting the uni-
verse of Shadows of Esteren; not of being realistic or exhaustive. Its only goal

is to give Leaders and Players simple tools to optimize the game atmosphere.

However, using these rules is not strictly required to play Shadows of

Esteren. Players and Leaders should talk about it to know if they want to
introduce such a dimension in their sessions. In general, only experien-
ced and mature Players should use these rules.

i
——

el e

@ Clﬂe \\701"&5 of Crnsc Ziqqer

The eminent professor Ernst Zigger is well-known on
the Continent for his works about madness. He has 269
reportedly founded a mental hospital where he works
to cure the most serious mental disorders. In Reizh, it
is possible to acquire his book, “Mental Disorders”.
The pathologies described in this chapter, as well as the ‘

whole specific vocabulary (“Consciousness”, ‘
“Instinct”, “Aspects”, etc.) refer to the research of |
this famous Continental character. In Tri-Kazel,
mad people are most often considered stupid

~
or inhabited by the spirits of nature. To the
believers of the Temple, mad people are I\
victims possessed by the forces of evil. 4
Such is not the case of Professor ' \I
Ernst Zigger, who thinks madness is L4
the manifestation of a personality
disorder, most often caused by : {’
important past traumas. A
o
&
A . g ';4» . S = : g
AT T AT Cvolucion of Sanicy , ‘,'1
The personality of a Character is defined by his ratings in the Ways. Aspects (Consciousness, Instinct, and Trauma), ‘.
Orientation (rational or instinctive), and Character Traits result from them. All of these elements are determined at the crea- ,f
tion of each Character. Each PC also has two segmented charts that are a permanent reminder of his psychical condition. One ‘
of these charts keeps track of Trauma points, and the other of Hardening points. The Leader also has a sheet with a chart for ‘ L
each PC, which she will update as the game goes on. ||
Wi
Uil
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@ Saﬂit]/ Charcs

j Obviously, the Leader has the responsibility of
keeping track of the evolution of the PCs’ Sanity. It
will prove to be a very good tool to preserve the
mood: the Players will only have a vague idea of their alter
egos' psychical condition. Thus, when a PC will start to hal-
lucinate, the Player will not actually know whether these
visions are real or not. The Leader will find below a repro-
duction of the sheet for such a purpose. During sessions, she
will keep this sheet hidden and update it without telling the
Players about its evolution. At certain points in the game,

Hardening:

Disorder:

the Players will have the opportunity to know the exact
condition of their Characters' Sanity, and to update their
own charts (see the “Healing and Curing Mental Disorders”
section, at the end of this chapter).

However, the Leader may decide to make it easier on herself
by letting the Players directly keep track of the evolution of
their PCs’ Sanity on their Character Sheets, especially
during the first sessions. The Leader may still include this
method in her game-mastering style later on, when she feels
completely comfortable with Shadows of Esteren.

00000 00000 00000 DOO0O
00000 00000 00000 00000
Scarring;

Balance Symptom Syndrome Madness

TRAUMA: 00000 00000 00000 00000

Hardening:

Disorder:

00000 00000 00000 DOOOO
Scarring:

Halance

TRAUMA : 00000 00000 00000 00000

Hardening:

Disorder:

00000 00000 0OOOO 00000
Scarring;

Balance Sy mptom Sndrome Madness
:00000 06000 06000 00600
00000 00000 00000

Scarring:

Balance

TRAUMA : 00000 00000 00000

Hardening:

Disorder:

Crawra poin“cs and hon'cleninq points

00000 00000 DOOOO

a difference between Temporary Trauma points (marked with a ticked box) and Permanent Trauma points (marked

@ These charts are updated as the PC suffers Trauma points or Hardening points. In the case of Trauma points, there is

with a filled box), which are more harmful.

@ (Mercal Resistcance Rolls

When a PC has to face unbearably strong scenes on an emotional level, the Leader may ask the Player to make a Mental
Resistance roll (see p.211 for the calculation of this rating). The Difficulty Threshold is secretly set by the Leader, in accordance
with the intensity of the situation. Therefore, its level will not be indicated to

the Player; the Leader simply asks him to make a roll and tell her the result.

MENTAL RESISTANCE ROLL

This way, the Player will not know whether this roll has been a success or a fai-

lure, or the amount of Trauma points he has possibly suffered. Difficulty Threshold | Trauma Points
@ SUCCCSS II I

14 2

If the roll is a success, the resilience of the PC’s mind is tested, but he hangs 17 3(1)

on and generally suffers no Trauma points. Some shocks may result in

Trauma even if the Mental Resistance roll is a success; these points are indi- 20 50)

cated in brackets in this chart. 25 10 3)




@ (MNercal hcu'cleninq

Someone’s mind may also harden when repeatedly submitted to horror. When a Player gets a 10 on the D10 of her Mental
Resistance roll, her PC is considered to have endured the shock remarkably well. She shows no sign of emotion and even
comes out of it hardened. The Player ticks a box in the Hardening chart each time she gets such a result. For each state she
reaches in this chart (Symptom, Syndrome, and finally, Madness), the PC gets a +3 bonus on all of her future Mental
Resistance rolls. For example, a PC with 6 Hardening points is in a state of Symptom and gets a +3 bonus to all such rolls.
This represents the ability to withstand increasingly strong psychical shocks. However, Hardening may reach such a degree
that it also becomes a psychic trouble. The mind shuts away more and more from the outside world to protect itself against it;
hence the fact that the Hardening chart is divided into four states reaching up to Madness. Professor Ernst Zigger has defined
this specific pathology, which he has named the “Empty Fortress”.

@, ]:ail,ure

In the case of a failure, the PC suffers a given amount of
Temporary Trauma points. The immediate effect of the fai-
lure is left to the judgment of both the Player and the Leader
in accordance with the situation and the PC’s mentality. The
Character will at least feel poorly, filled with a feeling of
fear or distress.

Scaffing

A PC develops psychic Scarring each time the Player gets a 1 on the D10 on
a Mental Resistance roll. If the Character suffers from a deteriorated sanity
condition (that is to say “Syndrome” or “Madness”), such Scarring can hap-
pen at the same time as a Crisis. It is possible to be scarred several times after
having rolled several natural 1. Each Scarring is determined by rolling 1D10

and referring to the following table:

@ Niq%tmcu*e

From the night following the traumatic scene, the PC will
have horrible nightmares. His nights will be interspersed
with horrific scenes during which he will relive the trauma-
tic events. Exhaustion caused by these recurring nightmares
inflicts a -1 penalty on all his actions. After a week, the PC
makes a new Mental Resistance roll (with the same
Difficulty Threshold as the scene that has brought about the
nightmares). If he succeeds, the nightmares stop; if he fails,
they go on for another week, after which a new roll is made.
Each week of nightmares makes the penalty -1 point worse,
up to a maximum of -5. The nightmares may last indefini-
tely, as long as the weekly Mental Resistance roll continues
to be a failure. The penalty does not affect the weekly
Mental Resistance roll.

Dhobia

Very quickly after the traumatic scene, the PC will notice
she has developed a phobia: be it the place and/or the type
of creature implicated, the PC will do everything to stay
away from the source of her distress. If she has to face it
again, she will have to make a new Mental Resistance roll
with the same Difficulty Threshold as the one that has trig-
gered her trouble. After a month, the PC makes a new
Mental Resistance roll (again with the same Difficulty
Threshold as the traumatic event’s). If she succeeds, the
phobia subsides; if she fails, it will persist for another
month, after which a new roll can be attempted.

@ ScavrinCJ

A result of 1 on the D10 of a Mental Resistance roll has
several effects. First, one of the Trauma points is Permanent
(the others are Temporary): the Leader fills one box on the
Character’s hidden chart. Second, the PC is scarred (see
below).

SCARRING
1. Nightmare 6. Nausea
2. Phobia 7. Fleeing
3. Hiding 8. Stupor
4. Crying 9. Fainting
5. Anguish 10. Obsession

Piding
Terrified, the PC will do everything he can to hide. He will
not move from his hiding place for at least ID10 minutes.

@ Cvrincl

Surprised and horrified, the PC screams. He experiences
disorientation for 1D10 minutes, shaking, sobbing, or sim-
ply remaining stunned by the scene. He is unable to perform
any action, but will defend himself if he is attacked.

@ Nausca

The scene makes the PC sick, and she will feel nauseous for
1D10 hours. Throughout this time, she suffers a -1 penalty
on all her actions.

]:Lecinq

The PC immediately drops what he is holding and runs in
the opposite direction of what frightens him. He will run for
I1D10 minutes and nothing will stop him except physical
restraint or an impassable obstacle. A Character who is this
frightened may take senseless risks such as leaping across a
gaping chasm or climbing a very difficult obstacle.

@ Stupcn'

The PC remains paralyzed by the scene she just witnessed.
She will not move and will not try to defend herself for
1D10 minutes. Only a violent blow, a slap, or cold water can
make her come back to her senses.

@ ]:aint inq
The PC collapses, unconscious, and will not come to before
1D10 minutes, unless he is shaken or splashed with water.
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An()uis]a

Little by little, the PC will feel anguished, without really
being able to identify the origin of such anguish. She suffers
a -1 penalty on all her actions, which reflects her general
condition. After a week, the PC makes a new Mental
Resistance roll. If she succeeds, the anguish subsides; if she
fails, it goes on for another week (with a cumulative -1
penalty, and a maximum of -5), after which a new roll is
made. This process is repeated weekly. The penalty does not
apply for this weekly roll.

@) When Should You Ask for a (Menzal

Obsession

As opposed to a phobia, the PC will develop a morbid fas-
cination for what triggered the trauma. She will try to know
more, will think only about it, etc. After a week, the PC
makes a new Mental Resistance roll.

If she succeeds, the obsession slowly subsides; if she fails,
it will persist for one more week, at the end of which a new
roll is made, and so on.

Res isCance ROLL?

It will not always be obvious for the GL to decide when the psyche of a PC is tested to the point of requiring a Mental
Resistance roll. It all depends on the context, and on the Character’s personality as well.

Overall, frightening situations that suddenly spring and catch the PC unprepared can lead to such a roll. It is particularly the
case when he has to face a horrific situation alone or if it concerns someone he is close to. Esteren is a universe that holds
dreadful secrets: suddenly coming to realize some of them can be the source of a Mental Resistance roll, and so can witnes-

sing supernatural events. The GL can also take her decision

according to each PC’s personality. A seasoned warrior will be

much less shocked by bloody scenes than a scholar freshly out of his university, for whom a slaughter may be traumatizing.
A believer will be deeply affected by something that questions her faith. In general, individuals with a rational Orientation

will be affected by unexplainable, supernatural things. Inst
will severely test the organization of their personalities.

@ Avoiclincj (MNercal

esiscance ROLLS

Shadows of Esteren is a game relying on atmosphere,
in which the Players are encouraged to do their best to
portray the reactions of their PCs realistically. Sanity
rules are here to help the Players get more involved in
the performance of their PCs, and make the game
more thrilling; not to punish them.

@ horror when confronted with an unbearable
scene or situation, the GL can do without

having her make a Mental Resistance roll.

If a Player spontaneously reacts with fear or

At the discretion of the GL, who must be careful not to
be too indulgent, the Player can avoid possible Trauma
points and Scarring this way. Indeed, it is considered
that her portrayal gives a correct in-game rendering of
the effects of a horrific scene on her Character (the
Player can display terror, say that her alter ego is
hiding, or describe her behavior according to the pos-
sible reactions previously described). On a technical
level, the GL can consider that any possible Mental
Resistance roll is a success, which can still result in
Trauma points (see the “Mental Resistance Roll” chart
above). Conversely, a Player who remains completely
stoic when his PC is having a hard time will probably
be asked to make a Mental Resistance roll in order to
see how his alter ego is reacting in the game. Each
case must be given careful consideration, as this must
not disadvantage Players who are less demonstrative
or who have a more reserved way of playing. Thus, the
GL must show good judgment. It is also possible that
an excellent performance still leads to a Mental
Resistance roll, so as to reflect the impact on the PC.

inctive individuals can be unsettled by too vivid emotions that

BC\LC\”CC, Symptom, S]/nclrome,
aﬂc‘l mC\ClﬂCSS

The chart of each PC is graduated with five-point segments. This
graduation corresponds to the works of Ernst Zigger, who diffe-
rentiates four specific states of a person’s psyche.

Halaioee Sympram vy Mt mers
TRAUMA: Q0000 00000 00000 00000
00000 D0000 O000O0 0OO0O

Hardening:

The first graduation corresponds to a state of Balance. The PC is
in good psychical condition. The second corresponds to a state of
Symptom, the third to a Syndrome, and the fourth one to
Madness. Note that the state of Madness does not mean a conti-
nual, systematical state of insanity. The madman is not perma-
nently rambling on, moping around, or staring with a hallucina-
ted glare. These most spectacular behaviors correspond to Crises,
which remain temporary.

@ Crises

Each of the twelve pathologies defined by Zigger manifests
through particular states and outbursts. When an already shaken
PC is confronted with unbearable scenes, it may trigger a Crisis.
The state of the chart is always taken into account before any
additional Trauma points are included.

- If the chart of the PC corresponds to a state of Balance
or Symptom, a failure on the Mental Resistance roll does not
trigger a Crisis.

- Starting from a state of Syndrome (11 points and up),
each failure on a Mental Resistance roll will lead to a Crisis rela-
ted to the PC’s pathology. If a natural 1 is rolled, the Crisis also
includes Scarring (see above). If the Crisis and the Scarring contra-
dict, the Scarring is ignored and the Crisis takes precedence.

Unless otherwise specified, a Crisis lasts 1D10 days
before it subsides.
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@ (Madmress, Crisis, and portt'ayaL OF the Characcer b]’ che pLaT‘er

This cannot be stressed enough: the aim of these rules is to give tools to the GL and the Players to optimize the mood
of their sessions. They should remain play aids, and never become tedious or absolute constraints. For the greater part,
it all depends on the Players’ goodwill to carefully play their PCs, and on the moderation of the GL as for their use in
game. A good indicator is how much fun every participant has during the game: if the Players or the Leader no longer
have fun, it is necessary to change something.

A Player should be able to play his PC for as long as possible: remember that even in a state of Madness, a PC can still
fare relatively well and should remain playable. Of course, the others may consider him to be strange, with a persona-
lity marked by his troubles (a sorrowful disposition for a melancholic, increased distrust for a paranoiac, etc.) However,
it truly is in a state of Crisis that the severity of his condition will come to light, all the more so since a PC in a state of
Madness will be far more likely to suffer from one.

Playing such Crises can be tricky. The best option is then for the GL to talk with the Player in private so that they can
mutually agree on how the PC will behave during a Crisis. If the Player feels like doing it, he can describe or act accor-
ding to the Crisis his alter ego is going through, taking the instructions of the GL into account. Otherwise, the GL des-
cribes what is happening, and the PC’s actions during his Crisis. Remember that madness remains one of the great dan-

gers threatening a PC. Therefore, it is normal that it is debilitating for a PC whose psyche is heavily damaged.

(Merncal Disorders

The Sanity system introduces twelve mental disorders, which are the exacerbation of classical character traits. Ten of them

are directly associated with the Ways.

- At creation, the Player, with the Leader’s agreement, can choose the disorder that is likely to affect her Character.
- The disorder must be chosen for a Way with a major (4 or 5) or minor (1 or 2) rating. Only Phobia may indifferently be cho-

sen by all the Players.

- The Empty Fortress is not a disorder that can be chosen; it can affect any PC, regardless of her initial disorder, and is the

result of an excess in the Hardening chart.

- The Orientation of the PC’s personality and his Character Traits can help choosing an appropriate disorder. Each disorder
involves particular Symptoms, Syndromes, states of Madness, and Crises.

Here is a chart recapitulating the troubles for each Way.

Mark has created his PC: Johan, a
Varigal. He has a rating of 5 in

Way Disorder (Major Way) Disorder (Minor Way) Empathy, 4 in Combativeness, 3 in
Reason, 2 in Creativity, and 1 in
Combativeness | Frenzy, Elation Melancholy Conviction. Mark can choose for
= X7 . N K him a disorder related to a major
Creativity Hallucination, Mental Confusion Mimicry, Obsession Way (Empathy or Combativeness)
Empathy Hysteria, Mysticism, Hallucination Paranoia or to a minor Way (Creativity or
Conviction). Considering that Johan
Reason Obsession, Paranoia Mental Confusion has his mind filled with Demorthén
- — - beliefs, and that he has a meditative,
Conviction Melancholy, Mysticism Elation : / ;
inspired mind, he chooses the Hallu-
cination disorder. This could give a
whole supernatural aspect to his
Varigal profession...
\\)ea‘&eninq

Alceracion of Ways and Special
@ Abilicies f * b

When a PC develops a Syndrome or sinks into Madness, her
personality and abilities are altered by her mental troubles:

@ Strenqt]«cninq

One of the PC’s Ways, specific to the mental disorder,
increases by one point when she develops a Syndrome, then
by another point when she falls into Madness. Obtaining a
rating of 6 in a Way through artificial or mystical means
leads to the same result: a Syndrome arises. The same thing
goes for a Character who reaches a rating of 7 by any other
means. In no case can the rating of a Way go beyond 7.

One of the PC’s Ways successively decreases by one point
for a Syndrome, then by another one for Madness. A Way
can go down to 0 but cannot go below. In such a case, ano-
ther Way, at the discretion of the GL, is lowered.

Special Abilities

A PC suffering from a severe psychical disorder develops
particular abilities. Madmen are often exceptional people
with unparalleled capacities. Such abilities stack and are des-
cribed for each disorder.

These Strengthenings, Weakenings, and Abilities are tempo-
rary and are likely to change if the psychical state of the
Character evolves.
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In cases of Melancholy described by Professor Zigger, the
Strengthening applies to the Way of Conviction, while there
is a Weakening in Combativeness.

Thus, the patient will become more and more self-critical,
tortured by ideals that he does not manage to follow and
developing a very bad image of himself.

On the contrary, his willpower and energy will keep
lowering. He will develop a Special Ability manifested
through the total absence of the fear of dying.

Disorders

These disorders are the result of a strong domination of
Reason or Conviction, or also of a great lack in one of the
instinctual Ways.

mel,ancholfr“"

This disorder is typically associated with a minor rating in Combativeness. Sullen and listless, the person is burdened by pes-
simism, sadness, and a feeling of fatality that can put her in danger. This disorder can also be chosen by a PC with a major
rating in Conviction: she is consumed by the ideals that she does not manage to carry out, falling into a ferocious self-depre-
cation and the guilty feeling of not being up to the task.

Srmptom of: morosit]f

The person feels tired, and lacks motivation.

Depressivc STndromc

The person is dull, lacks energy, and may even have a hard time getting up. She speaks little or, on the contrary, complains
continuously. A Crisis involves insomnia and seemingly senseless crying fits. Special Ability: the person is less frightened by
death; she gets a +2 bonus to her Mental Resistance rolls when she is directly in danger.

(Melancholy

The person becomes desperate and develops a very poor self-image. She can become prostrate and devoid of reactions. A
melancholic Crisis generally leads to a suicide attempt. Special Ability: the person is fearless, particularly regarding death.
She automatically succeeds in every Mental Resistance roll related to a danger threatening her. In contrast, her survival ins-
tincts are completely smothered, and she may even let herself die in some situations.

The object of the Strengthening is the Way of Conviction, whereas the Weakening’s is the Way of Combativeness. A melan-
cholic person becomes increasingly harsher toward herself; her Conviction turning against her, and finding fault in everything

she does. Moreover, she is marked by a loss of energy and motivation.

Pararocia =

This disorder is typically associated with a minor rating in
Empathy, as a paranoiac has a severe lack of it. He makes
incorrect assumptions about everything he sees or hears, and
will tend to blame others for his own suspicions. Moreover,
anything that will be said or done will be interpreted as per-
secution, which can lead to violent reactions from the para-
noiac. A major rating in Reason can also foster paranoia.
Sym];)tom of Discrusc

The person is distrustful, suspecting treachery or feeling in
danger. He can become suspicious toward his friends or
allies. He also becomes very touchy and vindictive.
Syndfome of Abusive lntef})fetation

The person feels potentially threatened by everything hap-
pening around him. He becomes very cautious and increa-
singly suspicious. A Crisis takes the form of a delirious
interpretation of a sign or a sound: the soldiers passing by
are here for him, the laughter at the nearby table are taunts
that are directly targeting him, etc. The person will react to
such a sign: hiding, challenging those who are making fun
of him, etc. Special Ability: the person becomes very hard
to catch off guard; he gets a +2 bonus to every skill roll rela-
ted to alertness.

@ OfCJanizecl Delusion

The person structures a delusion around a person or an
entity. He feels wanted, persecuted, threatened. He turns a
deaf ear to critics, locking himself into logical deductions
that, however, have faulty or invented elements. A Crisis can
lead to absurd acts of protection—the person completely bar-
ricades himself in his home, carries massive weaponry—or to
acts of violence. For example, he will try to murder his
neighbor, suspecting him to be a henchman in the pay of his
imaginary enemy. The idea that his friends or his relatives
have been replaced by magically created doubles, or that
they are impostors or twins, are other examples of organized
delusions. Special Ability: the paranoiac cannot be taken by
surprise. Save for being totally silent and perfectly hidden,
it is impossible to strike him from behind.

The object of the Strengthening is the Way of
Combativeness: as the disorder worsens, the person feels
more and more persecuted, spied on, or threatened, and
tends to react violently. The object of the Weakening is the
Way of Empathy; the person becomes more and more her-
metic to critics.
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@ mlmtcrr

This disorder is typically associated with a minor rating in
Creativity. The person will tend to take influential or charisma-
tic people as examples, until she copies them entirely and
becomes unable to take an initiative or imagine something new.

@ RC‘FCV’C”CC ST’mPCOm

Generally lacking spontaneity in her acts and thoughts, the
person will have a group of people that serves as a reference
and from whom she will tend to constantly seek advice: the
army, priests, scholars, etc. When her ability to take a deci-
sion is solicited, she feels lost in doubt, and has great diffi-
culty making a choice by herself.

@ (Disvecic Srnclfomc

Very dependent on the opinion of others, and particularly of
the reference group, the person picks one particular indivi-
dual who becomes her role model. Systematically, the cho-
sen example will have a strong physical or psychical resem-
blance with the person. The person will try to copy what the
individual does, idealizing her acts and words and feeling a
great fascination toward her. This role model can be alive or
dead, or even a fictional character. In a situation of Crisis,
the person feels frenetically inquisitive about her, trying to
know more about her no matter the means used: getting hea-
vily into debt to obtain information, spying on her to know
about her private life, etc. A Crisis can also trigger an impos-
sibility to make a decision without relying on the role
model. The person becomes dumbfounded, unable to react
and think by herself. Special Ability: the person gets a +2
bonus on every skill roll related to imitating or fooling:
vocal imitation, disguise, ventriloquism, etc.

@ mimin]'

The person goes as far as thinking herself related to her idol,
and believes she is her hidden daughter, her forgotten twin
sibling, or any other “plausible” link. Her delirious beliefs
can even make her think that she actually is her model and
that the latter is only a double who has stolen her life.
Indeed, when she experiences a Crisis, the person is convin-
ced she is the victim of a scheme according to which her
role model is a double who has usurped her. The person for-
sakes her own background and name, asserting that she is
the person she previously worshipped, with many details to
prove it. During these Crisis moments, she will do every-
thing to “return to her rightful life”, which may imply the
murder of the one she thinks to be her double. Special
Ability: the person gets another +2 bonus on every skill roll
related to imitation.

The object of the Strengthening is Empathy, as the person
becomes more and more sensitive to her role model. The
object of the Weakening is Creativity, which deprives the
person of any spontaneity or ability for initiative.

Obsession

This disorder is typically associated with a major rating in
Reason or a minor one in Creativity. The person thinks too
much and his reflections can quickly become stagnant and
obsessive. He loses more and more creativity as his field of
thought focalizes on his obsession.

@ Obsessive Idea SYmPCom
The person will tend to focus on a fixed theme or idea,

which can hinder him in his other activities. He can get wor-
ried if he does not have the opportunity to perform the
appropriate actions (religious ritual, checking, etc.) The
obsession can have a phobic connotation, when, for exam-
ple, the person is always afraid of catching a disease, or
meeting such-and-such creature everywhere he goes. He
will tend to be excessively careful and meticulous, which
will make him waste time.

Obsessional Srnclromc

Not only does the person constantly think about his subject
of focus, he also tends to feel anxious. He develops new
rituals, which he has to perform lest he feels seized by
anxiety (for example: checking his equipment when he
leaves a place, saying a prayer after a given action, counting
his Daols, etc.) When he undergoes a Crisis, he feels vio-
lently oppressed and performs the same ritual several times,
which is related to his subject of focus.

Special Ability: by dint of using his brains and constantly
thinking about the same subject, the person gets a +2 bonus
on every roll related to his obsession.

RituaLizat'iOﬂs

Each action or thought of the person is contaminated by his
obsession. A diffuse, crushing culpability seizes him if he
does not give his entire attention to his favorite subject.
Easily anxious, he can experience severe bouts of depres-
sion. When he undergoes a Crisis, he becomes fully engros-
sed with his obsession and uses every possible means to
satisfy it, even resorting to violence if necessary. Special
Ability: the person gets another +2 bonus on every roll rela-
ted to his obsession. The object of the Strengthening is the
Way of Reason: the person tends to get more and more lost
in his obsessions. The object of the Weakening is Creativity,
which, as it erodes, deprives him of the necessary drive to
steer away from his whirling thoughts.

@] mrsticism

This disorder is typically associated with a major rating in
Conviction (among the faithful of the Temple, for example),
but it can also be to a major rating in Empathy. The person's
beliefs, which can be of any nature, may take a growing
importance in her life, up to the point when she sinks into mys-
tical delusions.

S]'m})tom O‘F mrsticism

One possible manifestation is that the person’s convictions
harden until she becomes obsessed with the proper obser-
vance of the rites specific to her beliefs. The other possible
manifestation is that she always seems to be attentive to the
“signs” of her environment, remaining in a deep meditative
state. She can appear as a mystic, or even as a misfit in other
people’s eyes. Such consideration greatly depends on the
social context and on the beliefs of the PC: a priestess of the
Temple who spends her time praying alone will not be seen
as “weird” in a city where this religion prevails. This may
go very differently for someone with more esoteric
beliefs. ..

@ S]’nclromc O‘F ]zcxnaticism

The person’s conversation and thoughts become mainly
related to her beliefs. More and more, she reacts harshly to
anyone questioning her convictions, and behaves unpredic-
tably toward those who do not share them. A Crisis triggers
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a mystical bout during which the person seems sometimes cut off from the rest of the world and absorbed in her own thoughts,
sometimes elated to the point of being embarrassing for her neighbors. She can also have aggressive and uncontrolled ges-
tures. Special Ability: the person gets a +5 bonus to her maximum Exaltation or Rindath rating.

@ m]ﬂstical, Delusion

The person thinks she is in direct contact with superior entities or is convinced she is invested with a special mission that she
must accomplish, no matter the cost. Her convictions become practically unquestionable. A Crisis manifests with intense bouts
of elation; she can drop what she is doing, persuaded of witnessing a “sign”. She may take senseless risks, become violent, or
even start a dangerous journey with an unlikely mystical goal. Special Ability: the person obtains 10 more points to her
Exaltation or Rindath rating. The object of the Strengthening is the Way of Conviction or the one of Empathy. The beliefs of
the person become more and more invasive until she becomes deaf to any questioning. The object of the Weakening is Reason,

which reflects a loss in rationality and in her grip on reality.

The 5 Inscinccual
Disorders

According to Zigger, these disorders are the consequence of
a prevalence of one of the two instinctual Ways, or of a
severe lack in one of the rational Ways.

]:r'enzr

This disorder is typically associated with a major rating in
Combativeness. Aggressive and rash, a frenzied person
tends to perform violent and impulsive acts without any
remorse or guilt.

Ac]c]ressive Srmptom

276 The person becomes overly irritable and aggressive. He

tends to try to control and dominate other people.
1mPuLsivc Synclfomc
Of unstable temper, the person’s combativeness is most
often expressed through violence and aggressiveness. When
he undergoes a Crisis, he may be violent, overtly go against
the established order, or suddenly take a thoughtless risk. If
he is in a commanding position, he will be perceived as
tyrannical and capricious. Special Ability: the maximum
amount of Survival points increases by one point.
Fury
The person permanently feels tense and reacts violently to
practically any situation. Confrontations with the law,
authority, and restriction may trigger a Crisis during which
the frenzied person flies into a destructive fury that can
easily lead to the murder of whoever stands in his way. At
the same time, the thought process is greatly weakened, and
the ability to feel emotions erodes. Some bloodthirsty kings
probably have this personality disorder. Special Ability: the
maximum amount of Survival points increases by an extra
point.
The object of the Strengthening is the Way of Combativeness,
which stresses the person’s aggressive and impulsive beha-
vior. The object of the Weakening is the Way of Reason, as
violent or dangerous acts overshadow reflection.

Pallucinacion

This disorder is typically associated with a major rating in
Creativity. It can also be associated with a major rating in
Empathy (notably among the worshipers of a cult or a reli-

gion). Overwhelmed by her rich imagination invading her
exterior reality, the person believes she can perceive things
that have yet no concrete existence. Hallucinations can be
related to any of the five senses, but are most often linked to
hearing. Sight can be affected, and display characters,
strange shapes, or hideous creatures. More rarely, touch,
smell, and taste can be involved. The person can live these
hallucinations as mystical or persecutory experiences. In the
latter case, they will be linked to traumatizing scenes or
memories coming back to haunt the person.

S]'mptom of: ILLusion

The person feels like her senses are playing tricks on her. A
shadow at the corner of a street or in a copse, a whisper in
the dark alleys of a city...

S]'nclr'ome O‘F ]:QLSC DCVCCPtiOﬂS

Assailed by perceptions she experiences as oddities, the per-
son starts to construct a theory revolving around a precise
theme. This is not about direct hallucinations, but rather
defined symptoms of illusion, reinforced by a vague feeling
of mysticism or anxiety. During a Crisis, the person is beset
by direct hallucinations involving one of the five senses.
She is absolutely convinced of the reality of what she sees
or feels. Special Ability: if the experience is mystical, the
person gets a +5 bonus to her Rindath or Exaltation rating.
If it is persecutory, the person is aware of any “exterior
sign”. She will rarely be caught unprepared; she has a +3
bonus on every skill roll related to alertness.

@ Pallucirnacions

The person is tormented by her hallucinations, which clearly
take a mystical (see “Mystical Delusion”) or paranoid (see
“Organized Delusion”) dimension. She relates to the world
around her in a deeply distorted way, as almost all her inter-
actions are contaminated by hallucinatory elements that she
believes to be real. During a Crisis, the person shuts away
from the outside world, caught in visions and sensations that
completely invade her mind. She can put herself in great
danger without even being aware of it. Special Ability: if the
experience is mystical, the person gets 10 more points to her
Rindath or Exaltation rating. If it is persecutory, she is
constantly on guard and can never be caught flat-footed.
The object of the Strengthening is Creativity, amplifying the
person’s imagination. The object of the Weakening is
Reason, which reflects the progressive loss of her ability to
analyze and the difficulty she has in maintaining coherent
thoughts amidst her hallucinations.
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@ hrstef'la.

This disorder is typically associated with a major rating in
Empathy. Rather uninhibited among other people, a hysteri-
cal person is very expressive and very sensitive to the atten-
tion he is given. There is a strong part of seduction in his
daily relations. A rather whimsical and moody person,
quickly switching from laughing to crying, a hysteric stands
out with his immaturity and tendency to dramatize.

@ Sy prom of Agication

The person is very sensitive, and can switch from one emo-
tion to another at a moment’s notice. He becomes fickle, and
there is an accentuation of his tendency to dramatize and
make a fuss over the slightest annoyance in his daily life,
which makes him very hard to bear.

hfstct'iccl Srnclt'ome

The person lives in an almost permanent state of emotional
agitation: he is sensitive to everything happening around
him and always overreacts. During a Crisis, this agitation
becomes a violent nervous breakdown, which can also lead
to a depressive phase. In the rarest and most intense cases,
the Crisis is accompanied by an epileptic seizure as violent
as it is sudden. Special Ability: the person has an enhanced
ability to seduce other people. When he succeeds in a
Relation roll, the result is always better than it should have
been: gruff soldiers will become friendly, a friendly guest
will be charmed, etc.

@ Crotomania

In the final stage, the hysterical trouble can have a paranoid
aspect leading to the hysteric being madly in love with
someone (most often, a very influential or charismatic per-
son) and convinced of being secretly loved back. This deli-
rious one-sided love can lead to insane acts such as conti-
nual harassment, excessive seduction, and progressive intru-
sion in the private life and the circle of friends of the loved
one. When the hysterical person becomes aware that his
attempts are fruitless, he may experience intense periods of
sadness, which can climax into suicide. Less often, this sad-
ness can turn into hatred toward the loved one and can make
the person seek her death and the destruction of her rela-
tives. Special Ability: the person has the ability to literally
bewitch other people with a successful Relation roll. Being
charmed, the targets will tend to do everything to be
friendly, helpful, etc. However, a failure in a Relation roll
has devastating effects: the person’s interlocutors find him
unbearable, and will tend to feel aggressive toward him.
Note that the mood of a previously charmed person can be
reversed, and vice versa.

The object of the Strengthening is the Way of Empathy,
whereas the object of the Weakening is the Way of
Conviction, which reflects the progressive loss of inhibi-
tions leading to an increasingly extravagant behavior.

{MNencal Confusion

This disorder is typically associated with a minor rating in
Reason. It can also be linked to a high rating in Creativity.
This trouble brings severe perturbations to mental faculties
and disturbs the thought process as the person sinks into a
strange and phantasmagorical inner universe.

@ S]'mptom L"F Absent—mincleclness

The person suffers from attention disorder. She tends to
have difficulties focusing, often forgetting what she was
told earlier, and can have sleep problems. She becomes tem-
peramental, alternating quickly between a meditative and a
very talkative attitude.

Con‘FusionaL Srnclrome

The person shows increasingly worrying signs of inatten-
tion, and memory and sleep problems (which make her state
of inattention worse during the day, due to sleepiness).
Moreover, she suffers from spatiotemporal disorientation,
combined with a disorganization of her reasoning, possibly
leading to incomprehensible speech. If she is an artist or
someone of a creative nature, she will appear to be eccen-
tric, with an unbridled imagination. In a state of Crisis, the
person seems unable to follow what is happening around
her, confused, and caught in a dreamlike world. She can
remain prostrated, or on the contrary, clated, strange, and
fascinated with a phantasmagorical inner world. Special
Ability: the person only needs to sleep six hours a night and
gets a +2 bonus to every artistic skill.

Cre],)uscuLaf State

Most often lost in a severe Confusional Syndrome, the per-
son ends up sinking into a state in which her mental issues
lead to flawed interpretations of reality. She also tends to be
more active during the night. The manifestation of a Crisis
is a “dream delirium”: visual images of a sometimes frigh-
tening nature arise in the conscience of the person who
appears sleepy and unable to think realistically. The Crisis
may trigger sleepwalking acts ending with total amnesia of
such an episode. Special Ability: the person only sleeps
three hours a night and gets an extra +2 bonus to every artis-
tic skill, as she draws inspiration from her visions.

The object of the Strengthening is the Way of Creativity:
confusion induces its share of incoherent and chaotic ima-
gery, and as the condition worsens, the person’s imaginative
production becomes more intense, getting in the way of
focusing, sleeping, etc. On the other hand, this accentuation
offers the person a growing artistic inspiration. The object of
the Weakening is Reason, which reflects the increasingly
severe alteration of the ability to focus, think, and keep track
of time and space.

@ CSlacion

This disorder is typically associated with a minor rating in
Conviction, or with a major rating in Combativeness. The
person, uninhibited, feels in top form, thinks himself able to
do anything, and shares his ideas of grandeur unabashedly.
He can become impulsive and touchy, and will easily waste
his time on multiple projects.

@ S]/mptom of: (Mood Disorder

The person has a friendly, uninhibited behavior: he is exci-
ted, talks fast, and displays an enthusiasm that may seem
excessive. The slightest thing can annoy, irritate, or even
infuriate him.

@ ST'ndtvome O‘F Clacion

Losing the notion of social decorum, the elated person
becomes very extroverted, neglecting his speech and man-
ners in inappropriate circumstances. Indeed, talking to a
high-ranked dignitary in a familiar way will surely make

-San iCT =
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everyone uncomfortable... Showing hyperactivity, the person also has all sorts of projects and ideas. He often changes his
mind, becoming impatient and irritable. During a Crisis, he may put his own life in danger by taking on one of his projects in
an impulsive and irrational way. A Crisis can also manifest itself in a violent bout of anger if someone else, no matter whe-
ther friend or stranger, hinders him. Special Ability: the person gets a +2 bonus to all his Feats rolls.

meqaLomaniac Delusion

The person truly believes himself to be capable of anything. He plans great projects that will seem unrealistic or delirious to his
companions: he wants to be included in the king’s council to warn him about the threat hanging over his kingdom, or to bring
about an economic recovery that he deems much needed; he demands to meet a high-ranked emissary of the Temple, thinking
that he has discovered the location of a holy relic, etc. When dealing with a stranger, he switches from an exuberant familiarity
to an unjustified anger, which will give him great problems in his daily life. He also tends to buy things compulsively, spending
all of his Daols and even possibly getting himself hugely in debt. A Crisis leads to an attempt to fulfill one of his delirious pro-
jects, or to a fit of wrath that can become violent and deadly. With a natural 1 on a Mental Resistance roll, the mood of the ela-
ted completely reverts. Within a few hours, he sinks into a deep melancholy that is very likely to lead to a suicide attempt if
another Crisis arises. On a natural 10 on a Mental Resistance roll, the mood of the elated reverts again, making him exuberant
and uninhibited once more. Special Ability: the person gets another +2 bonus to all his Feats rolls.

The object of the Strengthening is the Way of Combativeness: the person becomes more and more enterprising and uninhibited

as the disorder worsens. The object of the Weakening is Conviction, particularly the aspect of this Way related to moral values
and the ability to fit into society while being capable of self-control.

Ocher Disorders

Phobia

This disorder is a particular case in the sense that it is not
associated with a specific Way. Anyone can develop a pho-
bic personality, which is the consequence of irrational
fears or real traumas. At first a vivid fear of a given
object, creature, or situation, a phobia can become
severe up to the point where it prevents the person
from living a normal life.

The person resents being in the presence of her
object of phobia or in a specific situation that can
trigger anguish (such as with claustrophobia, for
example). She will do everything to escape from

such a situation or to move away from her neme-

sis. If she has to make physical contact or remain

close to the creature, or situation that she dreads

for too long, she has to make a new Mental
Resistance roll to avoid immediate damage to

her psyche. Apart from these moments of
confrontation, the person feels no particular
inconvenience in her daily life.

@ D%obic Srndrome

The phobic constantly considers the possibility

that she may stumble upon her object of pho-

bia or the situation that disturbs her. She is
anxious and difficult to calm down. Always on

her guard as soon as she deems a situation to be
dangerous, the phobic obstinately refuses to face

her nemesis. If she is forced to, this immediately
triggers a Crisis. A Crisis may also arise in any other
situation and lead to the delirious conviction that the

nemesis of the phobic is here, somewhere very close. The
person will do everything to avoid the place, even if it implies
danger for her or using violence to reach her goal. Special Ability:
the person acquires an extensive knowledge of her object of phobia, get-

ting a +2 bonus to all skill rolls involving knowledge related to it or actions to
move away from it.

-Sanitr-



@ D]'»o ic Delusion

The person is beset by her fears. She is permanently anguished and frightened, afraid of being trapped in a situation in which
her phobia would crush her. During a Crisis, the person suffers from real hallucinations, during which she struggles with her
nemesis: for example, when facing unreal images displaying her companions taking hideous appearances, the person will do
everything to escape and survive, and will not hesitate to resort to violence. Special Ability: the person becomes an expert in
regards to her nemesis, getting an additional +2 bonus to all skill rolls involving knowledge about it or actions to move away
from it. The object of the Strengthening is the Way of Reason and reflects the fact that the object of phobia invades the per-
son’s life more and more, up to the point of completely monopolizing her thoughts. The object of the Weakening is the Way
of Combativeness as the person feels crushed by anxiety and the threat the object of phobia represents, without any hope of

resisting.

emptr ]:ortr'ess

This particular disorder is associated with the Hardening
chart. The person’s mind, after it has faced too much horror
and trauma, withdraws into itself and rigidifies, which can
cut it from the outside world entirely. However, behind such
a fortress, there is often a devastated mind that is no longer
more than an empty shell.

Srmptom O‘F DuLLin()

The person goes through phases of demotivation during
which he feels deeply tired, intellectually as well as physi-
cally. At other times, on an emotional level, he appears
rather unresponsive regarding what happens around him,
even when it would have triggered an emotional response in
the case of a balanced person. Special Ability: the person
gets a +3 bonus to all Sanity rolls.

@ A].)at]«ctic ST'nclrome

Described as cold and distant, the person becomes less and
less sensitive to emotions. During a Crisis, he becomes
prostrated, unresponsive to external stimuli, and almost una-
ble to move (however, he can defend himself if he is
attacked). Another possible development is that he comple-
tely denies the traumas he has suffered or what he has seen,
pretending that they have never existed. Special Ability: the

person is much less sensitive to social influence, getting a
+3 bonus to resist any attempt at charming, persuading, etc.
The person also gets an additional +3 bonus on all Sanity
rolls.

emPCT' ]::Oftress

At this stage, the person displays no emotion. Becoming
increasingly apathetic, he shows no motivation or enthu-
siasm, which does not necessarily mean he will be perceived
as sad. His creativity is greatly dulled, and he develops a
passive nature, tending to follow other people. A Crisis
manifests itself through a period of total prostration during
which his mind and body are unresponsive to any external
stimulus, even if he is attacked. The person keeps no
memory of these episodes of total isolation. Special Ability:
shut in, the patient’s mind cannot be possessed or altered
through manipulation, charms, spells, etc. The person also
gets a third +3 bonus to all Sanity rolls.

The object of the Strengthening is Reason and reflects the
lack of spontaneity in the person’s speech and reflection as
the emotional dulling progresses. The Character has an
increasing tendency to coldly rationalize what he lives. The
object of the Weakening is Creativity.

beaLinci and Cufinc'l (Nercal Disorders

Although many events or situations can damage the psyche of the PCs, there are also several means to recover from such wounds.

@ Dia?élvosinq

—  The “Knowledge of Mental Troubles” and “Mental Phenomena” Disciplines, which can be accessed through the Science
and Occultism Domains respectively, make it possible to analyze a Character's mental condition by referring to the works of
Ernst Zigger. In no case can a Character use this Discipline on herself. A diagnosis can have different aims, and involves three
steps. Each step requires a roll in the appropriate Discipline. A result of 10 on the D10 gives the physician a complete diag-
nosis (a General one, a Condition one, and a Complementary one) within a single session.

- GeneraL .Dicua
A half hour discussion makes it possible to determine the mental disorder the patient suffers from. The Resolution roll is
Complicated (14). If it is a success, the physician determines the disorder affecting the Character.

NOSis

- Condicion Diagrosis

This diagnosis attempt can only be undertaken with a previously successful General Diagnosis or information from another
person. With a successful Difficult (17) Resolution roll, the physician can determine whether the examined Character is in a
state of Balance, Symptom, Syndrome, or Madness.

posis The GL should have these rolls made secretly, so
that a Player attempting them does not know

whether he has succeeded or not. A simple failure

- Com Lcmentarr Oi
If the physician has successfully gone through the first two
diagnoses or has enough information about her patient, she

can attempt a Complementary Diagnosis. It is achieved with a
Very Difficult (20) Resolution roll and makes the diagnosis
about the condition of the Character more accurate. Through
this means, a Player can learn of the precise level of his PC’s
Sanity chart. The Leader can then tell him the exact number of
ticked or filled Trauma boxes, and the Player can update his
Character Sheet.

on a Resolution roll means that the physician is not sure
about the diagnosis she must make. A failure obtained with
a natural 1 leads to a diagnostic error. The more visible the
symptoms of a patient are, the easier it is to succeed, which
is reflected with a bonus to rolls for General and State
Diagnoses: Symptom (+2), Syndrome (+4), Madness (+6).

-Sanit]/-
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Nacural Recovery

| land, or feeling protected by friends in a secure place are examples of situations allowing for a good recovery. This

@ In a calm situation, Temporary Trauma points subside after a week. Resting at an inn, coming back to one’s home-

type of recovery has no effect on Permanent Trauma points.

@ poﬂons and (Nedicires

280

Demorthén, alchemists, and
Magientists have created potions
and medicines capable of partly
abating psychical suffering. There
are products to calm someone down,
and others to stimulate him. A dose
of such a product generally has the
following effects:

easinq a CGrisis

Administering a sedative generally ends a Crisis.

The recipient makes a Mental Resistance roll with a
Difficulty Threshold corresponding to the strength of the
dose. The stronger it is, the easier it is to succeed the roll. A
failure on this roll means that the dose has no effect.
Beware: a natural 10 on this roll means overdosing, which
leads to amplified effects. Sedatives will literally knock the
Character out, while a stimulant will make him jittery.
Determining the correct dosage requires a Complicated (14)
“Medicine” or “Traditional Medicine” roll. Magientists
have designed a particular version of their Tonic to use in
such situations; these medicines may induce an addiction.

@ Subcluincl che eﬂ:ects of a Disorder
Administered on a daily basis and at correct doses, potions
or medicines can restrict the effects of a disorder. The suc-
cess or failure of the treatment is checked monthly. As with
Crises, the Threshold the roll must reach is defined accor-
ding to the strength of the dose. If it succeeds, the treatment
neutralizes 1D10 Permanent Trauma points and all
Temporary ones. This can make Mind Treatment easier, as
the state reached is taken into account regarding the
Difficulty Threshold of the monthly skill and Mental
Resistance rolls. The roll to determine the effects of the
treatment is made only once, at the start of the treatment,
and to be able to make a new roll, the treatment must be
changed, which means that different products must be used.
Should the medication cease being administered, Temporary
and Permanent Trauma points that have not been dealt with
through more permanent measures come back within 1D10
weeks.

The “Knowledge of Mental Troubles” and
“Mental Phenomena” Disciplines give very good
knowledge in psychopathology, but not the ability
to cure such afflictions. Only the “Mind
Treatment”, “Spirituality”, and “Hypnosis” ones can.

Conversely, these three Disciplines cannot be used to esta-
blish a diagnosis

(Mind CTreaomenc

Some methods have proved to be effective to alleviate
heavy psychical suffering. They mainly include two
Disciplines: “Mind Treatment” in Science, and “Hypnosis”
in Occultism. Although the latter is denigrated by the propo-
nents of science, it can be used in the same way as “Mind
Treatment”. In Tri-Kazel, such occultists are few and often
suspected of sorcery. There are some in Reizh, but practi-
cally none elsewhere.

Churchmen and Demortheén can also be of great help for
traumatized Characters who share their beliefs, thanks to the
power of faith (related to the “Spirituality” Discipline). It is
the most commonly used therapeutic method in Tri-Kazel.
To be efficient, the therapeutic supervision must last a num-
ber of months equivalent to the amount of Permanent
Trauma points the patient suffers from. The PC must visit
her therapist at least twice a week in a calm, secure place.
Each month, the physician or spiritual guide must succeed
in a Mind Treatment, Hypnosis, or Spirituality roll. The roll
is Complicated (14) if the patient is in a state of Balance or
Symptom, Difficult (17) if a Syndrome must be treated, and
Very Difficult (20) for a Madness. At the same time, the
patient must succeed in a Mental Resistance roll, the
Difficulty of which varies according to her state: Standard
(11) if she is in a state of Balance or Symptom, Complicated
(14) for Syndromes, and Difficult (17) when she is in a state
of Madness. A success removes one Permanent Trauma
point, a natural 10 on this success removes two points, and
a critical success three points. It is possible to remove
Hardening points in the same way.

If this roll is a failure, one more month must pass before any
new attempt can be made. If the patient gets a natural 1 on
her monthly roll or faces traumatic situations leading to a
failure in a Mental Resistance roll during the treatment, she
relapses and 1D10 of her Permanent Trauma points come
back (this cannot go beyond her maximum at the beginning
of the treatment).

-San iCT —
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depc: a person undergoing six years of instruc-
tion, with the aim of being accepted into one of
the six orders of the Temple.

Adbas=: the primordial spirit of air in the Lan-an-Saol,
the Demorthén’s central myth. A member of the Triad that
created the Life-Tree. (25, 58, 142)

Aelechal: an alloy three parts silver and one part
gold, with a blue tint. It is exclusively used for the making
of azure Daols. (126)

A erqgewin: the mythical age during which men battled
countless Feondas, including particularly gigantic ones. To
Demorthén, the Aergewin resulted from the wrath of the pri-
mordial spirit Aingeal, as well as from Sniomh’s—the offs-
pring of Adhar-and could have led to Saoghal-Dheir, the
end of the world. (20, 26, 35, 37, 142)

Aqgaceann: the celebration of the fall equinox in
Demorthén traditions. People meditate to honor the dead,
and soldiers often engage in various competitions of skill
and bravery. (103)

Aingeal: the primordial spirit of fire in Demorthén
myths. Unlike its brothers of the other elements, it incar-
nates forces of death and destruction, and did not participate
in the creation of the Life-Tree. (35, 142)

Albarice: a thick, hard rock of a remarkably white
color, only found in Arden’s quarries in Gwidre. The Temple
sees them as a sign of divine favor, and makes great use of
the mineral in the construction of its churches. (73, 75)

A 1-0: a rite of passage allowing an Osfei to become a
Hilderin knight and to be granted his mount. During a patrol
or a routine mission, he is left alone by his mentor in a dan-
gerous area and must come back alive. (169)

Ansail éis: “guardian” in Tri-Kazel’s ancient tongue.
The title borne by Osag clan chiefs. As time went by, it also
came to be bestowed on village chiefs and those who are
nominated by a king to be the head of a city. (19, 62, 67)

Aochbas: the “light of the dead”. A faint vibrating
luminescence that can sometimes be observed above cairns,
tumuli, and tombs on nights of full moon. (102)

Asenchel: a famous bard, founder of the Varigals. She
is said to have accompanied and aided the Three Brothers.
(26, 27, 136, 137)

Mis-cifacc: a Magientist apparatus or machine, which
runs on Flux energy. (158, 165)

A stT: an aerial spirit of the Demorthén myths, which name
has been given to a dry eastern wind, responsible for nume-
rous fires in Gwidre. (17, 73)

A=z ulrock: a bluish mineral found in Tri-Kazel’s mar-
ble deposits. Azulrock is very much sought-after, especially
because it is known to be very rare on the Continent. (172)

B e e
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Lade knigbcs: a chivalry order of the Temple.
Their duty is to defend the adepts of the One
through force of arms. (122, 147, 153, 155, 171)

Bieichas: a novice in the order of the Hilderin
knights, a Breithan is subjected to basic training and must
do the chores before being confirmed at the Osfei rank.
(169)

Boermac: a big pack animal related to the cow; sturdy
and particularly slow. (20, 43, 71, 100, 111)

SESES
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Botcarisc: one of the three Magientist schools of
thought, specialized in Flux of vegetal origin. (160)

Biramble kmighcs: the peninsula’s most ancient
chivalry order. Its members are knights-errant dedicated to
protecting those in need and to upholding traditions. They
also lend money, and have instituted the use of bills of
exchange. (128)

Dssesesesesesesosesesosow2

aernide: an animal commonly used as a
mount, with magnificent antlers reminiscent of a
deer’s. (20, 111, 130, 131)

Calyre: an animal similar to a goat or an ibex, native to
Tri-Kazel. A Calyre has one frontal horn. (20)

Casrach: an iron-shod walking stick used by Varigals.
(166)

Cinchareid: natural sanctuaries; Demorthén places of
power where C’maoghs are born and gather. (143, 145)



&

Circles: a way of grouping children by age section
under the tutelage of the Damathair. There are three circles
of five years each, the passage to adult life being traditio-
nally set at sixteen. (97)

Clascadh: small, hemispheric granite shelters, for-
merly built in the north of the peninsula by ancient moun-
tain tribes. (87)

Cr»raogh: manifestation of the spirits of nature in
Demorthén myths, appearing as gleams or will-o-the-wisps.
It is with the help of the C’'maoghs that Demorthén are able
to perform their magical powers. (144)

Confederacion: a Continental nation in which
Magientists have a lot of influence. (89)

Comncirenc: a territory at the east of the Asgeamar
Mountains. Its exact dimensions are unknown. (24, 27, 88)

Corabm»n-in: The Life-Tree’s name in the penin-
sula’s ancient tongue. (142)

Cireaq: the ancient name of Tri-Kazel’s peninsula, before
the Foundations. (26, 146)

Cursed scowes: crystalline remains of ancient
demons that must be gathered and sealed away, according to
Temple dogma. (152)

e
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aedemorchys: a Tri-Kazelian word
used for Magientists, with emphasis on their
disrespect for the forces of nature. (21, 80, 156)

Dasmachair: “second mother” in the ancient tongue.
A person, most often a woman, in charge of instructing and
protecting a group of children, thus liberating their parents
so that they contribute to the survival of the community.
(14, 97, 123)

Daol: the common monetary unit of Tri-Kazel’s king-
doms. There are three types of Daols, which look like trian-
gular coins minted with specific alloys. A frost Daol (made
of Trekann) is worth ten azure Daols (made of Aelethal).
Each of those azure Daols are worth ten ember Daols (made
of Orekal). (126, 127)

T

Deachcheacer: according to the theories of the
occultists, a person who travels in cursed, unknown territo-
ries in his dreams. (170)

Demorchen: “guide” in the ancient tongue. A keeper
of sacred traditions in Tri-Kazel, and the intercessor bet-
ween men and the forces of nature. (26, 32, 35, 42, 52, 53,
57,71, 72,96, 97,98, 107, 117, 140, 158)

>
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arrach ]:eisz the festival of the spring

equinox in Demorthén traditions. Children who
\ have reached sixteen years are welcomed in adul-

thood. It lasts five to six days and marks the new
year. See also “Tiraine”. (98, 103)
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Clecc: a religious of the Temple who has received the
gift of performing miracles from the One. (150)

egcaLtcxtion: the energy of faith, used by the
Temple’s Elect. (257)

-
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eond: a creature hostile to mankind-plural is

Feondas—the name of which means “foe” in the

ancient tongue. Of various shapes, Feondas can be

animals, plants, or even an improbable crossing of

several natural kingdoms. Some are even said to be
capable of possessing corpses or living people. (20, 26, 27,
32,34,42,57, 69, 74, 75, 83, 115, 151)

]:iLid]ﬁ: a blind poet who sings alone, or accompanied by
musicians. He is often credited with prescient talents. Plural
is Filidhi. (81, 82, 133)

]:Lu)c: the energy source of Magientist artifacts. Flux is
mainly extracted from dead or living matter, and then refi-

ned into a useable state. There exist four types: mineral
(blue), vegetal (green), organic (red), and fossil (warm yel-
low). It is commercialized in the form of cartridges and car-
boys: 1 charge for standard cartridges (3 ounces), 3 charges
for medium cartridges (10 ounces), and 30 charges for a gal-
lon. (35, 43, 49, 52, 157)

]:ossiL ]:Lu)c: an amber-colored toxic substance, of
variable density in its natural form: most of the time liquid,
but also thick and sticky. It is often contained in a crystal-
line shell. When refined, it becomes a bright yellow liquid
with an oily consistency. Rare, but extremely rich in energy,
this Flux is highly valued by Magientists. Demorthén gave
the name Nimbheil to this substance. (159, 162)
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]:ounclat ions: the period during which the Three Brothers united the tribes of Creag’s peninsula and founded
the three kingdoms. The year zero of the Tri-Kazelian calendar marks the Oath and formalizes that event. (27)
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ray (T)aqes: practitioners of the unholy
arts, see Sorcerer. (171)

Grecxt ‘Cheocracy: a Continental
nation founded around the faith of the Temple. (90, 152)

Gwefz: a solo a capella lament sung by Filidh. Relates
legendary or historical events in two modes; one tragic, the
other heroic. (81, 82, 133)

GWYLmiCH a flower, the golden petals of which make a
magnificent yellow powder, used by painters and dyers. (20)
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elice: a member of a Magientist network of
intellectuals in charge of reflecting upon the
great orientations of the Magientist Order. Most
of them are Magisters or Primus. (159)

hexceLsis: the six-point symbol of the religion of the
Temple, symbolizing a snowflake, as well as the six
Ordinances revealed to Soustraine. (155)

Mcepcus: a Magientist pupil, following a seven-
year period of study. (159)

lormnchén: a Demorthén’s apprentice. (42, 140)

Dieropbanc:a high dignitary of the Temple’s clergy.
An assembly of Hierophants, the Great Cenacle, leads the
clergy in the Great Theocracy, whereas a single Hierophant
is responsible for the church of Tri-Kazel. (154)

Pilderin knighcs: a knightly order dedicated to
fighting Feondas. The brother of King Hild created it in 467,
soon after the king’s death at the claws of those monsters.
(30, 52, 54, 80, 168)
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Inquasds: isolated strategic bastions and advanced
posts, well known for their prevalent iron discipline. Their
garrison is formed out of conscripts on duty for their lord,
soldiers under disciplinary punishment, petty criminals, and
mercenaries attracted by the high pay. (19, 36, 74, 124)
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an-an-Saol: the founding myth of the

Demorthén traditions, enumerating the truths of

the Primordial Spirits, the Life-Tree, and
* Saoghal-Dheir. (142)

La&ar ar Baille: commemorative songs, celebrating
the deeds of Osta-Baille’s inhabitants, who drove the besie-
ging armies of Gwidre back from their city in 858. (62)

Liadb: the most mysterious of Demorthén arts, the Liadh
gives its wielder the power to call directly upon the
C’maoghs, without making use of Ogham. (141, 144, 245)

Liaqgcal: ancient circles and lines of ritual stones where
the Demorthen gather for the Tsioghair. Formerly, there were
four of them, approximately located at the four cardinal points,

but the one on the north of the peninsula was razed by the
faithful of the Temple. (24, 25, 122, 141)

Life-Cree: a mythic tree of the Demorthén beliefs,
named Corahn-Rin in the ancient tongue. Created by the spi-
rits of the Triad, it covers Esteren’s world and represents the
whole of nature’s phenomena. In its branches and foliage
flows the Rindath, existence’s primordial sap. (24, 142)

Locl(]e: a group of Magientists gathered around a project
or a common specialty. (122, 159)

Lor» ]lann: one of the near legendary Demorthén
arts, which allows the carving and shaping of the Ogham
used in the Sigil Rann. (245)
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ience: a science from the Continent
whose basic principle is the use of the Flux’s
energy to fuel apparatuses known as Artifacts.
(29, 30, 35, 43, 156)

(Magiencisc: a person trained in the secrets of
Magience. Magientists are organized in distinct schools
(Botanists, Mineralists, and Vitalists) and ranks: Inceptus,
Scientor, Primus, and Magister. (30, 31, 33, 36, 43, 52, 57,
84, 156)

@ ’o.%istev: a Magientist of high status, supervising
several Primus and numerous Scientors. (159)

(Mauve Deach: one of the most dreaded diseases.
Its most remarkable epidemic goes back to the year 492,
when it killed half the inhabitants of Osta-Baille in two
months. (30, 32)
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(Melores: a network of artificial veins supplied with
Flux, implanted in the body of some Magientists to improve
their abilities. (52, 90, 161)

(Nerchanchas: a master artisan at the head of a
guild, which he leads. (104, 105)

(Mireralisc: one of the three Magientist schools of
thought, specialized in Flux of mineral origin.(160)

(MNorcail: a renegade Demorthén (“corrupted” in the
ancient tongue) who uses the Oradh for evil ends.
(147, 171, 252)
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each-torqail: “master artisan”, the hono-
rary title granted by guilds to their most famous
creators. (104)

Nebul ar: an artifact; a lantern or street lamp running
on Flux. (45, 81, 84, 85, 157, 164)

Nisvbeil: an amber-colored toxic substance disturbing
the C’maogh, and the name of which means “poison” in the
ancient tongue. See “Fossil flux”. (147, 162)

Nod: a Magientist complex of great size. Tri-Kazel’s only
Nod is in Baldh-Ruoch. On the Continent, Nods are actual
industrial cities. (89, 163)
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cculcist: an adept of obscure theories origi-
nating from the Continent, mixing mysticism,
superstitions, and psychological or paranormal
hypotheses. (102, 170, 198)

Oghbas: inscriptions carved on rocks or pebbles through
a secret Demorthen process, the Lorn Rann. Ogham allow
Demorthén to perform magic by calling upon the spirits of
nature. There are seven fundamental Ogham from which the
rest are derived. (25, 144)

One: the only true god in the Temple’s religion. He gave
birth to the world of Esteren according to the prophet
Soustraine. He is also called the Creator, or the One God.
(26, 27, 45, 70, 148, 149)

Osr-adh: a Demorthén word for corrupted forms of magic
that are practiced by Sorcerers and Morcail. (147, 171, 252)

Osr-dirarces: the six fundamental commandments the
One transmitted to the prophet Soustraine. They are: recognize
the One as the only divinity, spread his message, follow his
commandments, remain humble before the One, control your
passions, and finally, express your piety through prayer. (150)

Osekal: a gold and copper alloy only used to make
ember Daols. (126)

OSOLCJ: a member of one of Tri-Kazel’s first tribes, striving
to preserve ancestral traditions. (18, 19, 27, 28, 40, 41, 53,
58, 62, 120, 141, 142, 202)

Ostei: a squire of the Hilderin order, apprenticed to a
knight for his training. He will be made knight if he survives
the Anr6. (169)

Osfer: a seasoned Hilderin knight, qualified to take care
of an Osfei. (169)

— = g

riordial Spirics: the elementary
beings from which Esteren originated according to
the Demorthén: Adhar, Roimh, and Usgardh
(which form the Triad), as well as the spirit
Aingeal. (142)

elics: in the Temple’s dogma, this word des-

ignates the Light Shards, crystalline remains of

envoys from the Creator, who fought against

demons in the ancient times. The Temple
strives toward discovering those relics and exhibiting them
in holy places. (152)
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Drimus: a person responsible for a Magientist site or
school. (88, 159)
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Riﬂclcxt}w: the primordial energy, according to
Demorthén; the substance of Primordial Spirits and the sap
of the Life-Tree that irrigates and feeds all things. Also the
energy used in Demorthén magic. (42, 142, 245, 246)

Roim}v: the primordial spirit of earth in Demorthén
myths. A member of the Triad. (24, 25, 142)
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aogbal -Dhbeir: the end of Esteren’s
55 world mentioned in the Lan-an-Saol, when the
e wrath of the spirits Aingeal and Sniomh will
cause the fall of the Life-Tree. (142, 144)

Sao }waL-GLas: the world after the end of Esteren
during Saoghal-Dheir. A vast plain of cold ashes, buffeted
by harsh winds. (144)

-GLossar]'-

287

ot
-



288

Sciencd: the title granted to Inceptus who have suc-
cessfully finished their training and obtained their
Magientist diploma. (159)

Siqil ]lann: the primary Demorthen art, allowing
one to obtain the C’maoghs’ help by means of Ogham spe-
cific to the effects one wishes to call upon. (144)

Siqire: amember of one of the six orders of the Temple’s
clergy. The Sigires have the task of watching the faithful and
fighting heresy and blasphemy. (24, 78, 147, 153, 155, 171)

Sisalbir: the Continent’s region situated on the other
side of the Asgeamar Mountains. It is described as a great
marshy plain, fertile and rainy, populated with various
tribes. Numerous migrants from the Simahir have probably
mixed with the Osags as time went by. (25, 30, 89, 92)

Six Os-ders: the branches of the Temple’s clergy: the
Vectors (missionaries), the priests (in charge of churches),
the Blade knights (soldiers of the Temple), the clerics (scho-
lars and administrators), the monks, and finally the Sigires
(who hunt down heretics). (152, 153, 154)

Sorcerer: a practitioner of magical arts taught by
demons, according to the Temple’s dogma (171).

Soustraine: the ancient prophet born on the
Continent. He spread the faith of the One, giving birth to the
religion of the Temple. (27, 149)

Souscrainians: a rarely used derogatory word used
by Tri-Kazelians to call those who believe in the message of
the prophet Soustraine and in the One. (24)
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ar~ish: a nomadic people of mysterious ori-
gin, called “the people from the west” as they
are believed to have reached the peninsula
through the Furious Ocean. (18, 21, 41, 42, 53,
82, 125, 202)

‘Cemple: a monotheist religion originating from the
Continent, founded by the prophet Soustraine. The Temple
is organized in Six Orders and its center is the Great
Theocracy, on the Continent. (148)

Chiree Brochers: the three young warriors who
unified the peninsula and founded the kingdoms of Tri-
Kazel to which they gave their names: Gwidre, Reizh, and
Taol-Kaer. (19, 27, 60, 120, 137, 138)

Ciraine: the new year festival in the tradition of the
Temple’s church. It corresponds to the spring equinox and to
the Demorthén’s Earrach Feis festival. (103)

Coil -caigh: lliterally “house of pleasure”. Urban
establishments that allow individuals to find—in exchange
for a few Daols—pleasant company and distractions. (101)

Cor1 Cearm: “Tower Master”, a high-ranked officer from
the Hilderins’ order, commanding lower-ranked knights. (169)

‘Coscaire: anurban guide from the city of Osta-baille,
hired to take charge of visitors. (65)

Crekarm: a rustproof alloy of secret composition,
grey-white colored. It is only used to make frost Daols.
(126)

Criad: Adhar, Roimh, and Usgardh, the three primor-
dial spirits that have, according to Demorthen beliefs, given
birth to the Life-Tree and to Esteren’s world. (42, 142, 143)

Cri-Kazel: the “three kingdoms” in the ancient
tongue. The official name of the peninsula since the time of
the three brothers. Before the Foundations, Osags called it
“Creag”. (26)

‘Csiogbair: the Demorthén’s assemblies, held each
year at the end of the month of Og-mhios in sacred places
called Liagcal. (24, 25, 35, 122, 141)

Cuqgarch: a legendary metal, said to be the only
means of defeating the most powerful Feondas.
(17, 66, 116)
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sqardbh: the primordial spirit of water in Demorthén myths. A member of the Triad and co-creator of the Life-

Tree. (25, 142, 144)

T
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arigal: a messenger and/or a guide, wandering
across the peninsula’s roads and maintaining ties
between the most isolated communities. (166)

Veccora missionary; a member of one of the six
orders of the Temple’s clergy, in charge of spreading faith in the
One. (56, 90, 122, 154, 155, 171)

Vicalisc: one of the three Magientist schools of'
thought, specialized in Flux of organic origin. The best
Magientist doctors and surgeons have followed this tea-
ching. (161)
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hice

]:cxmine: a period of suffering during the Ice Era (360-450); its name refers to the cold weather that
caused the decimation of numerous snowbound communities. (29, 82)
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A medieval roLe-PLa]’im] c]ame with a l“O‘l"T’i‘F’lC and qot‘«ic inﬂ,uence

Picture a peninsula with steep hills, thick forests
that barely let the sunlight through, misty valleys,
and fortresses clinging to the mountainside... and
beyond the oceans, the vast and mysterious Con-
tinent. In such awe-inspiring landscapes, the
Shadows of Esteren role-playing game will intro-
duce you to a gritty, realistic world, where super-
natural elements are never trivial or meaningless,
and where men have to face fierce threats lurking
in the dark.

Intended for Game Leaders as well as for
Players, this book is the first of the Shadows of
Esteren series. Within, you will find:

- A Gaming Universe

Discover the world of Esteren through the eyes of
its inhabitants, especially those of Tri-Kazel's
peninsula. Divided into three kingdoms, its polit-
ical, geographical, and historical aspects are
described. The lifestyle, the antagonisms among
the factions, and the problems its inhabitants
have to cope with on a daily basis are extensively
portrayed.

- A Complete System

Giving priority to the atmosphere and interac-
tions among the Players, the game system of
Shadows of Esteren will notably allow you to
create your Characters, manage the evolution of
their sanity, use Magience, uncover the secrets of
the Oghamic arts, call upon the power of the
Creator, etc.

- Player Aids

This book includes six archetypes illustrating a
few of the possible roles you can play, technical
texts about assembling a group of Characters, a
complete glossary and index, the character sheet,
etc. These player aids will allow you to set up
your first game sessions while fully introducing
you to the Shadows of Esteren series.
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