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 The Staff, Rune of Thought

Affiliated with the Realm of Day

Aesh is the Staff, or sometimes the Staff and the Star. It represents thought, reason and intellectual faculties. It is also the rune of Logic, suggesting the progression from one idea to another, and in this aspect may sometimes be called the Chain. The concept of one thought or idea providing the foundation on which others are built also makes it the Rune of Hierarchy, of stable social structures based around reason, order and shared ideals. 

This rune also symbolizes all forms of mental discipline based on universal truths - mathematics, engineering and even music. As the Rune of Knowledge it is sometimes called the Scrollcase.

Reason is often devoid of moral imperative, however, and logic can lead inexorably towards terrible deeds. These darker aspects of Aesh bring with them the suggestion of intellectual bigotry and the assumption that learning and rationality alone make an individual better than their peers. 

Thought empowers and is empowered by the rational mind. It directly opposes Zorech, the Rune of Passion, which represents instinctual behaviour. Some magicians argue otherwise and claim that Aesh and Zorech complement, rather than oppose, one another; the theory being that passion and intuition harnessed by reason and logic are stronger than either quality alone.

The Rune of Thought is sometimes associated with the general practice of magic, especially by some Urizen prognosticators. They claim that it is only through thought and reason that magic can be understood, mastered and wielded. Even in a nation known for intellectual rivalry and disparate philosophy, this idea is considered especially contentious.


 Using Aesh in Magic

Aesh is unsurprisingly evoked with any magic that deals with the mind, but it is also commonly used in rituals that deal with the exercise of mental skills such as engineering, architecture or tactics. It is often used with the detect magic incantation.


 Crafting with Aesh

Magicians often have the rune worked into their implement, or whatever tool they use to perform their magic. Some mystics claim that every magician's staff, wand or rod is a physical manifestation of Aesh. It is also commonly worked into the cover (often on the spine) or frontispiece of any non-fiction book; likewise it is embossed on scroll cases and writing kits by sages and itinerant scholars alike. Despite its associations with scholastic pursuits, tacticians and strategists often carry batons or other items marked with the rune, recognising the role logic and reason play in the planning of battles.


 For Machine Embroidery

Here is a digitized version of Aesh in .jef format, suitable for a 7x5 hoop. 
File:RuneAesh.jef
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 The Staff, Rune of Thought

Affiliated with the Realm of Day

Aesh is the Staff, or sometimes the Staff and the Star. It represents thought, reason and intellectual faculties. It is also the rune of Logic, suggesting the progression from one idea to another, and in this aspect may sometimes be called the Chain. The concept of one thought or idea providing the foundation on which others are built also makes it the Rune of Hierarchy, of stable social structures based around reason, order and shared ideals. 

This rune also symbolizes all forms of mental discipline based on universal truths - mathematics, engineering and even music. As the Rune of Knowledge it is sometimes called the Scrollcase.

Reason is often devoid of moral imperative, however, and logic can lead inexorably towards terrible deeds. These darker aspects of Aesh bring with them the suggestion of intellectual bigotry and the assumption that learning and rationality alone make an individual better than their peers. 

Thought empowers and is empowered by the rational mind. It directly opposes Zorech, the Rune of Passion, which represents instinctual behaviour. Some magicians argue otherwise and claim that Aesh and Zorech complement, rather than oppose, one another; the theory being that passion and intuition harnessed by reason and logic are stronger than either quality alone.

The Rune of Thought is sometimes associated with the general practice of magic, especially by some Urizen prognosticators. They claim that it is only through thought and reason that magic can be understood, mastered and wielded. Even in a nation known for intellectual rivalry and disparate philosophy, this idea is considered especially contentious.


 Using Aesh in Magic

Aesh is unsurprisingly evoked with any magic that deals with the mind, but it is also commonly used in rituals that deal with the exercise of mental skills such as engineering, architecture or tactics. It is often used with the detect magic incantation.


 Crafting with Aesh

Magicians often have the rune worked into their implement, or whatever tool they use to perform their magic. Some mystics claim that every magician's staff, wand or rod is a physical manifestation of Aesh. It is also commonly worked into the cover (often on the spine) or frontispiece of any non-fiction book; likewise it is embossed on scroll cases and writing kits by sages and itinerant scholars alike. Despite its associations with scholastic pursuits, tacticians and strategists often carry batons or other items marked with the rune, recognising the role logic and reason play in the planning of battles.
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Here is a digitized version of Aesh in .jef format, suitable for a 7x5 hoop. 
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The Flame, Rune of Passion

Affiliated with the Realm of Night

The Flame represents strong emotion, but not just romantic or carnal feelings. It represents strong feelings, especially feelings and instincts that overwhelm reason or restraint. Fire expresses the idea that passion is dual-natured - a fire can warm and illuminate, bring comfort and offer the promise of safety. It can also rage out of control, consuming and destroying everything in its path until it burns out, leaving only cold embers behind. As the Rune of Destructive Passions, it is called the Inferno.

This is the rune of hatred, vengeance and fury as well as love in its various forms, but it is also the Rune of Joy. It represents any powerful or compelling emotion. Zorech is bold and uncompromising; it overcomes impediments by whatever means are necessary and is consequently often seen as being a selfish rune. Yet Zorech also governs those passions that drive the most heroic of actions; these profound emotions may help a soldier be victorious over a hated foe, or drive a lover to acts of incredible daring to spend one night with the object of her affections.

Zorech also represents disorder, and the collapse of hierarchy and tradition. It is a rune of social chaos, rather than the uncontrollable natural chaos of Mawrig the Spring Rune of Storms. Embracing passion frees one from societal constraint, and there are many who would argue that the first step to understanding this rule is to abandon conventional ideas of politeness and acceptable behaviour.
All of this means that while the rune has many positive connotations, but is often mistrusted because of its dangerous duality. Several priests are deeply suspicious of this rune due to its obvious correspondence to the Malign spiritual presences of anarchy, vengeance and hatred.

The rune is often found on weapons wielded by Freeborn Kohan, and is also popular with the Hakima magicians of that nation due to its correspondence with the idea of using passion and strong emotion to fight or work magic. In combination with Aesh, Rune of Thought, it is a symbol of Arete for some Urizen sentinels. It is also a common symbol for Kallavesi warriors to bear as a tattoo or brand. Some Navarr paint the rune on themselves before seeking vengeance or fighting a hated opponent - especially warriors who must enter the area of a Vallorn for some reason.

The Eternal Janon exemplifies many of the attitudes and themes of Zorech, and is often referred to as the shadowed fire.


Using Zorech in magic

The Rune of Passion is used most commonly in workings designed to inflame passion. Harnessed by another rune it can be a powerful source of energy - it is often combined with Aesh, the Rune of Thought, to represent passion channelled by reason. Some magicians evoke Zorech when performing the Empower Incantation.


Crafting with Zorech

Even more so than Xun, Zorech is inscribed on musical instruments, especially drums. It is also found on weapons and shields, especially among those warriors who fight with passion, especially those who hate or seek vengeance against their enemies. 





For Machine Embroidery

Here is a digitized version of Zorech in .jef format, suitable for a 7x5 hoop. 
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"Where there is darkness, we will make light."



The mountains of Urizen rest on three pillars. 

The first is magic – for the Urizen are a people where magical prowess is seen as the highest achievement. There are few places in the world where magicians are respected as they are in Urizen, but magic alone does not control the Nation. Magic is a tool, a means to an end, forged through study, honed by reason and wielded with the certainty of people who know they are wise enough to do so safely.  

The second is reason – only those who understand the world are fit to shape it. Through education and thought, the Urizen learn about the world and the things in it and are better suited to make decisions that change the world. Architects bridge the mountains and focus light to illuminate great halls with a handful of candles. Scholars debate the meaning of existence, and engineers construct engines of war to bring swift ruin to their enemies.

The third is ambition – the Urizen want nothing less than the perfection of all humanity. They seek excellence in themselves, in everything they do. They carve mountains into cities, educate the ignorant and seek to shape the fate of Nations, all with a confidence and dedication that flows from the certainty that they are right to do so.

This is a Nation of timeless tranquillity preserved by strength, of decisive action guided by reason, of majestic spires and citadels reaching toward the sky. It is a Nation of magic, where magic is king.  

It is a realm that understands the most important lesson of magic – that a single individual can change the world if they have sufficient will to do so.


 Five things to know about Urizen

	They study magic as the highest discipline.

	They live their lives by reason. Rationality and logic are the tools with which they pick apart the secrets of creation.

	They aspire to excellence. Not just for themselves, but for the Empire and the rest of humanity.

	They seek mastery. Not only of themselves, but of the world around them.

	Education is the greatest gift one can give. People who understand the world are simply better than people who do not.



 What the citizens of Urizen are not

	 Pacifists or procrastinators. They are reasonable people, but are quite prepared to fight to get what they want - they're just likely to consider for a moment if violence is the best course of action before they attack.

	 Unarmed combatants. When the Urizen think of martial skills, they think of weapons. Wrestling or even touching your enemies is a distasteful idea. Much better to keep them at bay and overwhelm them with your consummate weapon skills than let them get close to you.






 The nation

  Core brief 

	 The people

	 Culture and customs

	 Look and feel



  Further reading 

	 History

	 Leadership

	 Economic interests

	 Military concerns

	 Religious beliefs

	 Magical traditions

	 Hearth magic

	 Lineage and species attitudes

	 Territories

	 Children

	 Music

	 Costumes



This selection of articles can be downloaded as a PDF book (or as html only)
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	    A versatile spell, invaluable to the magical investigator.
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Description

This simple divination is invariably the first one that a magician learns to cast. Every magician is able to cast it; along with operate portal and create bond, it represents a shared suite of powers common to everyone who works magic. Being able to perceive magical auras is a key part of learning to cast spells and perform rituals. Once an apprentice magician masters the ability to attune their perceptions to magic, the spell allows them to perform a number of simple functions relating to magical energies.

While many magicians think of magical auras in terms of visual effects, the experience of detecting magic is highly personal. Some magicians, especially those who have studied the music of the spheres, interpret magical effects in terms of musical notes. Magicians with naga lineages in particular are known for their discerning senses and report feeling, smelling or even tasting magical auras through the use of this spell.

Detect magic is versatile but does not provide in-depth information about a magical effect. Where complex magical effects are concerned, the Bright Lantern of Ophis is much more effective at divining details of a magical effect. 

For all its versatility, a magical investigator can rapidly deplete their store of personal mana. Anyone who wants to specialise in this kind of divination may want to invest in a Seer's Probe which allows the wielder to cast extra detect magic spells in a day (and, as a bonus, grants access to voice for the dead as well).

Finally, it is worth noting that perception of magical auras is not restricted to magicians - the Magpie Infusion is a herbal preparation that can be used to duplicate the effect of detect magic in a limited fashion.


Casting

	 Type: Regular spell

	 Cost: 1 Personal mana


Effects

This flexible spell can be used to perform a number of separate tasks, but only one may be used each time the spell is cast. Each of these uses requires the assistance of a referee.


Divination

By casting the spell on a single target that is close enough to touch, you can determine the name of any specific rituals or ceremonies that could be used to discover more information about it. This effect only reveals the name of rituals that are in Imperial lore. Certain rituals (Ties that Bind, Hand of the Maker, the Insight ceremony) will almost always provide information and are only mentioned if there is explicit extra information to be uncovered. 

Divination will also name other ways of gathering information. For example, it will reveal whether there is information to be gathered about an item using the Insight ceremony, or whether an arcane projection in a certain realm and of a certain magnitude might be used to learn more about an effect.


Discern Enchantment

By casting the spell on a single target that is close enough to touch, you determine the level and realm of any ritual enchantment on the target. If the enchantment is the result of a boon from an eternal, the spell will reveal this and the realm the eternal is associated with.


Identify Ritual Performance

You can use this spell to discern the magnitude and realm of a ritual that is being cast if you are close enough to hear the words of the ritual.


Identify Magical Item

By casting the spell on a single magic item you can determine its basic abilities. When used in this way it does not reveal the presence of any additional qualities such as the presence of a curse, hallow or hidden roleplaying effect. Using the spell in this way will also detect any enchantments on the target item.


Discern Arcane Mark

You may cast this spell on a single target to determine if they have an Arcane Mark, and whether than arcane mark is the same as your own (assuming you have one). When cast for this specific purpose, it does not discover any other information about enchantments on the target. This use of detect magic is closely tied to the Right of Challenge of the members of the Conclave orders.


Discover Conjunction

Detect Magic can also be used to interact with the Sentinel Gate, the powerful teleportation portal that stands in Anvil and allows characters to quest and take part in battles. When you use the spell in this way, you can ask a referee if a specific conjunction is anticipated. You must specify as exactly as possible the destination you are looking for - it is not enough to just name a territory or region. For example, you might ask if there will be a conjunction to "The shrouded glen, on the outskirts of Mournstead in Liathaven" - it is not enough to just ask if there is a conjunction to Liathaven or Liath's Ring. When used in this way, the referee will tell you if there is a conjunction; when it will open; how many people may pass through it; and any special circumstances that related to that conjunction.


Special Circumstances

Some effects can conceal information from detect magic, but in that case the presence of the obscuring effect itself is always detected by this spell. There are no enchantments that will cause detect magic to give false information.

If the spell targets an item. and that item is under the effect of Mark of Ownership, then details of that mark are revealed in addition to any other information sought with the specific spell use.


Sample Vocals

The following are sample vocals you can use to cast this spell if you don't want to make up your own.


	 (with eyes closed and one hand almost touching the target) "By the light of the hidden moon, let my inner eye be opened. Let my inner eye be opened and let me see more than mortals do. Let me see more than mortals do and look beyond the world of colour and shape. Let me look beyond the world of colour and shape and see the true world beyond. Let me see the true world beyond, and let my inner eye be opened. Let my inner eye be opened, bu the light of the hidden moon."

	 (evoking the Door) "Upon my brow is the crown of four stars; it grants me authority to command the hidden gate. Let the star of the east attend and grant me wisdom; let the star of the west attend and grant me insight. Let the star of the south burn away the shadow; let the star of the north grant me sight beyond the veil. Let the paths of the future be shown to me, Sentinel Gate I command you speak to me with the voice of the Heavens." 

	 (sketching each rune in turn in the air above the target) "I cast the runes before me. I invoke the bright lantern. I invoke the light of truth. Illuminate this (man/woman) with the light that reveals all. I bring for the light that drives away confusion and lays bare the secret lore at the heart of all things."

	 (during a careful examination of the target) "I have been called and I am here; the Doctor, who sees keenly and separates truth from deception. My keen eyes cannot be deceived, by keen wit cannot be lead astray, my voice cannot be stilled when I speak of hidden things. Nothing can hide from my gaze, and all secrets are laid bare before me. I come to present my diagnosis, as I have been bid."


Common Elements

	 Rune Magic: The obvious runes to include in detect magic are Sular, Aesh, Ophis and Irremais all of which deal with knowledge or information. The runes Diras and Wyr might also be appropriate to some casters, especially when exploring a mysterious or enigmatic magical effect. Finally, a rune that reflects the nature of the target might suggest itself -  the rune of plots suits an attempt to detect an arcane mark for example.

	 Astronomancy: the Key suits detect magic in general, as does the Spider, but it is worth noting that the Door has obvious correspondences when using the spell to determine the presence of a conjunction on the Sentinel Gate.

	 Dramaturgy: Two personae are associated with this spell. The Doctor works through careful examination and study of a target, while the Witch represents a more intuitive approach. Lantern, which reveals things when lit, is also a good match for this spell - either pretending to kindle an invisible flame in an actual phys-rep or calling its authority as a tool of revelation and discovery.

	 Other traditions: A Dawnish witch might evoke the power of a wise sphinx, while a Wintermark or Varushkan magician might call on totems associated with wisdom (ravens and spiders or squirrels respectively).

	 Realms: Detect magic, as a divination, has clear correspondence with the realms of Day and Night, but it could also been seen as an expression of wisdom and thus tied to the realm of Winter. Determining information about an object, or about the Sentinel Gate also has obvious resonance with the Autumn realm.
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 Overview

Empire does not use Futhark or other traditional real-world rune systems. Rather it uses a series of twenty-six mystical runes that originated in Wintermark. While the Winterfolk discovered them, they are used by magicians and crafters all over the Empire.

Each rune is associated with a concept, usually a single word that sums up its magical meaning. They are each tied thematically to one of the Realms of magic. Runes also have names, which can be invoked, and are believed to physically resemble an iconic item or creature. Many magicians keep a scroll or a notebook containing information about the runes, as memorizing all of them is quite a feat.

The runes are also used as a simple alphabet by several magicians; each rune stands for a single letter in a typical substitution cipher. Many magicians consider this to be a risky and foolish activity; if the runes have power, then using them to write things invites unexpected and uncontrollable forces to intrude on the life of anyone who handles them.


 Performing Magic

Runes can be used as a method of performing magic. A magician might trace a rune in the air or while touching a target of a spell, or might use a permanent or temporary design that incorporates a rune. Runes are commonly painted or carved onto the targets of any magic that has a duration, but may also be traced or invoked while performing almost any ritual.

There are no magical functions that are unique to runes, they are an aid to roleplaying when peforming a ritual and can be replaced with other aids as appropriate to the character, but the magical associations of each rune can be used in rituals where the hearth magic properties of the runes may provide a bonus to the effect of the ritual if used correctly.


 Divining with the Runes

A diviner may have a set of runestones (or occasionally runic cards) which they use for divination. The diviner selects several of the runes at random, and tries to interpret their meaning. Some diviners write a word using a runic substitution cipher and then interpret the resulting runes as a means to gain insight about the thing the name applies to. This practice is largely discredited; magicians in Urizen and Highguard alike point out that it is based on an arbitrary connection between the runes and the letters of the Imperial alphabet, and has no divinatory value.


 Crafting the Runes

Runes are often incorporated into crafted items, especially in Wintermark. In the setting they help to enhance the properties of items made - a sword is less likely to rust or shatter, a cloak is less likely to tear - but when used in this way the runes have no rules-based game effect, they are intended purely for roleplaying purposes.

An item may be marked with one or two runes that define or support its purpose - for example, a sword may have the runes for "warfare" and "victory" engraved on either side of the blade..


 Realm Affiliations

The Runes can be combined together in many different ways, but magicians agree that there is a strong connection between the runes and the Realms. The majority of the runes are symbolic of concepts or themes closely tied to one of the supernatural realms. This does not mean that a rune can only be used with workings tied to the affiliated realm; for example, the rune of Purity Cavul is associated with the Day realm and may be used to purify a poison, but the rune of Blood Rhyv might be used instead or as well, despite being associated with the Spring realm. Collecting the runes into groups based on their realm affiliation is a useful shorthand for magicians when they are constructing a ritual. Crafters are aware of the distinction, but are usually much more interested in the meanings of the individual runes than their esoteric connections.


 Runes of Spring

The Spring runes are associated with life, the natural world, youth and beginnings. They are Bravash the Rune of Fertility; Evrom the Rune of Beginning; Mawrig the Rune of Storms; and Rhyv the Rune of Blood.


 Runes of Summer

The Summer runes are associated with strength, confidence, majesty, adulthood and energy. They are a common sight on weapons and armour, especially in Wintermark and Dawn. They are Feresh the Rune of Majesty; Jotra, the Rune of Battle; Tykonus, the Rune of Victory; and Verys, the Rune of Might. The runes of Summer are sometimes called "the Gryphon runes" after the heraldic beast popular in Dawn.


The gryphon is a heraldric beast that combines the aspect of an eagle and a lion, the union of Majesty and Might. It has razor-sharp claws that cleave through armour like the Rune of Swords, and possesses wings that bring to mind the Banner Rune. It exemplifies all that is best in the four runes, and is an enduring symbol of victory, prowess, pride and potency. It is little wonder that it is so popular among the Dawnish.


 Runes of Autumn

The Autumn runes are associated with wealth, influence, power, maturity and skill. They are Queros, the Rune of Plots; Hirmok, the Rune of Dominion; Lann, the Rune of Bargains; and Pallas, the Rune of Wealth.


 Runes of Winter

Several of the Winter runes have a bad reputation, as might be expected. They are associated with fear, death, suffering, curses and ending, but they are also associated with wisdom and old age. They are Naeve, the Rune of Hunger; Irremais, the Rune of Wisdom; Yoorn, the Rune of Ending; and Kyrop, the Rune of Weakness.


 Runes of Day

The Runes of Day are associated with thought, reason, truth, light and purity. They are Cavul, the Rune of Purity; Ophis, the Rune of Revelation; Sular, the Rune of Discovery; and Aesh, the Rune of Thought.


 Runes of Night

The Runes of Night are associated with secrecy, illusion, emotions, instinct and change. They are Diras, the Rune of Secrets; Wyr, the Rune of Mystery; Xun, the Rune of Transformation; and Zorech, the Rune of Passion.


 The Mystic Runes

There are two runes that fall outside the Realm groupings. (or perhaps three, depending who you ask). They are Gralm, Rune of Destiny and Ull, Rune of Chance. Some magicians leave them out of the runeset altogether; they are closely tied up with the Wintermark concept of the skein. The twenty-seventh rune, called The Unnamed, is the esoteric blank rune that represents the unknown, the concept of things that are outside creation.


 Runes and the Imperial Faith

While the practice is not universal, certain runes are closely connected with certain of the Virtues of the Imperial Faith. The practice of using the runes in this fashion is most common in Wintermark, but it is also popular in Urizen and among the Navarr. At various times the Synod has attempted to introduce specific sigils to represent the Virtues, but they have generally failed to gain much traction. In almost all cases, the runes are seen as an adjunct to, rather than a replacement for, the more generally accepted iconography of the Virtues.

While there is no universally accepted connection between runes and Virtues, the most common runic affiliations are:


	 Ambition is represented by Naeve, Rune of Hunger

	 Courage is represented by Jotra, Rune of Battle

	 Loyalty is represented by Lann, Rune of Bargains

	 Pride is represented by Feresh, Rune of Majesty

	 Prosperity is represented by Pallas, Rune of Wealth

	 Vigilance is represented by Ophis, Rune of Revelation

	 Wisdom is unsurprisingly represented by Irremais, Rune of Wisdom.

	 While not corresponding directly to an Imperial Virtue, the runes Yoorn and Evrom are sometimes used together to represent the concept of reincarnation; in this case Yoorn represents the end of one life, and Evrom the beginning of another.



These correspondences are mostly symbolic, used as decoration or divination rather than working magic. The runes seem to lack any ability to directly interact with or influence the Imperial Virtues in the way that Liao Ceremonies do. While Irremais may be evoked to grant wisdom, it has no special ability to interact with a shrine Consecrated to the Imperial Virtue of Wisdom. The exact relationship between magic and Virtue is a topic of much debate among scholars from all walks of life.


 Runes and Lineage

A strong connection exists between certain runes and the nature of those with lineage. While this set of connections is not universally accepted, five of the six lineages have a natural affiliation for six of the runes. As with the correspondences with the Imperial Virtues, these connections are most commonly used during divination.


	 The blood of the Briar lineage is said to have a correspondence with the Rune of Blood, Rhyv. 

	 The Cambion lineage is said to correspond with the Rune of Bargains, Lann.

	 The Changeling lineage is said to correspond with the Rune of Majesty, Feresh. 

	 The Draughir lineage is said to correspond with the Rune of Hunger, Naeve.

	 The Merrow lineage has an affiliation for the Rune of Discovery, Sular.

	 The Naga lineage has no single runic correspondence; Kallavesi mystics claim that this is simply because their nature defies easy categorisation, and as a consequence any or all of the four Runes of Night are used to represent them.



 Rune downloads

You can download an installable Wintermark runes windows font file which contains all the Wintermark runes coded by the first letter of the name of each rune.

You can download a LaTeX style file for using the runes.

You can download an illustrator Wintermark runes vector file which contains all the Wintermark runes as scalable vectors. There is a similar file for the magic runes.

You can download each of the runes as a .jef file suitable for machine embroidery on a 7x5 hoop or larger, linked off the individual rune pages.


 Further Reading

	 Traditions
	 Astronomancy

	 Blood Magic

	 Dramaturgy

	 Rune Magic

	 Music of the Spheres.

	 Totem Magic




	 Ritual Theory

	 Spellcasting
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 The Seedpod, Rune of Fertility

Affiliated with the Realm of Spring

Bravash is the Seedpod, and represents nature in uncounted variety; it represents the drive to procreate and the cycle of growth from seed to tree to fruit to seed again. It is symbolic of life’s ability to beget life in its own image as well as the unthinking and unending urge to create new life in a thousand different forms. It is strongly affiliated with agriculture; when evoked to enhance the fertility and abundance of a field it is called the Plough. 

It is also commonly called the Goat, representing the savagery of the natural world. It is the instinct to drive off competitors, the cruelty of nature and the drive to spread and occupy every niche. Combined with Hirmok the Scythe, the Autumn Rune of Dominion, it represents domesticated beasts whose fertility serves their human masters. 

This rune has special significance in The Marches. Farmers might evoke it as they sow seed, and it is usually inscribed on the dolmens that dot the fertile countryside. In Highguard Bravash is sometimes associated with the propagation of the Way of Virtue, and in Urizen and Navarr with the spread of ideas, recognizing the chaotic way that thought spreads and develops over time.


 Using Bravash in magic

Bravash is evoked with magic that causes living things to become fruitful. It can also be used to enhance the general health and vitality of a living person or natural place. It is often used with magic that is intended to spread in a predictable fashion, or that is intended to encourage wild growth. 


 Crafting with Bravash

Couples throughout the Empire inscribe the rune of Bravash on their beds, either upright or inverted, depending on whether or not they wish for a child (although relying on the rune alone is a risky proposition at best). It is also inscribed on farm tools, or over the lintels of animal pens for the same reason. Many apothecaries use the rune to mark preparations that are intended to enhance or restore virility or vitality, or occasionally inverted to signify preparations that cause lethargy or prevent conception.


 Machine Embroidery

Here is a digitized version of Bravash  in .jef format, suitable for a 7x5 hoop. 
File:RuneBravash.jef
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 The Swan, Rune of Purity

Affiliated with the Realm of Day

Cavul is the Swan, which represents purity, clarity and calm. It removes corruption and restores things to their original condition. It is also called the Rune of Clarity, and is used during meditation to center the mind and shut out external influences.

Purity protects from outside influences by reinforcing what is present (protection and warding) or restoring things to their original condition (removing corruption and taint). It has strong connections with water, and magic that evokes Cavul often includes elements of washing, cleansing or drinking with pure liquid. 

The Rune of Purity has unfortunate political connections. It has been used by movements that consider lineage to be a taint on humanity, as well as by groups who oppose the involvement of magicians or the Eternals in Imperial affairs. Prior to their arrest in 342YE, the Fraternity of the Swan inscribed Cavul on the bodies of their Imperial Orc victims as a call to arms against the so-called corruption of  the Empire by orcs.


 Using Cavul in magic

Cavul is evoked with magic that reinforces, protects against outside influence, removes taint or impurity, or cleanses. Many magicians evoke this rune by name, or trace it on the body of their target when performing the Purify incantation.


 Crafting with Cavul

Scholars, monks and politicians may bear the Swan Rune on a ring that they can study to calm their emotions without drawing attention. While it is sometimes placed on or inside a drinking vessel (especially by those who fear poisoning) it is not popular with those who enjoy carousing, for it is said that the presence of Cavul removes the flavour of any alcohol it comes into contact with. It is used on flasks and water skins by travellers, to keep the liquid inside fresh.


 For Machine Embroidery

Here is a digitized version of Cavul in .jef format, suitable for a 7x5 hoop. 
File:RuneCavul.jef
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 The Shuttered Lantern, Rune of Secrets

Diras is the Shuttered Lantern, the mirror and antithesis of Ophis, Rune of Revelation. The light inside is concealed, as the truth is concealed within a secret. It is sometimes called the Thief’s Lantern because it governs things that are actively concealed or hidden, as well as obfuscation, illusion and active deception. 

Diras especially applies to the idea of hidden knowledge; the more someone attempts to conceal a fact, the more it becomes governed by Diras. What the Shuttered Lantern conceals, it can also be used to uncover; some magicians use Diras exclusively in their divinations, claiming that this approach is more intuitive and challenging than the brute force approach represented by using Ophis.

Despite its use in uncovering secrets, this is very much a warding rune. Sometimes called the Vault, Diras represents a valuable item protected by secrecy. It is rumoured that the lives of each of the Volodny is concealed inside a container marked prominently with this rune which is why they are so difficult to find. The weakness of these hidden lives is that one person (the Volodny) must always know where the item is, making it vulnerable to powerful divination.

At one time, Diras was known as both the Magician's Rune and the Apothecary Rune. Both professions presented the inner workings of their craft as secrets and guarded them jealously from other practitioners. In this aspect, it was sometimes called the Gate of Silence or the Threshold, and passing through Diras was a metaphor for the accumulation of secret learning. Since the Founding of the Empire, this interpretation of the Diras has fallen into disrepute. Shortly after joining the Empire, the efforts of the magi of Urizen to found the Conclave and strengthen the magic of the nations saw a concerted effort to replace the use of Diras in this fashion with Aesh, Rune of Thought.

The Rune of Secrets differs from Wyr, the Rune of Mystery in that a secret is invariably something that is actively concealed, whereas a mystery is something that is by its nature difficult to understand. In some ways, the relationship between Diras and Wyr mirrors the relationship between Ophis and Sular the Rune of Discovery. 

The Rune has strong associations with the powerful Night Eternal Sadogua, Patron of Wizards, and that enigmatic creature regularly uses the rune as its personal sigil. Magicians who accept a gift of secrets from the Toad King are often marked with Diras in the form of a tattoo, brand or birthmark somewhere on their bodies.


 Using Diras in magic

Diras is evoked with magic that conceals or hides things, but it can also be used with magic intended to uncover such things. It is a powerful rune to use with magic that deceives through illusion, or through diverting or preventing divination. It is often sewn into the fabric of a container intended to be the target of the night pouch incantation.


 Crafting with Diras

Because it has a connection to obfuscation and concealment, Diras is used as part of the fastening of a cloak worn by a scout, thief or assassin. It is also a common rune painted on masks or sewn into veils - any piece of clothing whose purpose is to obfuscate or confuse identity; given the nature of the rune, however, it is common for crafters to use all their artifice to try and conceal the rune itself, a practice especially prevalent among Kallavesi, Freeborn and League crafters. Diras is also engraved onto locks and vault doors, on the threshold of private chambers, and onto the lids of coffers and lockboxes whose contents are protected by secrecy as much as by strong steel.


 For Machine Embroidery

Here is a digitized version of Diras in .jef format, suitable for a 7x5 hoop. 
File:RuneDiras.jef
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 The Sapling, The Rune of Beginning

Affiliated with the Realm of Spring

Evrom is the Sapling, which may one day be a great oak tree. It is the counterpart of Yoorn, the Winter Rune of Ending. Symbolic of innocence and a future of infinite possibilities, the child just born and yet to learn of the world, it is sometimes called the Mother and Child. It is sometimes called the Cave Mouth, and in that aspect represents allowing a new idea to take root in your soul, leaving behind ignorance and past mistakes.

Evrom can also be symbolic of uncertainty; when all paths stretch ahead it may not be clear which one to take. Even the least auspicious of beginnings can lead to great fortune or end in catastrophe. When used to illustrate the uncertain future Evrom is known as the Rippling Pool.

The Rune of Beginning is commonly combined with the Winter Rune Yoorn, representing the idea that before something new can begin, something else must end. This combination commonly represents the idea of birth - as the baby enters the world, the time of pregnancy is at an end. Less commonly it may be used to grant significance to any transition from one stage of life to another - a marriage ceremony may sometimes involve these two runes being drawn on the hands of the participants to signify that their lives apart are ending and they are embarking on a new life together. 

Evrom is also used to represent the hope of reincarnation – where Yoorn represents the end of life, Evrom holds out the promise of a new beginning.

The first Empress is often pictured with the rune of Evrom engraved into her sceptre alongside Queros, the rune of Dominion. It is also present in other artwork depicting significant points in history, such as the departure of the March folk from Dawn, the founding of Wintermark and so on. 


 Using Evrom in magic

Evrom is often evoked as the first step in complex magics, especially in situations that call for a series of linked rituals. It is sometimes used with Yoorn to delineate the ending of one stage and the beginning of another. Beginning the ritual in this way opens a clear path to the realms in order to draw out the necessary power in a controlled manner. It is also used by members of a new coven when enchanting their Coven Hearthstone for the first time.


 Crafting with Evrom

Evrom is not commonly used by itself on crafted items, although it is a common element of any item given as a gift that recognises a new venture (such as a wedding gift). It is a common feature alongside Yoorn on the tools of a midwife, and in its aspect as a symbol of reincarnation it is sometimes placed on tombs and other burial sites.


 For Machine Embroidery

Here is a digitized version of Evrom in .jef format, suitable for a 7x5 hoop. 
File:RuneEvrom.jef
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 The Eagle, Rune of Majesty

Affiliated with the Realm of Summer

The golden rune, Feresh is the the eagle surveying its domain and the stag atop the highest peak. It is the mark of greatness, of profound correctness that wells forth in nobility of form, deed and thought. It calls to all that is best both in the human spirit and in the natural world. It is also called the Rune of Beauty and the Rune of Splendour.   

Feresh is the monarch with no need of guards, the priest who sways the congregation with her quiet presence, the warrior who defeats their opponents with their courage before battle is even joined. Feresh intensifies qualities, forces and energies and in this regard is sometimes called the Horn. It is also a rune that grants a measure of protection from outside influences, especially those which might cause doubt, confusion, shame or humility, and in this aspect is called the Helm. 

The danger of Feresh is that it does not create, it merely enhances what is already present. If it is marked on someone or something that is flawed, the flaw is magnified along with whatever other qualities are present. It becomes the strength that breaks the thing that is strong.
Feresh is used along with Jotra, Tykonus and Verys to represent Glory by many Dawnish magicians and crafters; here it represents Glory as a quality of the spirit. 

Sometimes referred to as the “Emperor Rune”, some pre-Imperial gold currency carried its seal. Many Winterfolk leaders bear Feresh on an amulet or other piece of jewelery, but anyone who aspires to greatness may look to the rune for inspiration. 

Feresh is also connected to the Imperial Virtue of Pride, and is said to have a strong affiliation for the Changeling lineage.


 Using Feresh in magic

Feresh is evoked with magic that enhances qualities in individuals, or is invoked to provide influence over others. It is also an intensifier, and is sometimes used to add additional power to another magical effect such as when raising a storm. Dawnish War Witches often evoke Feresh alongside the other Summer Runes when performing the empower incantation.


 Crafting with Feresh

The Eagle is sometimes marked on helmets, or referred to circumspectly by helms shaped like the head of an eagle, or surmounted by eagle wings, it is considered to grant a measure of protection from fear, but also to empower the wearer with confidence and the ability to resist the harsh cruelties of war. 


 For Machine Embroidery

Here is a digitized version of Feresh in .jef format, suitable for a 7x5 hoop. 
File:RuneFeresh.jef
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The Crossroads, Rune of Destiny

Gralm is the mystic counterpart of Ull the rune of chance. Unlike many other runes it does not have an association with one of the realms of magic. An esoteric rune, it avoids simple classification. In conjunction with Ull, it represents the concept of skein. It represents choices, and the ability to make the vital choices that ultimately define the destiny of the individual.

The Rune of the Crossroads represents the key decisions that define a life, the decisions where a refusal to make a choice is still a decision. It recognises that while a person does not have control over the universe, or the situations it throws at them, they have ultimate control over their own decisions. It is sometimes called the Hero Rune as a consequence, and an individual whose choices have wide-reaching consequences is often said to have walked the road of Gralm.

Some mystics use the rune of destiny to represent the labyrinth of ages. These mystics claim that death is the ultimate destiny of all mortals, but the labyrinth represents an ultimate choice. These mystics claim that the soul chooses what form to be reborn in. Some even go so far as to claim that the labyrinth is in fact the mortal world, and that the path the individual traces through that world is the true purpose of existence.


Using Gralm in magic

Gralm is rarely used in magic; it is most commonly used in enchantments designed to empower an individual with great power.


Crafting with Gralm

Gralm is often worked into items that provide heroic abilities, and may be evoked with the empower incantation,


The paths fork and divide. With each step you take through the labyrinth, you make a choice; and every choice determines future paths. However, at the end of a lifetime of walking you might look back, and see only one path stretching out behind you; or look ahead, and see only darkness.


For Machine Embroidery

Here is a digitized version of Gralm in .jef format, suitable for a 7x5 hoop. 
File:RuneGralm.jef
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 The Scythe, Rune of Dominion

Affiliated with the Realm of Autumn

Hirmok is the well-tended field, the orderly demesne of the strong ruler. It is the boundary that defines a sphere of influence and rejects all else.  That which is Hirmok is bent to one service; all strength and resources moulded into something greater. 

Amongst its concerns are the orderly imposition of the will over the vagaries of mortal nature and the elements. As such it can be a harsh rune, and is sometimes called the Tyrant’s Rune, but in truth it could be seen as perfectly in accord with the Imperial Virtue of Loyalty. 

This is also a rune that indicates mastery of the self, or of outside forces. In Urizen for example it is sometimes combined with Aesh the Rune of Thought to represent Arete. 

More than reach, the rune concerns itself with grasp, it is a claim that has been staked and will be defended. The ancient trolls often erected stone piles with this rune to mark the boundaries of their petty kingdoms, and Marcher beaters sometimes employ a similar scratchmark when beating the bounds.  The great gates of Holberg are said to have it stamped on every brick, every piece of timber and every nail as one simple warning: what’s ours shall never be let go. 


 Using Hirmok in magic

The Rune of Dominion is evoked in magic that controls other forces, and it is often used as part of dangerous or destructive rituals to control and channel the release of energies. It is sometimes evoked in magic of binding or geasing, especially when one of the parties involved is not voluntary. Finally, it is a powerful rune when used in magic that identifies possessions or defines an area especially for warding purposes. Some magicians evoke Hirmok when performing the entangle incantation.


 Crafting with Hirmok

While it has some negative connotations, it is a common rune found on jewellery that is used to signify leadership, such as the Seigneur ring of League Merchant Princes or the coronet of an Earl.


Call upon that which beats back the wild growth of spring, carefully stores up the golden harvests of Summer and guards against the ruin of winter.


 For Machine Embroidery

Here is a digitized version of Hirmok in .jef format, suitable for a 7x5 hoop. 
File:RuneHirmok.jef
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 The Blade, Rune of Wisdom

Affiliated with the Winter Realm

Irremais is the Blade, the knife that flenses away foolishness and self-deception until what remains can truly be called wise. Irremais is a hard tutor and its lessons are comfortless - the rune teaches us to learn from our mistakes, to see the world around us as it truly is, and to cast all comforting falsehoods and illusions to one side.  Although it shares some superficial similarities to Sular, rune of Discovery, Irrimais represents the wisdom that comes from life's hard experience, not the process of searching for an academic or absolute truth.

As wisdom increases, so too is innocence lost, and Irremais also represents the hard transition from childhood (both literal and figurative) into adulthood and from adulthood into old age. The road to wisdom is a hard one, and the price to travel it is high; but for those who are willing to stay the course, the reward is a deep and fulfilling understanding of the reality of the universe. 

Irremais is sometimes called the Rune of Sacrifice – by stripping away or abandoning what is unneccessary, the individual becomes wiser. It is also occasionally called the Rune of Punishment – it represents the idea that by sparing the rod, the child is spoiled. The best punishments teach or rehabilitate the wrongdoer, and where they inflict suffering they do so for their own good.

Suaq legend relates that Irremais was the first daughter of Sermerssuaq, who walks among the tribes of her brothers and sisters to pass on the wisdom she took from her mother's womb. Cautionary tales tell that those who listen grow strong and prosper; those who do not starve, freeze and perish on the ice. She shares her names with the Irremais root, a famously bitter tasting herb used as a purgative. 


 Using Irremais in magic

Irremais is invoked in the attempt to augment or search for wisdom, such as the detect magic spell, as well as in rituals designed to punish or rehabilitate a criminal or transgressor. It is popular with savants and scholars, as well as with magistrates and others involved in the even-handed enforcement of law. 


 Crafting with Irremais

In Urizen, some magi wear it between their brows on a headband or circlet to absorb its power although those who do so, rather than using one of the Day runes, are sometimes considered a little reckless. As a rune that signifies “putting away childish things” it is often inscribed on a gift for a son or daughter on successfully completing their test of adulthood.


 For Machine Embroidery

Here is a digitized version of Irrimais in .jef format, suitable for a 7x5 hoop. 
File:RuneIrrimais.jef



 Runes


	 
	 
	 
	 
	 
	 
	 
	 
	



	Aesh
	Bravash
	Cavul
	Diras
	Evrom
	Feresh
	Gralm
	Hirmok
	Irremais



	 
	  
	  
	 
	 
	 
	 
	 
	



	Jotra
	Kyrop
	Lann
	Mawrig
	Naeve
	Ophis
	Pallas
	Queros
	Rhyv



	 
	 
	 
	 
	 
	 
	 
	 
	



	Sular
	Tykonus
	Ull
	Verys
	Wyr
	Xun
	Yoorn
	Zorech
	The Unnamed









Retrieved from "http://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Irremais&oldid=43039"

	  

        

		
		Runes


	      
	  
	    
            
              Jotra 

	      	      Jotra

	                  


	  


  
	  
	    J[image: Rune: Jotra]


Contents



	1 The Swords, Rune of Battle

	2 Using Jotra in magic

	3 Crafting with Jotra

	4 For Machine Embroidery




 The Swords, Rune of Battle

Affiliated with the Realm of Summer

The Crimson Rune, the thunderhead mark and the crossed blades; Jotra has many titles. It is the Rune of Conflict, Struggle and Strife and also the Rune of Challenges. It is the spark that sets the fields afire, the tempest that uproots the mighty tree, the floodwater that tears at its own riverbank. It is the red cant woven from discord and strife - the oldest song in creation.  It is the struggle at its most raw; the simple urge to overwhelm.

Jotra fans the embers of opposition and draws them into a raging inferno that consumes all before it. It revels in conflict, heedless of cost or even victory, savoring only the struggle itself. It is the challenge, the pitting of the self against another or against the world, that Jotra exemplifies. It is often the counterpart of Tykonus, the Rune of Victory, but does not itself presuppose that one will overcome rather than being defeated. 

While many magicians see only the physical nature of Jotra’s power, it is also a rune that represents strife and conflict of a more cerebral nature. An Urizen politician might proudly bear the rune on their staff, indicating to everyone that they are prepared to fight with words and wits. A doctor from Holberg might have the rune inscribed on their instruments, to remind themselves that they contend against death itself.  

Along with Feresh, Tykonus and Verys to represent Glory by many Dawnish magicians and crafters; here it represents Glory through challenges, and through contending against worthy foes or difficult situations.

Jotra is sometimes associated with the Imperial Virtue of Courage.


 Using Jotra in magic

Jotra encourages and empowers conflict, and is commonly invoked in battle magic or in any scenario where the magicians must content against either another force or another group of magicians. It tends to cause opposing runes to increase their friction, drawing out their power to destruction in a mighty conflagration. 


 Crafting with Jotra

The rune of battle is the rune most commonly inscribed on weapons by Winterfolk weaponsmiths, especially on weapons such as an Apprentice's Blade or a Biting Blade. It is less commonly found on shields, but as a rune that represents the clash of forces it is sometimes used in the hope that a shield will 'fight' any sword blow that strikes it.


 For Machine Embroidery

Here is a digitized version of Jotra in .jef format, suitable for a 7x5 hoop. 
File:RuneJotra.jef
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 The Fish, Rune of Weakness

Affiliated with the Realm of Winter

Kyrop, the waning moon, is the thorn in the foot, the rot at the root, the flaw in the heart that leads to downfall. Kyrop bids us remember the maggot within the apple; the tarnish on the reverse of the coin; more than this it urges us to turn over the rock and see what scurries away from the light.

Kyrop is also called the Fish, especially when it represents the idea of circumstantial weakness. The fish is strong in the water, but on land it simply flops about, incapable of action, and slowly dies. In the same way, Kyrop reminds us that something that grants an advantage in one situation may become a disadvantage when that situation changes, and vice versa.

In some ancient rune sets, Kyrop and Verys Rune of Might are represented by a single runestone, with the direction in which it is drawn and laid determining which meaning it takes. 

Sometimes called the Slave's rune, Kyrop exemplifies the underdog and reminds us that even the greatest can be brought low if the critical point of weakness can be identified and the correct pressure applied. When used alongside Pallas, Rune of Wealth, it magnifies that rune's self-corrosive qualities and invokes over-indulgence, complacency and hubris.

Kyrop is the bane of material goods. Saboteurs among the Navarr or the Unconquered of Highguard often sketch the rune on a structure they plan to destroy; when used to break or speed the decay of an object or structure it is often called the Weakest Link.


 Using Kyrop in magic

Kyrop is evoked as the foundation of most curses. It is classically used in combination with the Realm runes to direct and shape any magic intended to harm or weaken an enemy. It is also evoked in the use of magic that destroys or harms the integrity of an individual or object. It has more positive uses; for example, it may be combined with Sular, Rune of Discovery, in an attempt to uncover the weakness of an enemy. Unsurprisingly, many magicians evoke Kyrop when performing the weakness incantation.


 Crafting with Kyrop

It is rarely used by crafters and is commonly said to speed the decay of anything it is inscribed upon, causing metal to rust more quickly, food and drink to spoil, stone to crumble and wood to rot. The exception lies with crafted items intended to break things, such as a Shieldbreaker, but even then most crafters would use Mawrig or Verys before they would use Kyrop.


 For Machine Embroidery

Here is a digitized version of Kyrop in .jef format, suitable for a 7x5 hoop. 
File:Kyrop.jef
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 The Hound, Rune of Bargains

Affiliated with the Realm of Autumn

Lann is the exchange that enriches both parties, the whetstone which sharpens the wits and the weight that restores balance to the soul of the world. Lann is named the Hound, characterising the relationship between humans and domestic dogs as a bargain that benefits both parties. Whenever bargains are made and oaths of exchange made, Lann is the rune called upon. It has a decidedly non-violent aspect, and doesn’t tend to mix well with runes that imply duress or force; it is most powerful when entering into bargains of free will for mutual profit.
Lann is also used when making promises, and it is also a rune that implies a degree of balance. When a dangerous imbalance exists, Lann may be evoked to help bring opposing forces into rough agreement. In this role it is called the Balancing Scales – but it does not represent absolute equality, or perfect balance. It instead represents the idea of bringing two things into rough harmony, so that neither side is angry or unhappy, but it absolutely contains the idea that one side may benefit from a bargain more than the other.

It is also called the Talon, or the Rune of Debts, representing favours as well as things that are owed. 

Some Freeborn Scriviners suggest using the rune as a seal when helping to draw up a contract, but it is also the rune most closely associated with interactions with Eternals, especially those of Autumn. Dawnish Enchanters often wear it as an amulet, as do Navarr brokers.

Lann is often said to have a strong correspondence with the Cambion lineage, and is closely associated with the Imperial Virtue of Loyalty.


 Using Lann in magic

Lann is evoked when working magic that encourages or enforces promises or agreements, and in any ritual that transfers power from one person or thing to another. Some healing magic is enhanced with Lann, representing an agreement by the healed individual to repay the healer in some manner. 


 Crafting with Lann

Unsurprisingly, this is a rune associated with merchants and traders, and often inscribed on weighing scales or other tools used to apportion merchandise.   


In that bloodless battle between will and desire lies the bargain.


 For Machine Embroidery

Here is a digitized version of Lann in .jef format, suitable for a 7x5 hoop. 
File:RuneLann.jef
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 The Torrent, Rune of Storms and Disaster

Affiliated with the Realm of Spring

Mawrig represents the raw, unbridled, uncontrolled chaos of nature. It is tenacious and uncaring, like the plants that crack paving slabs apart in a city, or the river that bursts its banks and washes away a village as it quests for a new route to the sea. It is the power of the Storm and brings ruination to the works of humankind.

Anything which is out of the control of mortals comes under Mawrig’s influence; as the Talons it is symbolic of many dangerous creatures that live in the wild places, especially the vicious insect horrors that surface from time to time in Navarri territory. Some Vates use Mawrig when they wish to refer to the Vallorn, claiming that it encompasses the central nature of that vegetable horror.

In Highguard, the the League and Urizen the rune Mawrig represents Disaster – curses that target buildings often evoke this rune and it is seen as a particularly ill omen. Among the Navarr, the Winterfolk and the Varushkans it often represents circumstances that sweep the weak and unprepared before them; it is seen as an amoral rather than sinister rune that can teach lessons in flexibility and cleverness.


 Using Mawrig in magic

Mawrig is commonly evoked during rituals that are intended to unleash natural forces such as storms or floods, but it is also used with rituals that require a lot of raw energy. Mawrig is rarely used by itself, as to do so is to release magical energy without shape or form. The energies that come forth so easily are unpredictable and can slip from the grasp of an inexperienced practitioner. 


 Crafting with Mawrig

Mawrig is rarely inscribed on crafted items; such objects have a tendency to be difficult to control or wield, and a tendency to break. It is often inscribed on something that is to be destroyed; on the wall of a condemned building in the League, or on a big rock that a Marcher farmer intends to break up. For the same reason it is painted or carved into catapult stones shortly before they are launched; superstition suggests that inscribing the rune early increases the likelihood that the stone will miss its target and inflict damage on the wrong side.

A warrior who bears Mawrig on their weapon or shield is given a wide berth by the wise, as they are likely to fight with chaotic fury.


 For Machine Embroidery

Here is a digitized version of Mawrig in .jef format, suitable for a 7x5 hoop. 
File:RuneMawrig.jef
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 The Fang, Rune of Hunger

Affiliated with the Winter Realm

Naeve is the Fang; it is the empty belly, the gaping maw, the unspeakable hunger that cannot be sated. Merciless and unforgiving, it represents the unending torture of starvation and embodies the darkest longings of the soul which can never be satisfied. It is the need that drives mortals to atrocities in the desperate pursuit of their goals. 

Although generally seen as a negative force, Naeve is also connected by some to the Imperial Virtue of Ambition. Naeve's hunger can drive mortals to greatness, and allow them to overcome many obstacles in their path. When used to suggest the drive of ambition, Naeve is sometimes called the Forked Dagger. As with all Winter magic, there is always a price to be paid; sometimes the object of the quest is also its price.

Naeve has a lesson to teach. It is said that those who can withstand the depths of Winter, those who have learned to ignore the most savage pangs of hunger, those who have felt every fibre of their being starve and weaken but still rise and walk on each morning can be transfigured by its touch. For these lucky few, Naeve reveals the strength and ambition at their core, burning away all that is weak and redundant. People who have been specially tested by this kind of privation sometimes adopt a tattoo, scar or brand in the shape of Naeve as a badge of honour - especially among the Varushkan, Navarr, Winterfolk and Imperial Orc folk who particularly value those kinds of markings.

Naeve is considered unlucky in some parts of Dawn, due to its association with an infamous group of Draughir Questing Knights calling themselves the Whelps of Sorin, after the hungry Winter Eternal of that name. Adopting the Hungry Rune as part of their coat of arms, they were ferocious in the defence of Dawn and its borders but were dogged by rumours of acts of violence (and worse) against yeomen, along with accusations of blackmail and protection racketeering. Eventually, they were declared outlaws, hunted down by a Dawnish warband led by their own Earl, stripped of their heraldry and once evidence was brought to light of their terrible crimes, publicly executed.  

Naeve is a popular girl's name amongst the Navarr, especially from those born during a hard winter or who express the draughir lineage.

Unsurprisingly, Naeve is believed to have a strong symbolic connection to the draughir lineage.


 Using Naeve in magic

Naeve is evoked most often as a curse; it can be used alone or in combination with other runes to cause famine, poverty, cannibalistic urges or insanity. Some practitioners of Winter magic cite its subtler powers; a hunger for knowledge can drive mortals to greatness - so too can the hunger for glory. 


 Crafting with Naeve

Like many Winter runes, crafters are careful about working Naeve into their merchandise. The most common use for Naeve is on the blade of a weapon, sometimes in conjunction with Rhyv, to create a weapon that 'hungers' for the blood of the enemy.


 For Machine Embroidery

Here is a digitized version of Naeve in .jef format, suitable for a 7x5 hoop. 
File:RuneNaeve.jef
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 The Bright Lantern, Rune of Revelation

Affiliated with the Realm of Day

Ophis is the Bright Lantern, the mirror and antithesis of Diras, Rune of Secrets. It is the bright light that pierces all shadows, drives away all confusion and uncertainty, and illuminates every corner. It is sometimes called the Light of Truth, and it is said that no falsehood, illusion or deception can withstand its unblinking gaze. 

Revelation can sometimes be overpowering; mortals are not meant to live in conditions of absolute truthfulness. As such Ophis is sometimes called the Blinding Light; the light from which one must shield one’s eyes, turning away either literally or figuratively in the sense of denying what has been revealed. 

During potentially dangerous divination, Ophis is sometimes combined with Sular, the Rune of Finding. While the Rune of Revelation represents the truth or fact that is sought, Sular serves as an intermediary that helps to guide the power of the magic and protect the magicians from exposure to pure truth. When used in this fashion Ophis is called The Beacon.

Ophis is sometimes connected to the Imperial Virtue of Vigilance.


 Using Ophis in magic

Ophis is evoked with magic that reveals the truth or dispels deception, including the detect magic spell. It can also be used to inspire madness or cause blindness, although this is often considered a perversion of its purpose. 


 Crafting with Ophis

This rune is often inscribed on things that produce mundane light, as well as being a common rune marked on a Falcon’s Glare. Senators, scouts and magistrates who rely on clarity of vision often wear it on a headband, hood or piece of jewellery worn on the head.


 For Machine Embroidery

Here is a digitized version of Ophis in .jef format, suitable for a 7x5 hoop. 
File:RuneOphis.jef
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 The Apple Tree, Rune of Wealth

Affiliated with the Realm of Autumn

Pallas is the apple tree, which represents wealth. In it all things have reached and exceeded their fullness. The once-lean cattle now fat and healthy, the investment returned upon itself many times over. Heedless of need, Pallas now spends itself without thought of caution. It is the golden twilight, dappled in the last rays of Autumn sun, never dreaming that Winter will soon come. It also represents strong alliances, rooted in trust and mutual benefit.

Pallas represents comfort, contentedness and sufficiency. It also represents largesse, the sharing of success, and the ability to provide not only for the self but also for others. It also represents hoarding, miserliness and avarice, and when evoked in this regard may be called the Claw. 

It is sometimes called the Dragon, and in this regard is evoked to protect wealth from theft – it appears on the lids of strongboxes, the doors of warehouses, and beside the locks that seal a treasure room. Combined with other runes it may create a magical trap that punishes anyone who steals, or a curse that falls on the heads of those who take what is not theirs.

The Apple Tree comes with a warning as well, which is that wealth, comfort and prosperity may be fleeting. The apple rots, the tree that is not tended dies or its harvest slackens. It is sometimes used as a reminder of the need for hard work.

In the Marches it is a rune that is often carved into the trees of an orchard in the hope of improving the harvest, and in pre-Imperial times it appeared regularly on silver coins. It is often carved onto tools whereby the user earns their living – whether brute farming implements or the delicate tools of a jeweller. Soldiers who bear the rune on their weapons often do so to indicate that they are mercenaries, and in this regard it is a common symbol for League Free Companies or Brass Coast corsairs.   

Forming a fist with the thumb tucked in and the first and middle fingers hooked outwards (the Pallas Gesture) is a gesture that is occasionally used in Highguard, the League and the Brass Coast to suggest that someone is a miser or cheapskate.

Pallas is commonly associated with the Imperial Virtue of Prosperity.


 Using Pallas in magic

Pallas is often evoked with magic that repairs or enhances the qualities of crafted items. It is also used with magic that creates wards designed to punish thieves or protect wealth. It is one of the runes often embroidered or inlaid into a pouch intended to be the target of the night pouch incantation.


 Crafting with Pallas

It is commonly sewn into money pouches, and is a common component of delicate or beautiful embroidery on fine clothing.


That which makes the granaries to overflow, the coin-purse to grow heavy, the fruit to hang low and ripe on the branch...


 For Machine Embroidery

Here is a digitized version of Pallas in .jef format, suitable for a 7x5 hoop. 
File:RunePallas.jef
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The Wave, Rune of Plots

Affiliated with the Realm of Autumn

Queros is the rune of schemes and influence. It embodies the concept of enacting change at a distance, of exerting influence over others. It is the rock dropped into the still pond that causes ripples to spread and multiply. It is the wave that begins small but gathers speed and strength as it rolls toward the shore and sweeps all before it. Schemes are like a handful of gravel whose ripples merge and change the surface of the water. seeds that now grow and tangle together. It is a subtle and indirect rune, capable of working profound change through tiny actions. Only the clever and vigilant can hope to master it, for Queros  tends towards complexity for its own sake.

Sometimes Queros is called the Hood and is named the Rune of Conspiracy. It is evoked when a group comes together to make plans for the future. It is also rarely called the Echo, the remnant of sound that lasts after the word is spoken or the deed is done.

Queros also has a strong association with subtle creatures (including dragons). In legend, a dragon’s schemes can be turned against them, much as a serpent’s venom can be turned against itself. 


Using Queros in magic

Queros is evoked with magic that is intended to have far-reaching effect. It is used to set in motion changes or effects that then gain strength and multiply by themselves. It is also a rune that is used to allow individuals to combine their influence or strength towards some end, binding people together in pursuit of a goal. 


Crafting with Queros

It is not commonly worn openly, but conspirators may wear it on a hidden article that represents their commitment to their conspiracy. More often it is worn by a group of individuals who wish to declare their united will to the world.


It is the twisting path among the briars, the quiet trod in the dark woods.  Easy to surprise others on, easy also to become lost.


For Machine Embroidery

Here is a digitized version of Queros in .jef format, suitable for a 7x5 hoop. 
File:RuneQueros.jef
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 The Bleeding Wound, Rune of Blood

Affiliated with the Realm of Spring

Rhyv is the Bleeding Wound, which represents both life and the potential to end it. Just as the life of a human or animal lies in the blood in their veins, so the life of the tree lies in the sap and the life of the world flows through the water that covers its surface. For this reason Rhyv features heavily in healing magic, but it can also be used with magic intended to corrupt or slow the flow of life through venom or disease. It is often called the Bloody Knife, representing both its ability to harm life, and the chirurgeon’s art of cutting out sickness. it should come as no surprise that the Imperial School of Medicine displays Rhyv on its banners.

Rhyv is linked to the idea of self-sacrifice (especially among the Navarr, Marchers and Varushkans), and in this aspect is called the Fallen Fruit. It represents both the idea of shedding blood for another, and of the success that comes from hard work and sweat. 

Given its connection to the blood, it should come as no surprise that this rune is said to have a strong connection to the Briar lineage.


 Using Rhyv In Magic

Rhyv is most commonly evoked during rituals concerning bodily healing and health, but is also evoked in rituals that taint, poison or hamper body or life. It may be evoked in its positive aspect when using incantations such as heal or purify. In its negative aspect it can be used to taint or corrupt the blood as part of the weakness and especially the venom incantations.


 Crafting with Rhyv

Chirurgeons and apothecaries use the rune on healing preparations, and may inscribe it on medical tools. Commonly, Rhyv will be stamped into a Healers Harness. Because of its association with the flow of blood, Rhyv is also used on weapons especially those intended to kill quickly, or leave devastating wounds. Many Navarr Thorns inscribe the runes on their barbed spears, but it is also favoured on the daggers of cutthroats which gives it a negative reputation.


 For Machine Embroidery

Here is a digitized version of Rhyv in .jef format, suitable for a 7x5 hoop. 
File:RuneRhyv.jef
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 The Ship, Rune of Discovery

Affiliated with the Realm of Day

Sular is the Ship, and is the counterpart of Ophis, Rune of Revelation. It represents the questing spirit, the drive to learn and to expand one’s knowledge. It is the drive to explore, and to find things. It is sometimes called the Finder of Ways, and is often sewn into the sails of ships that must travel out of sight of land. It is sometimes used as a rune to help those who are lost, either literally or metaphorically, to get back on course.

Discovery never comes without effort; unlike the flash of inspiration that leads to revelation, Sular works best when combined with hard work. It is the rune of prognostication, which extrapolates from known facts to uncover truth. During divination, Sular is sometimes used to mitigate the negative effects of Ophis. The Rune of Revelation represents the truth or fact that is sought, while Sular serves as an intermediary that helps to guide the power of the magic.

Highborn magicians say that Sular was the name of the ship that carried Atun away from Pharos, while some Guerra claim that their founder used a dowsing pendulum marked with this rune to lead the Freeborn to their new homeland. In Varushka it is common to see Sular embroidered into gifts given during a Parting, in the hope that the rune will help guide a loved one safely home again.


 Using Sular in magic

Sular is evoked with magic that finds things, scries locations or prognosticates from gathered information. It is a common rune to use when casting detect magic.


 Crafting with Sular

This rune is popular with scholars who often wear it on a medallion or ring, or even have it as a tattoo. Sailmakers and shipwrights use it when building seagoing vessels to help guide vessels safely home, and for the same reason may be inscribed on a gift given to a loved one who must spend an extended period of time away from home.


 For Machine Embroidery

Here is a digitized version of Sular in .jef format, suitable for a 7x5 hoop. 
File:RuneSular.jef
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 The Banner, Rune of Victory

Affiliated with the Realm of Summer

The feasting hall that is home only to heroes is hung with banners, the golden instant of consummation that burns itself into memory, the moment when you can hear  history urging you onwards in the fluttering of the pennants. Tykonus transcends mortal flesh, and becomes immortal – a legend.

Tykonus cares not for morals, only that the battle is won. That said, it smiles upon those who win through great deeds that will be remembered through the ages. An infamous general who cruelly puts their enemies to the flame embodies the meaning of this rune as much as a noble warrior that spares their enemies. What matters is the victory and the triumph; that you have won and that your enemies have lost. Mercy is not a matter for Tykonus, but neither is cruelty.

It is the active counterpart of Jotra, and the two are often evoked together simply because there is no victory without conflict. It is sometimes presented as the mediator between Ull and Gralm, representing that Victory comes from the tension between chance and destiny. 

Along with Feresh, Jotra and Verys, the Banner is used to represent Glory by many Dawnish magicians and crafters; here it represents the Glory that comes from overcoming an opponent and achieving one's goals despite opposition.


 Using Tykonus in magic

Tykonus is used in magic that enhances and empowers, as well as in magic that contends against others. It is often evoked in large-scale magic where success is not assured. As with the other runes associated with Summer, it is often evoked while performing the empower incantation.


 Crafting with Tykonus

The rune of victory is commonly worn on shields and (obviously) worked into the hems of banners and surcoats. A gift given to the victor in a contest of skill or arms often bears the rune as part of its decoration.  


 For Machine Embroidery

Here is a digitized version of Tykonus in .jef format, suitable for a 7x5 hoop. 
File:RuneTykonus.jef





When dragged to battle in service to the grey little bean-counters, it serves like a whipped dog, always looking for a way to strike out and ruin its master's aims.  If you do not seek to win with some style, then you may take victory, but you will never take the truer victory of Tykonus, for your dry tales will shiver no spines and inflame no passions.  Who will remember you when you are gone?  True victory is immortal.
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The Road, Rune of Chance

Ull is the rune of chance, the counterpart of Gralm the rune of destiny. Unlike many other runes it does not have an association with one of the realms of magic. It is a highly mystical rune, and defies easy definition. In conjunction with Gralm, it represents the concept of skein. It represents those things that affect the passage through life which are not the result of a personal choice. Some blasphemous cultists who profess fatalism use Ull as their symbol.

Some mystics call Ull The Coin (or rarely The Dice). It is sometimes misinterpreted as representing randomness - but Ull does not represent the chaos of infinite possibility; rather it represents the many things that could happen at any given moment. Like the tossed coin or the rolled die, there are a finite number of outcomes to any moment or event. Ull does not care if the outcome is good or bad, only that there is an outcome.

The Road also represents opportunity - the chance to perform a deed that the individual must choose to grasp, or allow to slip through their fingers. It represents the ability of individuals to perform great deeds, whether for good or ill, based on seemingly chance encounters and events.


Using Ull in magic

Ull is useful in any magic that relies on serendipity, or on altering the likelihood that events will or will not occur. It is sometimes used as an intensifier, especially with curses that bring doom down on a target.


Crafting with Ull

Ull is rarely used in crafting. Outside of divination, it commonly appears on simple medallions worn by those seeking adventure. Some gamblers replace the 1 or the 6 on a dice with Ull.





For Machine Embroidery

Here is a digitized version of Ull in .jef format, suitable for a 7x5 hoop. 
File:RuneUll.jef
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 The Lion, Rune of Might

Affiliated with the Realm of Summer

The strong arm, the numberless host, the storm against which there is no shelter, the shelter that no storm can breach, the fire that forges the strongest blade. At its basest level, Verys is the rune dealing with the application of strength, but it makes no moral assumptions about the manner of such use – beyond the assumption that it is good to exercise strength.

Verys is very much a rune of two faces.  One face is the strength that aids society; the strong smith at their forge, the sturdy battlement that holds back the enemy, the powerful army that keeps the peace or the learned sage that dispenses wisdom to all and sundry. It is power harnessed and channelled towards constructive ends. The other face is a brutal one, the simple naked application of force, generally in a mindlessly destructive way. It is strength without reason or restraint; the horde that pillages all in its path, the siege weapon that batters and smashes all in its path, the bully who oppresses all before them, the clever jackanape that keeps others in bondage through application of the rules of society.

Verys is sometimes used to embody the idea that the great should command the weak, either by seeking its fealty or by crushing it completely. This also colours its interaction with other runes; those it cannot command it seeks to destroy. 

In Dawn it is used alongside Jotra, Tykonus and Feresh to signify Glory – in this case the glory that comes from the exercise of strength and power. 

In some ancient rune sets, Verys and Kyrop, the Rune of Weakness are represented by a single runestone, with the direction in which it is drawn and laid determining which meaning it takes on. 


 Using Verys in magic

As with the other Summer runes, Verys is used in magic that enhances or supports. Unlike several other runes, it grants strength and prowess directly rather than enhancing what is there. It has little patience for weakness, however, and can be dangerous to apply to those who are too weak to control the strength that flows through them.


 Crafting with Verys

Throughout the Empire, warriors and soldiers bear Verys as a touchstone. It appears on armour, weapons and shields, and is a common symbol worn as a tattoo or brand.





 For Machine Embroidery

Here is a digitized version of Verys in .jef format, suitable for a 7x5 hoop. 
File:RuneVerys.jef
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 The Serpent, Rune of Mystery

Affiliated with the Realm of Night

The Rune of Mystery covers things that are not known, but whose nature can be uncovered. It is the counterpart of Diras, Rune of Secrets. It represents confusion and uncertainty but it is also associated with intuition and perceptiveness. As with the Shuttered Lantern, what the Serpent conceals, it can also be used to uncover.

Wyr is a seductive rune; mystery leads to allure, curiosity and even obsession. In this regard, it is sometimes called the Veil, and is said to have correspondences with love, seduction and desire. It differs from Zorech in that this is a rune of temptation, beguilement and romance, whereas the latter rune is more closely associated with more direct infatuations and carnal desires. 

In some areas, the Rune of Mystery is called the Pestle and Mortar, and represents the use of narcotics. Anything that dulls the mind and unshackles reason falls under this rune, and while it is often seen in a negative light there are some who claim that by voluntarily seeking out such states their intuition becomes sharper and their ability to transcend the constraints of plodding logic is sharpened. In this aspect, Wyr also represents confusion and uncertainty, as well as physical phenomena such as fog or mist.

This rune has an adversarial relationship with Ophis, Rune of Revelation, The illumination of the Lantern destroys mysteries, exposes romance and beguilement to the tawdry light of day, and renders the unknown and the alluring banal and commonplace. By contrast, the Rune of Mystery has a more complex relationship with Sular, Rune of Discovery. The hard work and effort represented by that rune complement the nature of Wyr - the more someone tries to understand Wyr, the more alluring and mysterious it may become. Behind every veil, another mystery awaits.

Wyr is also the rune of riddles; while the person asking the riddle usually knows the answer (which would suggest a riddle is a secret) riddles are usually unravelled through intuitive steps and leaps of logic rather than through literally interpreting the meaning of their words. The Book of Wyr is a legendary Suaq tome that contains every riddle that exists; many icewalkers collect their own Book of Wyr as they create or discover new riddles.

In Highguard it is sometimes called the Broken Mast, representing a ship that has become damaged or lost and referencing a perceived adversarial relationship to Sular Rune of Discovery. Used in conjunction with that rune, it represents a quest to uncover something that is unknown, rather than a quest to uncover hidden facts and consequently investigators and magistrates often bear the two runes together on some item of jewellery to represent the quest to uncover the truth. The mystics of Kallavesa carve this rune into sweat lodges and chambers intended for vision quests and the use of sacred narcotics, and some Riqueza claim that their founder used a crystal with a flaw in the shape of this rune at its heart to lead the Freeborn to their new homeland.

Wyr is often associated with the eternal Sung, who revels in speculation about and preservation of, mysteries.


 Using Wyr in magic

Wyr is used directly to uncover mysteries and may be evoked in magic that obscures facts or identities. Magic worked with this rune tends to be subtle; it is useful for making it harder to discern facts about something, whereas specifically changing or concealing one item of information is much more in the purview of Diras. It is also worked into magic intended to inflame desire, confusion and uncertainty.


 Crafting with Wyr

Wyr is most commonly used by crafters in its aspect of the Veil, embroidered into beautiful and seductive clothing. It is also commonly associated with luxury and may be engraved onto bottles of fine liquor or etched onto containers designed to contain exotic treats and visionary or recreational narcotics.





 For Machine Embroidery

Here is a digitized version of Wyr in .jef format, suitable for a 7x5 hoop. 
File:RuneWyr.jef
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The Wyrm, Rune of Transformation

Affiliated with the Realm of Night

The Wyrm is associated with transformation, transfiguration and change. It represents the mercurial nature of many Eternals of the Realm of Night, whose physical forms are as mutable as their passions and goals. The changes worked or divined through Xun are rarely trivial; the rune corresponds to profound, life-changing events rather than minor alterations. It is often called the Butterfly or the Cocoon by mystics to better communicate the potency of the concepts it represents.

Xun is not just concerned with physical change. It also represents profound spiritual and mental changes; in some places it is used to communicate ideas such as enlightenment, or the idea of the spiritual transformation of a mortal into a Paragon. When used specifically to represent these kinds of transformation it is often called the Key. This is also a rune associated with life, and the transition from birth through childhood and adulthood to the final transformation of death, and potential rebirth of the spirit. 

The Rune of Transformation also challenges and ultimately defeats stagnation and complacency. Some Kallavesi in particular speak of Xun as the Axe, which cuts away the undergrowth and clears a path through the forest. In divination this rune can often be taken to mean a challenge to accepted truths, or an encouragement to break out of a routine.

This is also a rune associated with alchemy, medicine, cooking, smithing and any other endeavor where ingredients with different properties are brought together to create something different to, or stronger than, the individual components. In this aspect it is sometimes called the Clenched Fist, or the Firm Hand. 

Almost any activity undertaken by more than one person with similar goals can be connected to this rune, but there is a strong connection between Xun and the dramatic arts. It is often seen carved into stages, especially in the League, and symbolizes the idea that a play is the result of many people combining different qualities to produce something greater than any one person could achieve alone. Several Troupes use Xun on their rings or, and in some places Xun is used as a symbol for the practice of ritual magic.


Using Xun in magic

Xun is evoked in any magic that transforms one thing into another thing, or that changes one quality into another quality. It might be evoked with rituals intended to physically change a person, place or thing, but it is most commonly used to represent durable changes rather than temporary alteration or disguise. Some magicians evoke Xun when performing the mend incantation, transforming the damaged or broken object into a new, sturdy form.


Crafting with Xun

From a mundane point of view Xun is often engraved or carved into tools used in crafting, especially cooking, alchemy and the formation of alloys. Apothecaries use it to mark preparations that alter perception or physical qualities. It is also often found on musical instruments, especially those owned by musicians who hope that their music or poetry will profoundly move their listeners. Often items crafted with Xun will also contain some rainbow silk.





For Machine Embroidery

Here is a digitized version of Xun in .jef format, suitable for a 7x5 hoop. 
File:RuneXun.jef
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The Shears, Rune of Ending

Affiliated with the Winter Realm

Dark counterpart to Evrom, rune of Beginning, the Shears represent the end of the journey. It is the point at which all decisions have been taken, all plans made have come to fruition and victory or loss are complete. Nothing now can be changed and all has taken its course; the thread must now be cut and an ending made. 

Although ending can be a time for sorrow, Yoorn urges us to look back and reflect on what has been learned. Often used together with Irremais, Yoorn allows us to learn from what we have done, and in that can also be a rune of fulfillment and completion. Now that an end has been made, we are ready to be renewed and move on, ready for transformation and a fresh start. 

Sometimes called the Rune of Severance, it is often mentioned during the formal ending of relationships, associations or agreements. The scriveners of the Brass Coast sometimes stamp it onto a contract that is considered to have been completed, or voided in some way. 
Lovers occasionally give a gift with the rune inscribed on it to discreetly draw a romantic affair to an end – this is most common in Dawn and the League.

Yoorn is combined with the Spring rune Evrom to represent the idea of birth - as the baby enters the world, the time of pregnancy is at an end. So too as the shears cut the thread of life the soul passes from one world into the next, ready to continue its journey, Yoorn represents Death. When used alone, it represents oblivion; when combined with Evrom, it represents the hope of reincarnation.


Using Yoorn in magic

Yoorn is often evoked at the end of a ritual to draw a sustained magical working to its close and is used alongside Cavul, Rune of Purity, in cleansing rituals or in magic intended to prematurely bring other magic to a conclusion. It is also used alone to sever bonds, and especially when breaking the covenant between members of a magical coven who choose to part and go their separate ways. 


Crafting with Yoorn

It is often inscribed on tombstones and funeral wrappings, and occasionally found on weapons of war intended to end the life of an opponent.





For Machine Embroidery

Here is a digitized version of Yoorn in .jef format, suitable for a 7x5 hoop. 
File:RuneYoorn.jef
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	    Excellence is not an act but a habit.




At its most basic, Arete suggests that whatever can be “done” can be done “better.” Being content that one is “good enough” is seen as a failing. Arete exists in all endeavours from preparing food to building an aqueduct. The concept stems from a belief that human actions are of paramount importance; the world is a place of conflict and difficulty, and human value and meaning is measured against individual effectiveness in the world.



[image: Hellboy 2]


The Urizen apply the term to anything; for example, the excellence of a chimney, the excellence of a goat to be bred and the excellence of a human. The meaning of the word changes depending on what it describes, since everything has its own peculiar excellence; the arete of a person is different from the arete of a building.


In people, Arete is strongly linked to the Way of the Virtue and is sometimes referred to simply as “virtue”. For a human being to possess Arete they must instinctively embody some or all of the seven virtues. The virtues represent scales against which individuals and their actions can be weighed to see if they possess Arete.


Arete is borrowed from classical Greek and adapted for Empire. It is the core Urizen philosophy, an idea that underpins their cultural personality; our presentation is intended to be a relatively simple concept that any player can work into their characterisation if they are playing an Urizen character. As Urizen is a land of countless philosophies if you wish to play a character with a detailed knowledge of philosophy, then the contemporary Greek philosophies such as Stoicism and Epicureanism are good source material, once adapted, for more esoteric Urizen philosophies.



Better a smooth pebble than a rough diamond
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	    The value of a life is weighed in the choices that have been made - and those that have not been made.

Tekupala
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Overview


The Kallavesi are one of the three traditions of Wintermark. According to the scops, they were born from the feathers of a flock of crows scattered on the marshes of Kallavesa. Regardless of the truth of this claim, they and their Suaq cousins have lived in the north-west since before written records, perhaps predating even the Terunael empire. They joined with the Suaq and the Steinr to defeat the trolls, and continue to claim the fog-shrouded marsh territory of Kallavesa as their ancestral home.


The stereotypical Kallavesi is mystic, peculiar, and wise. They wear homespun wool, fur, and leather clothing and love to decorate themselves with feathers and semi-precious stones. Their colours are the colours of the marsh - earthen greys and browns, smoke-grey, moss green, and the occasional bright flash of colour. Bedecked with totems and fetishes whose meaning is often deeply personal, they often cover their heads and hide their faces with peculiar masks evoking the power of a favoured animal spirit. They are always watching, considering, weighing, dreaming. They are the last to speak, but their words echo with insight and wisdom.



Kallavesi Heroes


The Winterfolk admire heroism and believe that it speeds a spirit's passage through the Labyrinth of Ages. When people remember the legendary figures of Wintermark history they often think of the of the otherworldly Kallevesi, bedecked in feathers, dispensing vital wisdom to those they guide. The Kallevsi believe that heroism comes from the exploration of the skein - from the choices a person makes as they travel through life. Once is a decision is made, one cannot go back and make the choice again, one can only move forward to the next choice. The iconic Kallavesi hero is Tekupala, the Kallevsei shaman that guided Empress Mariika to greatness.



[image: Kallavesi Hatchet Warrior.jpg]A hero has a name.


The Kallavesi live in dreams. Dreams are the gateway to understanding that reveal truths about the world of which the waking mind is ignorant. They trust their intuition, and listen to their instincts. They are masters of divination, seeking truths that are yet to come to pass or hidden in the past. They do not rely solely on magic, which is just one tool among many. They make use of common tools, casting runestones or drawing cards to unlock their inner eyes to see what is hidden to others. The wisest among them are masters of herbal arts that awaken the mind and allow it to see - the Infusions of Feathers are based on recipes that have been used by the Kallavesi for centuries.  


More than any other, this tradition looks to the future. Of all the three people they are the ones most interested in shaping their destiny and the destiny of others. They plan for the long term, seeking meaning from the past and the present to help them to see the wider picture. They are strategists, diplomats, and counsellors - identifying the threads that will fork the skein for weal or woe for a person - or a nation.


They are wise, but they are also passionate. They may take their time deciding on a course of action, but when they have made up their minds they commit themselves to act without reservation. The archetypal Kallavesi warrior may meditate before entering a battle, but once the fight begins they throw themselves into the fray wrapped only in the skin of a bear or wolf, committing themselves fully to the fight. There can be no half-measures for the warrior in battle - but for the Kallevesi hero there are no half-measures in anything - once the path is chosen they do not look back.


More stormcrows and mystics are drawn from the Kallevesi tradition than either Suaq or Steinr. Wintermarkers do not always follow the advice that such heroes given them - but they know that it is always worth listening to. As guides, both spiritual and practical, Kallevesi drive those who hear them to confront new ideas and consider new perspectives on how they can solve their problems. The best are able to inspire their peers from the other nations to do the same.


It is rare for an individual to personify all these traits, but striving is more important than success. The Kallavesi vision of themselves is of a far-sighted people for whom heroism is born in equal parts of wisdom and passion. They value the wisdom that comes from within, but they also value decisive action that twists the skein towards newer, better paths.



[image: CM-130914-0284.jpg]A hero's tale ends with a good death.


Kallavesi virtues


The Kallevesi are a deeply religious people, believing fundamentally in the power of faith and the spirit. While most of them embrace the Way, they are often at odds with more orthodox priests. The virtues provide power, it is true, but they are not the only spiritual forces that the Kallavesi honour. There have been repeated accusations that in private the Kallavesi talk about the inspirational power of the ancestors of the Winterfolk, more than they do the recognised paragons and exemplars. They are said to commune with the spirits of the dead in a manner more suited to orcs than Imperial citizens, and to make use of dream quests, trance-like meditation, and drugged inspiration to receive inspirations that have little to do with the doctrine of the faithful. 


Wisdom is the pre-eminent virtue of the Kallavesi, and many dedicate their lives to seeking it. Unlike some Imperial citizens, they are more likely to look for wisdom internally through meditation than externally in books or the counsel of others. They also seek to share their wisdom and understanding - Tekupala, who served as an advisor to Empress Mariika (and, if stories are believed, a great many other Wintermark heroes through the centuries), is an inspiration to many Kallavesi people.


The Kallavesi are also Vigilant, keeping their eyes peeled for threats to themselves and their people. The Kallavesi urge the vigilant to listen to their instincts, and heed their intuition - if one has a bad feeling or a nightmare about someone or something, they often argue, it is a sign that there is something to be worried about.


Courage is greatly valued among the Kallavesi. They believe that once a decision is made you should commit yourself utterly to that path and hold nothing back. It may take them time to decide what needs to be done, but once that decision is made they strive to act with the irresistible force of an avalanche. The skein teaches that once a choice has been made, it cannot be unmade, and must make the best of it. 


Loyalty is especially prized by many Kallevesi - especially those who take up roles as counsellors or guides. They understand that true heroism requires many sacrifices - a hall can only have one thane, but they must be supported by many if they are to rule wisely and well. The Kallevesi welcome the chance to work through others, content to put aside the glory of leading for a chance to guide a great leader's skein.



Kallavesi Mysticism


Regardless of their calling, the followers of this tradition have a preoccupation with spiritual matters. The magical practices of the mystics are well known, but are only one example of the way the Kallavesi weave mysticism into every walk of life. Warriors, thanes, diplomats, artisans, and scops alike draw on the deep well of Kallavesi esoteric understanding to guide their path.


The Wintermark customs surrounding birds and feathers are well known, but they are even more pronounced with the Kallavesi. According to mystic lore, a bird’s wisdom is contained in its feathers. Kallavesi often make a point of collecting and wearing any feathers they find, seeking to gain mystical insight by absorbing the discarded thoughts of the bird that shed them. 


Like their Suaq cousins, some Kallavesi warriors choose certain beasts as personal totems, often wearing a beast skull or leather and bone mask as a helmet. The meaning a beast has may be quite subjective drawing on personal symbolism and idealised imagery. One Kallavesi warrior might wear a wolf helmet to draw on the fierce Loyalty of the wolf pack, while another might favour a wolf-skin cloak as a reminder of the bold ferocity the wolf shows against threats.


A few Kallavesi also keep the traditions of ancestor reverence alive among the Winterfolk. Before the Way, the three peoples honoured their ancestors as exemplars of heroism and the right way to live. Since joining the Empire, some Kallavesi have continued to quietly teach the stories of honoured ancestors with the same weight as the stories of exemplars and paragons. There has always been a great deal of interest in having these ancestors recognised as paragons and exemplars by the Imperial Synod.



Kallavesi in Play


Further reading


		 Kallavesi


		 Kallavesa


		 Mystic


		 Stormcrows
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 Overview


The hakima are the guardians of magical lore in the Freeborn tribes. They trace their role back to the three founders who were each powerful ritualists with their own style and emphasis. A group of hakima recruits the most promising individuals from Freeborn families and give their loyalty to the nation as a whole, rather than any individual family. By drawing together ritualists from different backgrounds, the hakima ensure they have sufficient ability to cast powerful rituals, something that would be difficult for a single family to achieve by itself.


The hakima play an important political role in Freeborn life, acting as neutral arbiters and serving as the glue that holds Freeborn society together. The traditional role of the hakima is to provide advice and direction to individuals and families, and to help the nation as a whole prosper. While there are fools in any position, the position of hakima is well respected by most Freeborn who appreciate that they represent something of a higher calling. The best hakima use this respect to direct the Freeborn families in the best interests of all; the worst try to browbeat families into doing as they say.


The hakima have no formal power, but their neutrality gives them an important social role in helping to settle disputes and their magical skills mean that their support for individual families is invaluable, something they can translate into additional political influence. Members of hakima groups should try to make sure they are present when all important business is being decided by the Freeborn, to ensure that the right decisions are made.


While they see their first loyalty as being to the nation, they also recognise that tribal and familial identity are vital parts of that national identity. They vehemently oppose anything that might threaten the tribes, or compromise what it means to be Freeborn. While a group of hakima may represent all the tribes, the individual preserves their link to the founder. They keep the tribal element of their name, and never stop thinking of themselves as a Riqueza, Guerra or Erigo - not least to remind everyone else of the importance of tribal identity to the Freeborn.



If life was just about manipulating magic it would be easier by far.

Freeborn Proverb
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 Politics


The political power and influence of the hakima inevitably ebbs and flows depending on their numbers. The hakima were numerous In the run up to Britta's death, but many lost their life in the battle that claimed the last Empress. With their numbers significantly reduced since then, the hakima have struggled to muster the strength needed to cast the most powerful rituals and have seen their influence wane as a result.


Opinions on how to fix this problem remain divided. Traditional hakima groups favour covens formed along strict tribal lines, but in recent years many hakima have advocated that hakima of different tribes should try to work together to help the Freeborn of the Brass Coast prosper. Increasingly progressive groups of Riqueza, Guerra, and Erigo are seen working together on political and magical matters. These groups claim it is impossible for them to effectively help the families if they insist on sticking to narrow tribal lines. The conservatives warn that this new approach risks diluting the tribal legacy of the Brass Coast.



 Magical heritage


More than being just magicians, the hakima exemplify a connection to the founders of the tribes and the history of the Freeborn. They are traditionally held to be wise, able to perceive the larger picture more effectively than most Freeborn who are anchored in more mundane activities. They may be consulted when important decisions need to be made within a family, or when magical assistance is sought. They rarely wait to be consulted, however – a hakima is likely to be poking around any important business ready to offer a suggestion as to what to do next.


They are especially cautious about preserving the links to the founders that form the underpinning of tribal identity. They have little time for dabblers and charlatans who debase the legacy of the Founders and offer advice that claims to be based on divination but is as often as not made up on the spot.


Traditional hakima groups draw specifically on the original approach to magic used by their tribe's founder. Progressive covens prefer to combine the key elements of all three tribal traditions to include drumming, fire and poetry. As with all Freeborn ritualists, it is common for a ritual to be accompanied by a number of non-ritualists whose role is to create the proper atmosphere by joining in the singing and dancing. Whereas a "dabbler" will perform a ritual with and for the benefit of a single family, a hakima group is likely to invite any and all Freeborn to participate in their magical workings.



 Creating a hakima


The hakima are intended to allow players to play a group of Freeborn ritualists who also have a significant role in the politics of the Freeborn nation, if they choose to do so. Players can choose to create a hakima group rather that play a traditional Freeborn family.


Individual hakima characters are recruited from Freeborn families, so you can still define your Freeborn family as part of your background. If you want to be from an existing Freeborn family, one played by current players, then it's worth contacting the group just to check they are happy with you doing that. Balancing the loyalties to your tribe with old ties to a family can be part of the fun of playing a hakima. Otherwise, you can define a small NPC family that your character is from.


It's perfectly acceptable to have characters in the group who aren't playing hakima. Members who want to play warriors should take a look at the kohan character role, who are often found with the hakima. There is no reason why a group of hakima wouldn't associate with a sutannir or a merchant, but if your group doesn't include these sorts of characters you are likely to be dependent on the other Freeborn family groups for help, a situation which will make the events much more enjoyable for everyone in your group. You will have to roleplay with the Freeborn families to obtain what you need, which is a lot more fun than just being able to sort it out without any roleplaying required.


Focusing your group on magic will make it more enjoyable for everyone in the group but it will also bolster your group's reputation and ability to perform powerful rituals. The hakima's position is derived from the magical support they render to the other families, the more focused on magic your group is, the more important you will be to all the other family groups.


It is possible to play a hakima character who is part of a Freeborn family group. Most hakima try to separate their duties to the nation from their ties to their family, but this is not always possible. Your character might be associating with a family to help give them direct guidance; working with them to achieve some long term goals, or simply belong to a group of hakima who maintain closer ties with their blood relatives than normal. Ultimately though, the respect the families are supposed to have for the hakima is based on their neutrality, on the fact that the hakima are loyal to the Freeborn people rather than any individual family. You can't expect other players to treat you as a hakima if you are very obviously just a ritualist who is part of a Freeborn family group. If you want to play a ritualist who is part of a family group, it may be better to play that idea to the hilt, perhaps even a character who has rejected the role of the hakima in favour of remaining loyal to their family.


You can create and play a lone hakima; it's hard to be powerful as an individual ritualist but your character may be able to make themselves essential by performing weak but important rituals. If you playing a hakima who is part of a group or coven of traditionalists, then you will need to ensure you are a member of the same tribe as the others. If you are joining a progressive coven then you are free to pick your own tribe.



 Playing a hakima


The political role of the hakima is meant to be a subtle one. Part of their influence comes from the way they place the good of the nation above that of the family, so the more unbiased you can be, the more power you are likely to wield. The magic rituals you can offer are valuable to other groups, so don't be afraid to use that to get what you want from them, but the more subtle you can be about it, the better. If you try to throw your weight around and expect other players to do what you say because "the brief says the Freeborn respect the hakima" you are going to get nowhere. The hakima are supposed to be shrewd and wise in their dealings with the families; you have to play that part of the Freeborn brief to get other players to play theirs! Still, some hakima such as the Red Hills Coven of Kahraman make careful use of curses when dealing with those who transgress the traditions of Freeborn society - such magic represents the "stick" that accompanies the "carrot" offered by the enchantments of an organised hakima coven.


Most hakima consider the welfare of the Freeborn more important than that of the other nations that make up the Empire. In a dispute between a Freeborn family and a League guild, for example, they will almost certainly be staunch supporters of their fellow Freeborn. This can be a great excuse to be stubborn, and help other Freeborn players resist the temptation to compromise with outsiders.


Please don't be intimidated by the magical traditions set out for the three tribes. It's great if you are able to make effective use of your tribe's magical tradition, but it's not required. You're better off picking an approach that you're confident you can do well and enjoy than trying something you are hesitant about. 



 Other Magicians


The hakima are written with a degree of hostility towards those ritualists and spell casters who are not hakima but have remained part of a Freeborn family group. These characters directly undermine the power and influence of the hakima by offering the families a way to perform rituals without being dependent on the hakima. Traditionally the hakima have derided them as charlatans, which for a group who view themselves as wise and learned guides is meant to convey a degree of scorn and contempt for these dabblers, but how you react to their presence will depend on their numbers and power.


Whatever approach you take it is critical to appreciate that the family magicians represent an existential threat to Brass Coast society. The more family magicians there are - the less the families need the hakima. But the hakima are the glue that binds the three tribes together - without them the nation risks splintering and ultimately that would seem them destroyed. So the existence of family magicians ultimately threatens the entire existence of the Brass Coast.


A degree of hostility and contempt towards family magicians can help to remind everyone that these partisan dabblers are a break from the traditions of Freeborn society. If the hakima are numerous and able to perform powerful rituals than they can use that influence to encourage a degree of disdain for family magicians. But whatever the political situation on the ground, by far the most effective way to neutralise the threat of the family magicians is to recruit them into the hakima ranks. Most hakima are drawn from the families, if you can make this happen in play then it will be a significant boost to the power of the hakima and help to preserve the Brass Coast way of life for future generations.


If your hakima coven is small in number then disdainful superiority over the families will be difficult to pull off. You might need to take a more proactive approach, using items like Hakima's Mantles to work with family magicians to help them perform more powerful rituals. The key point to remember if you do that is that the role of the hakima is a higher calling than that of a family magician who is at the beck and call of their dhomiro. One uses magic as a political tool to gain influence to better serve the entire Freeborn nation - the other is a lackey who uses his magic at the behest of his group to earn them a few extra coins. But anyone can become a hakima, you just have to show them the way.
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	    Tomas moved to pick up the sword. Sensing something wrong, I cried out a warning, but it was too late. I could see the change in him immediately. I instructed him to put the weapon down. He refused and told me that he no longer had to do what I told him. I knew then that I would have to exorcise the vile force that controlled him now, but first I would have to seperate him from the cursed blade - and for that I would have to fight him.

The Shadow of Crescencia
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Overview


Although there are Seven Virtues that are known to empower the human soul and guide it through the Labyrinth of Ages, there are other spiritual forces that are present in the world. These malign spiritual presences can arise from false teachers, barbarians, foriegners or even simply by circumstance. Amongst the duties of the Priests of the Way is cleansing and purging the malign spiritual presences utilising the ceremonial rite of exorcism.


Malign spiritual presences have a number of known sources and manifestations. These include:



False Virtues


There are some malign auras that initially appear harmless, even beneficial, but which were ruled as un-virtuous and excluded from the Doctrine of Seven by the early Synod. Consequently, the promotion and propagation of these auras and presences is regarded as Blasphemy under Imperial Law. Nevertheless, some Blasphemous Cults still arise and either explore these auras in secret, or seek to change the Doctrines of the Faith to press for their inclusion.



False Gods


In their ignorance, some Barbarians and Foriegners encounter spiritual auras and manifestations and, instead of understanding that they are echoes from the Labyrinth of Ages, see them as the presence of gods, demons or other supernatural entities. Priests of these false gods may even believe that they are invoking the power of some divine being through their warped approaches to religious ceremonies.



Phenomena and Phantasmagoria


Whereas the propagation of Blasphemous Cults and the worship of False Gods is carried out via mortal agencies, there are occasions where malign spiritual presences can seem to occur as a natural, or indirectly occurring phenomenon. For example, a house in which a horrific crime is committed may attract a malign spiritual aura related to the nature of that crime. Additionally, it has been known for vile and wicked spirits - condemned to wander the Labyrinth of Ages for all time - to break loose and seize control of mortal hosts.



Examples of Malign Spiritual Presences


The following are a few of the spiritual presences that have been excluded from the Doctrines of the Faith and so whose accepted presence constitute at least Blasphemy if not also Idolatry.



Hope


Seemingly benign, this aura has also been referred to as Fortune or Fate and generally conveys that there are greater supernatural forces at work, and that these forces are benign and can be trusted. This seductive aura has been deemed by Synods past as being anathema to all the Virtues for it discourages effort and striving by mortals. It is also an aura often associated with False Gods for it encourages faith in greater powers, which is Idolatry.



Peace


Another apparently benign aura, Peace has also been known as Tranquility and Harmony. It was ultimately deemed dangerous for promoting passivity and being in conflict with virtues such as Ambition, Courage and Vigilance. At its worst, Peace promotes apathy, indifference and compromise in the face of challenges that confront, even threaten, the Empire. The restful nature of Peace auras is alluring and, some claim, mildly addictive, which is a quality that has been exploited by Blasphemous Cults and False Gods.



Anarchy


Auras of anarchy - sometimes called freedom or liberity - stir mortal souls against structures and order and were recognised at an early stage as self-destructive forces as well as a threat to the unity and heart of the Empire. Less prone to spontaneous manifestation than some malign presences, Anarchy has been known to take root in Blasphemous Cults that seek to tear down all the Empire has sought to build. This false virtue was extensively preached during the freedom heresy.



Vengeance


Auras of vengeance - occasionally called justice - are one of the malign spiritual presences that seem to crop up through all agencies in almost equal measure. The aura has been known to manifest in areas of sudden violence and, as such, is commonly associated with hauntings. Equally, there are False Gods and blasphemous cults that utilise auras of vengeance to steer souls down dark paths. These destructive auras were deemed unvirtuous by the Early Synod for fuelling cycles of violence and goading citizens into action, often in defiance of Imperial Law, which is both disloyal and unwise.



Fear


Auras of Fear, like auras of vengeance, are well known for arising spontaneously as well as through False Gods and Blasphemous Cults. In the case of the latter two, it is not that fear is venerated but more that it is used as a means to goad and control other mortal souls. The unvirtuous nature of these auras is apparent in the manner that they stand in direct opposition to Virtues such as Courage and Ambition.



Hatred


There was some significant debate within the Early Synod before auras of hatred were deemed unvirtuous. Its proponents argued that it was a powerful and motivating force that spurred mortal hearts into action. It was ultimately ruled to be in conflict with the more widely recognised and respected Virtue of Wisdom, being irrational and indiscriminate in its nature. However, there are False Gods and Blasphemous Cults that still seek to use these auras as a means to control mortal souls.



Further Reading


		The Way of Virtue


		Imperial Theology


		Imperial Synod


		Religious Skills


		Recent History
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“Life is short — let it never be dull!”




The Freeborn of the Brass Coast are travellers, traders, lovers and poets. They are exuberant and flamboyant; when they laugh their humour is infectious and without spite, when they love they do so with a passion that is without guile and when they’re angry, their wrath is like a summer storm – terrible to behold but swift in passing. To be Freeborn is to be driven by a hunger for life, to see the world, to taste every delicacy, sample every wine and tell every tale. Success is measured in wealth, family and influence, not out of greed, but for the joy success brings.


The Freeborn prize individual freedom and responsibility. Although they are capable of serving a cause they have little respect for authority. Pompous or self-important individuals, especially those who think that titles and positions have made them important, are ridiculed on the Coast. Respect is earned, it cannot be bought or appointed.


While others see them as outspoken and brazen, their honesty is without arrogance, for to aggrandise the self is vulgar, while to praise the deeds of another is an art. Their tales are bawdy enough for a common tavern and grand enough for a lordly court alike and can fill a room with laughter, tears or gasps of horror.


Their wagons and ships cross the world bringing exotic goods that command the finest prices. They are renowned for their corsairs, who operate out of the Bay of Catazar. These daring privateers risk everything ensuring that the Empire's enemies are unable to threaten her shores and earning a fortune in gold in the process. It is a dangerous life but one that perfectly suits the Freeborn passion for high adventure.



 Five things to know about the Freeborn


		 They are notoriously candid. Brazen in person, and disarmingly frank in negotiation, they are never afraid to speak their mind when they want to.


		 All things can have a price. The Freeborn believe the fairest way to reckon the worth of something is to put a price on it.


		 They prize freedom and responsibility and disdain arrogance. The Freeborn philosophy is that society is best served when every individual is responsible for themselves and to themselves.


		 They crave adventure and excitement. None more so than their corsairs who are the terror of the high seas.


		 They like agreements to be explicit. The Freeborn like everybody to know exactly what has been agreed to.





 What the Freeborn are not


		 Desert dwellers. Grassy plains, rocky mountains and shipboard on the ocean are where the Freeborn live.


		 Dodgy camel sellers or slave traders. Freeborn traders are upfront and scrupulously honest - the very opposite of the stereotype of the obsequious, wheedling trader.


		 Matriarchal or patriarchal. The Freeborn are matrilineal, they take their mother’s family name, but other than this their society is completely gender blind. There are no harems or seraglios in the Empire.





 The nation
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  Core Brief 


		 The people


		 Culture and customs


		 Look and feel





  Further reading 


		 History


		 Leadership


		 Economic interests


		 Military concerns


		 Religious beliefs


		 Magical traditions


		 Hearth magic


		 Lineage and species attitudes


		 Territories


		 Children


		 Music


		 Costumes





This selection of articles can be downloaded as a PDF book (or as html only)
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	     Overview


The world of Empire is known to touch six other planes of existence that are separate from, but intimately connected to, the mortal realm. These realms are innately connected to the practice of magic, as well as being home to magical entities called eternals.


Magicians have named four of the realms after seasons, but these are symbolic rather than literal names. The Realm of Winter, for example, incorporates brutal desert, parched forests and bottomless oceans as well as frozen snowfields. The "seasonal realms" resonate more with the "seasons of life" than the literal wheel of the seasons. Spring is wild and unfettered as a child, Summer is full of the arrogance of youth, Autumn is a realm of maturity, and Winter a realm echoing with the fear and wisdom of old age. By contrast, Day and Night are realms of the spirit; one encompasses ideas of intellect and the higher mind, the other ideas of passion and the primal instincts.



 The Realm Glyphs


A system of six sigils are commonly used in the Empire to represent the realms. These sigla were created and popularised in pre-Imperial times by a Dawnish enchanter, initially for use in heraldry. They were later adopted by several prominent weaver cabals for the creation of magic banners, tabards and cloaks and their use slowly spread, especially in Varushka, the League and Highguard. Today they are regularly used in ritual magic as symbols of entire realms where individual Wintermark runes would be too specific or too laden with additional meaning. Many eternals recognise these glyphs, and honour their association.





 Spring
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Sometimes called the Primal Forest, this is a Realm overflowing with life in infinite variety. A Realm where things begin and are renewed second to second, but where death comes swiftly. Here the green Eternals celebrate creation and destruction in all its untold beauty, and buzzing voices remind humankind that it has no place here in the primeval realm.






 Summer
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In the realm of might and majesty, everything exists in a timeless moment at its idealised prime. Great oaks tower over the fields of glory, the mountains scrape the skies, the blizzards howl more terrible than any mortal storm and the dark sea is deeper than any mortal ocean. The savage beasts of legend are hunted across the rolling plains by Eternals clad in the bright panoply of youth and immortality.






 Autumn
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In the realm of intrigue and influence, everything interweaves in a great shifting web of favour and debt. The horned lords and ladies compete in savage games of wealth and power. They welcome mortals to their councils but beware the bargains of Autumn for, in the labyrinth, nothing is simple.









 Winter
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The Wasteland is hungry. It is a realm of creaking dread, of fear and famine without the memory of dusk or the hope of dawn. From the parching heat of the dusty desert halls to the frigid silence of snow-drowned forests wait the eternals of Winter, the wise monsters who make no effort to conceal their cruel natures. It is a realm of wisdom, the cruel wisdom that comes with age and experience, the wisdom of hard choices and the certainty of death.






 Day
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A realm of spirit and of shining light. Where the sky and the ocean meet, in the heights and the depths, the eternals of Day seek infinite understanding of the truths of creation. It is a realm that celebrates reason over impulse, thought over instinct, harmony over passion. It is the realm of the higher mind, of the birth of revelation and the death of secrets.






 Night
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A realm of spirit and of eternal shadow. Where passion rules, thought gives way to instinct, and joy and terror are both a breath away. The coiling serpents and enigmatic wyrms of Night whisper of the joy of mysteries, and of the riddles whose beauty lies in the act of unravelling rather than the revelation of the secrets wrapped within.
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 Bonded Items


		Most magic items are made by artisans


		You must be bonded to these items to use them


		You can only be bonded to one item of each form at once


		Most magic items last up to four events





Almost all magic items require you to be bonded to them to use them. Magicians can cast create bond to bond a character to an item, or an artisan can bond a character to any item that they know how to make. A bond lasts as long as the magic of an item endures, or until a magician breaks the bond using the a spell.


Personal magic items fall into one of three forms: weapons, armour, and talismans. You can only ever be bonded to one weapon, one suit of armour, and one talisman at any one time.


E.g. Your character is bonded to a Shieldbreaker weapon. You cannot become bonded to a Giant's Maul two-handed axe because both of these items are weapons.


A character who has purchased the artisan skill can make at least one magic item before every event. Magic items last for a single year from the day of creation. This means that they can be used at the following four events before the magic is lost.



 Non-bonded Items


		Some magic items are activated and do not need to be bonded
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A very small number of rare magic items can be used without the user needing to be bonded to them. Usually these items are one-shot items that require activation by the wielder to invoke the magic stored in them. It is not possible to bond to these items.


You should always assume that an item requires bonding unless the explicitly told otherwise. The detect magic spell will tell the caster if an item does not require bonding to use.



 Artefacts


		Artefacts are permanent magic items made by artisans using ilium





Artisans can use ilium to make a permanent artefact version of any magic item they can create. These powerful items retain their properties indefinitely, are readily identifiable as unique named items, and can exert powerful roleplaying effects over anyone bonded to them.



 Personal Magic Items


		There are three types of magic item a character can be bonded to


		You can only be bonded to one of each form at once


		Many personal magic items require you to have one or more skills to bond to it





Characters may bond to three different types of personal items. You may only be bonded to one item of each form: weapons, armour, and talismans.


Each magic item has its own page on the wiki, but there is a summary of the magic items by category, linked on the right. The summary includes the name and basic effect of the item. There is also a complete summary of all magic items available.



 Weapons



		Weapons		Skills Needed to Bond


		Daggers		


		One-Handed Weapons		


		 Two-Handed Weapons		Weapon Master


		 One-Handed Spears		Weapon Master


		 Paired Weapons		Ambidexterity


		 Pole-arms		Weapon Master


		 Bows		Marksman


		 Arcane Weapons		Ambidexterity, Magician


		 Wands		Magician


		 Rods		Magician


		 Staves		Magician, Battle Mage


		 Ritual Staves		Magician


		 Icons		Dedication


		 Musical Instruments		Dedication





		Weapons include all items designed to be wielded


		You must have a weapon in hand and be actively using it to use its magical abilities





Most weapons are magic items designed to be held in the hand and wielded, presented or used. Weapons and implements are the most common weapons, but this type also covers icons, ritual staves and musical instruments.


Paired weapons and arcane weapons are a single magic item that consists of two one-handed weapons or a one-handed weapon and an implement respectively. They are intended to be used together, and count as a single object for purposes of bonding.


A ritual staff is designed to be used by a ritualist during the performance of a ritual; it does not need to be a weapon safe implement and you do not need the battle mage skill to bond or use one of these items. You do need the battle mage skill to bond and use a regular magical staff.



 Armour



		Armour		Skills Needed to Bond


		Light Armour		


		Medium Armour		


		Heavy Armour		


		Mage Robes		Magician


		Mage Armour		Magician, Battle Mage


		Vestments		Dedication





		Armour includes all magic items that cover the body


		You must be wearing magic armour to use its magical abilities





Armour includes all magic items that cover a significant portion of the body when worn. The phys-rep for magical armour must cover the majority of the torso and at least one other location. Valid locations are the head (with a helm), the arms and the legs, or you may cover half of your arms and legs.


Robes must cover the majority of the torso and at least one other location. Valid locations are the head (with a hood), the arms or the legs, or at least half of your arms and legs. Magical mage armour must comply with the coverage rules for normal mage armour.


It is acceptable to wear a suit of heavier armour over the top of a suit of lighter magical armour, provided you phys-rep both sets of armour. You gain the hits and protection of the heaviest armour you wear, and the benefits of any magical armour you wear.



 Talismans



		Talismans		Skills Needed to Bond


		Shield		Shield


		Jewellery		


		Foci		Magician


		Tool		Physick or Apothecary or Artisan


		Regalia		Dedication





		You must be wearing or actively using a talisman to use its magical abilities





Talismans cover several different groups of magical items, including shields, ritual foci, ceremonial regalia, jewellery, and tools. Jewellery, regalia, and foci must be worn to use their magical abilities; shields and tools must be held in the hand to use their abilities.


Jewellery must be a phys-rep of an item that is worn. It may take the form of actual jewellery such as an amulet, ring, bracelet, or circlet. It may also take the form of any other small item intended to be worn, such as an embroidered favour, decorative braid, and the like. As much as possible the item should look distinctive and decorative.


Foci are items such as rings and masks that help focus energies in rituals. They can only be used by magicians.


Some tools are used by physicks, some by apothecaries, and some by artisans. You must have the appropriate skill to use a tool to be able to bond to it.



 Group Magic Items



		Group Magic Items		Band


		Magic Standards		Banner


		Paraphernalia		Coven


		Reliquaries		Sect





		A band may only be bonded to one magic item at a time


		The magical item must be present and in use for the members to gain the benefit





These magic items must be bonded to a band to gain their benefits. A band can only be bonded to one magic item at a time and it must be present and actively in use for them to gain any benefits from it. 



 Magic Standards


A magic standard must be a phys-rep of a banner or standard. It must be an item that is carried, rather than a back-banner or a tabard. Ideally it should consist of a banner pole at least 60" long, and should bear a flag, pennant or banner with a design on it.


Some magical standards allow the standard bearer to grant the items' power to up to fifteen members of the banner. The standard bearer will receive a set of power cards that they can choose to give to characters in the banner.



 Paraphernalia


Paraphernalia are props used in rituals by covens, that provide powerful bonuses to the magical strength of everyone in the coven. They can be orbs, books, chalices, or similar.



 Reliquaries


A reliquary can be any phys-rep of a suitable relic, statue, chalice, tome, or actual reliquary. 



[image: JohnKnockingOrcOver.jpg]


 Changing Magic Items


		You can never use two items of the same type in the same day


		If an item has been used then it cannot be used again that day





Any magician can perform a spell that breaks the bond between an item and a character. If the character has used the ability of their magical item in any way that day then they cannot benefit from the abilities of another item of the same type that day. The item is also affected - any character that is bonded to an item that has been used that day cannot make use of it until the following morning. The ref will inform you if an item has already been used that day when you are bonded to it.


E.g. You have a Shieldbreaker magic weapon that you have used to call SHATTER earlier that day, using the item. You cannot use any other magic weapon until the following day even if you bond to a new weapon. No other character can use this magic weapon until the following day even if they become bonded to it.


If the character or item is not present when the break bond spell is cast then the power of the item for the day is automatically used, as is the characterâ��s ability to use an item of that type for that day.



 Schema


		 A schema describes the method of creating a single magic item


		 A schema requires ilium to create


		 An artisan can use a schema they possess to learn how to make the item it describes


		 It is not possible to copy a schema


		 A schema can be destroyed with the Words of Ending ritual as if it were an artefact





A schema (plural:schemata) is a rare, magical item that contains all the details necessary to create a magic item. Schemata are made at a runeforge. Most (though not all) schemata include a description of the item, including all the rules, and at least some in-character commentary on the item.


A character who has the physical schema can learn how to make the item it describes by buying the extra item skill or using an empty item slot. This follows all the other rules for learning a skill during time-in. The schema must be taken to GOD or shown to a referee to allow the item it describes to be mastered in the field. 


Every schema is a permanent item, but it requires the rare material ilium to create. A schema needs 1 ring of ilium for each ingot or measure of raw materials required to make the final item (to a minimum of 10 rings).


The Imperial Senate can raise a motion to add a schema to the list of items any citizen can learn to make. If the motion passes, it costs 10 thrones to distribute the knowledge contained in the schema. The schema must be handed over to the civil service, and is destroyed in the process. If the Senate chooses to make the knowledge in a schema public knowledge, any character can learn to make the item and its details will be added to the wiki. The Senate could devolve this power to another body (such as the Imperial Conclave).



 Further reading


		 Artisan


		 Downtime


		 Ilium


		 Materials


		 Runeforge
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 Overview


An enchantment is a persistent, beneficial magical effect, usually produced by a ritual, or less commonly by an Eternal. 



 Targeting


		Formulaic rituals that create enchantments must be cast on a target


		A target can only ever be under a single enchantment at once





Any given target may only be under a single enchantment. If a new enchantment is created on a target, it completely removes the earlier enchantment. Most rituals can only be cast on one type of target; this will be specified in the ritual description.


A ritual enchantment commonly targets:



		 A character These are among the most common sorts of enchantments. Splendid Panoply of Knighthood and Fan the Flame of New Life are both enchantments that affect a character.





		 A resource These rituals usually enhance a personal resource owned by a character who is present when the ritual is performed. Examples include Rampant Growth and Streams of Silver are both enchantments that affect a resource.





		 A campaign resource These rituals usually enhance campaign resources like an army, which is controlled by a character present when the ritual is performed. Examples include Knights_of_Glory is an enchantment that affects a campaign resource.





		 An item Very few rituals directly target items, Enchantments that target items are almost exclusively the preserve of the realm of Night, and are used to conceal information about an object or its bonds (such as Masque of the Blinded Weaver). The practice of giving magical properties to objects is largely the preserve of the artificer rather than the ritualist.





		 A region, territory, or empire Some powerful rituals, such as Drawing the Penumbral Veil or Hallow of the Green World, target everything in a very large area. Such enchantments are usually indiscriminate - Hallow of the Green World targets every herb garden in the Empire regardless of who owns it.





It is possible for someone to benefit from multiple enchantments, even though they can only be targeted by one. For example, if Hallow of the Green World is cast then it targets the Empire - and the Empire can only be the target of one enchantment at once. But the effect benefits every herb garden in the Empire - a herb garden that is currently targeted by its own enchantment then it will gain the benefits of both enchantments.



 Contagion


		Some enchantments can target a resource if the owner or controller is present





Most rituals require the target of the ritual to be present when the ritual is delivered. Some rituals make use of the magical law of contagion to affect a structure that is far away. This is most common with personal and campaign resources; the target for these rituals can be the character who owns or controls the resource. Although these rituals are  expressly designed to target the resource through the character linked to it, the resulting enchantment is on the resource, not on the character.


For example, Bound by Common Cause affects an Imperial army. To cast it, the current general who controls the army must be present throughout the ritual. This ritual creates an enchantment on the army, the general acts as a conduit allowing the ritualists to enchant the army - they are not enchanted themselves.



 Duration


		Encounter duration enchantments last until after the next major encounter


		Season duration enchantments last until the start of the next Empire event





The majority of enchantments are either 'encounter' - a duration that lasts for a single quest, skirmish or battle or 'season' - expiring at the start of the next Empire event that Profound Decisions runs.



		 Encounter Rituals that last for an encounter expire after the end of the next quest, skirmish, or battle the character goes on. They automatically expire at the end of the current event if they have not been used beforehand. Occasionally a quest may not involve any combat and our team will specify that the quest has not expended the use of any encounter enchantments. If a ref informs you that a quest did not expend your encounter duration rituals, (and only if directly informed by a referee), then they were not expended, even if used during that quest.





		 Season Rituals that last for a season expires immediately before the start of the next Empire event run by Profound Decisions. This means that the target could also be benefit at any sanctioned events that take place before the next event, if the event organizers allowed. Any season or encounter rituals that are cast at player events will end before the start of the next Profound Decisions Empire event.





It is possible to make an enchantment permanent through the use of ilium.



 Identifying Enchantments


		Detect Magic can detect the presence, realm, and magnitude of an enchantment on a target


		More powerful divinations can reveal the nature of the enchantment





The detect magic incantation will tell the caster if a target is under an enchantment; the realm that enchantment comes from; and the magnitude of the enchantment. Further information requires deduction or the use of more powerful divination rituals.



 Removing Enchantments


		A new enchantment replaces any existing enchantment


		A permanent enchantment cannot be replaced





The most recent enchantment is the only one that applies to a target. A magnitude 50 enchantment affecting a target is removed by a magnitude 2 enchantment that affects the same target. The only exception to this rule is that an enchantment that has been made permanent with ilium is not replaced by a new enchantment. The new enchantment fails, regardless of its magnitude.



 Further Reading


		 Spellcasting


		 Rituals
		 Formulaic Rituals


		 Spontaneous Magic


		 Battlefield Rituals


		 Enchantments


		 Curses


		 Ilium


		 Ritual Theory







		 Magic Items


		 Herbs & Potions


		 Cosmology
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	    “Actions have consequences.”
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From the great forests they call home, through the cold lands of Wintermark and Varushka, to the Marcher fens, the high mountains of Urizen and even the streets of the League - the Navarr are the great travellers and pioneers of the Empire. Direct and efficient, few know better than they how to use the lands of the Empire to survive - and to fight. Practical, adaptable and focused, they do what they need to do to succeed. Fierce in appearance and dress, they have made themselves the allies of everyone who stands with civilisation and the savage and relentless foes of any who oppose it.


The Navarr are the blood that runs through the Empire’s veins. Spirited, they throw themselves wholeheartedly into the job of serving the Empire. They carry news, messages and even people with them as they travel. For those who dwell in inhospitable places, the Navarr may be the only Imperial contact they have. Vigilant, they roam through the wild places of the Empire and keep a constant watch for the dangers that lurk there. They serve as the Empire's scouts - their work keeps the roads open and their warnings ensure the armies are ready to face the threat.
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The Navarr display their fierce heritage in battle. Warriors explode from ambush, slaughtering enemies with barbed spears. Navarr warlocks fuel magic with the primal power of blood. But in peace they are a generous people, noted for their festivities and celebrations to which all are welcome. Throughout the Empire travellers may stumble across Navarr settlements, the steadings, which offer welcome shelter and respite.


More than anyone else the Navarr know how fragile civilisation can be. Centuries ago their forebears dwelled in cities, but they were lost to war with the orcs and magic run amok. They carry the memory of that loss with them everywhere they travel, and though they still seek to reclaim the lands they lost, what drives them more is the need to ensure that it does not happen again. The Navarr know what happens to an Empire that believes itself invincible. They have lost one Empire - they are determined they will not lose another.



“Navarri fight as Thorn.”




 Five things about the Navarr


		The Empire is our home. They travel the Empire carrying messages, information and people across the land.


		Survival is change. Their lifestyle is one of constant change as they travel the wilds, and they adapt accordingly.


		Actions have consequences. The Navarr take the long view; they are often magnanimous and see their actions in terms of the effects they will have in years to come, not just today.


		You cannot betray your enemies. The Navarr are fierce in battle; they don't let sentiment get in the way of finding practical solutions to their problems.


		Tread carefully in wild places. The Navarr are vigilant to the dangers of the world they travel through.





 What the Navarr are not


		They are not uncivilised or outcasts. They may not possess all the trappings of civilisation now, but they once did. They helped form the Empire and see themselves as an essential part of it . They are happy to use any practical innovation of the Empire, so long as they can travel with it. Their somewhat brutal practicality may shock members of other nations, but it's born out of necessity, not ignorance.


		They are not animists, nature worshippers or Celts. The Navarr are adept at living in the wilds but they do not romanticize that lifestyle and they take a dim view of those who do. Their culture bears a few similarities with some Celtic mythology, but there are no triple goddesses, no Wild Hunt, no wholesale-lifted Celtic myth. The Navarr have their own stories.





 The nation
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  Core brief 


		 The people


		 Culture and customs


		 Look and feel





  Further reading 


		 History


		 Leadership


		 Military concerns


		 Economic interests


		 Religious beliefs


		 Magical traditions


		 Hearth magic


		 Lineage and species attitudes


		 Territories


		 Children


		 Music


		 Costumes





		 Thoughts on Navarri attitude










This selection of articles can be downloaded as a PDF book (or as html only)
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 Overview


[image: Cardinal Ynez di Caricomare of the Church of the Little Mother ministers to the fallen]Religion is a core facet of life for Imperial citizens.


Religious skills allow characters to invoke and influence spiritual forces. In the Empire, religious power comes from following the Way, the official faith of the Empire. Characters who practice these skills are often referred to as priests.


Every religious skill requires a dose of liao to use. Liao is provided to everyone with a congregation, which is a personal resource. Unlike a magician, a priest does not receive any innate power to use their religious skills. If you intend to make use of your ceremonies, it is well worth considering choosing a congregation for your character's personal resource.


A starting congregation resource produces five doses of liao per event, and also allows a character to participate in the business of the Imperial Synod - the political body that guides the Empire on spiritual matters.




		The Seven Virtues


		Ambition


		Courage


		Loyalty


		Pride


		Prosperity


		Wisdom


		Vigilance





The dedication skill is a prerequisite for every other religious skill. By taking the dedication skill, you can also choose to begin play dedicated to one of the Seven Virtues. Priests who are not dedicated to one of the Seven Virtues are called "Priests of the Way". They can still use all the religious skills but their ability to use the anointing, consecration, and hallow skills are significantly limited. 


Some religious skills place auras on people, places, or objects. These ceremonies create roleplaying effects that can affect how someone plays their character. The auras a priest can choose from are determined by their dedication. For example, if they are dedicated to Ambition they can only use their skills to create auras of Ambition.


Using a religious skill is usually referred to as "performing a ceremony."



 Performing a Ceremony



		Religious Skill


		Dedication †


		Anointing


		Consecration


		Exorcism


		Excommunication


		Hallow


		Insight


		Testimony


		† Dedication is a prerequisite for all other religious skills.





		 Requires a dose of liao and at least ten seconds of appropriate roleplaying.


		 May require the presence of a referee.


		 The target must usually be close enough to touch and present throughout.


		 It should be obvious to everyone nearby that you are performing a ritual.


		 Priests can cooperate to create more powerful effects.


		 The ceremony fails if you or your target are hit or attack another character during the performance





While there are some exceptions, performing a ceremony requires a dose of liao and ten seconds of appropriate roleplaying. Some ceremonies also require the presence of a referee. Individual skills may call out exceptions to these rules (such as the ability to perform a quick Insight).


The target of a religious skill must usually be close enough to touch, and present throughout.


If you are using a skill that creates an aura, you need to specify which aura you are creating. For example, there are four personal auras that a priest dedicated to Ambition can create with anointing. They must tell the target of the anointing which aura they have imbued.


Priests who are not dedicated to a virtue cannot produce auras, but can use their skills to remove them (and they have some special benefits when it comes to cooperating with other priests).



 Cooperation


		 Characters with the same virtue may cooperate to perform a ceremony with a higher strength


		 Characters with different virtues may cooperate if they are part of the same sect


		 Every participant must have the appropriate skill


		 Requires one dose of liao for each participant





Characters with the appropriate skills can cooperate to perform a ceremony with a higher strength. Strength means different things for different skills. For example, strength determines how hard auras, such as those created by anointing, hallow, or consecration are to remove or replace.


All characters collaborating to perform a ceremony must have the appropriate skill and either all be part of the same sect (a sect ceremony), or all have the same virtue (a virtue ceremony). Characters who are devotees of the Way can assist any virtue ceremony; they cannot assist a sect ceremony unless they are a member of the sect. 


Each participant can use one dose of liao.


Only the insight skill provides no benefit for cooperation.



 Ceremony Strength


		 The strength of a ceremony is the amount of liao used to perform it


		 A stronger aura is harder to destroy, you must create an effect of equal strength to replace or remove it





Several skills talk about the strength of the ceremony. The strength of a ceremony affects how difficult it is to remove or how effective it is in removing a spiritual effect. For example, an aura created with strength 3 can only be removed by performing a new ceremony with equal or greater strength. A powerful spirit that is possessing a character may require an exorcism of strength 5 or more to remove it.


The strength of a ceremony equals the amount of liao used to perform it, (plus any special bonuses). Under normal circumstances, a priest can spend only one dose of liao. There are magic items, potions, and even ritual enchantments that can allow a priest to use additional liao and thus create an effect with a higher strength.



 Further Reading


		 Ceremonial Skills
		 Anointing


		 Consecration


		 Dedication


		 Excommunication


		 Exorcism


		 Hallow


		 Insight


		 Testimony







		 Additional Information
		 Auras


		 The Way


		 Imperial Synod
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	    [image: A curse is a potent, harmful magical effect - the flip-side of an enchantment]Noble Lord Colwynn de Rondell (L) was a famous victim of the Autumn curse
Like Water Through Your Fingers (now thankfully recovered), while vile
sorcerer Ancel Steward (R) bears the unmistakable mark of the
Freezing Brand of Irremais.
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Overview


A curse is a persistent, harmful magical effect. Imperial lore contains many rituals that create curses. Most are not illegal although their use is overseen by the Imperial Conclave. Many eternals have been known to curse those who cross them, but curses can also be caused by malign magical creatures and sometimes just by exposure to magical forces that have run amok.


A target may be under any number of different curses at once.



Pronouncement of Doom


		Most ritual curses are delivered using a pronouncement of doom


		One of the contributors must deliver the pronouncement


		They have 15 minutes after they complete the ritual to deliver the curse


		They must be close enough to touch the target and audibly curse them using appropriate roleplaying


		You must have a referee present


		If the curse cannot be delivered then it will rebound on the caster




Several ritual curses in Imperial lore, such as Gnawing, Endless Hunger, are delivered using a pronouncement of doom. One of the  ritual contributors must be selected during the ritual to deliver the curse. Once the ritual is complete, they have fifteen minutes to find the target. A referee, usually the one who observed the ritual, must accompany the magician when they seek out their victim.


Once they have found the target, the magician must use a few seconds appropriate roleplaying that make it clear to everyone present that a curse is being delivered. They must be close enough to touch their target when they make the pronouncement.


If the magician delivering the curse has not found a target within fifteen minutes of the completion of the ritual, the spell automatically rebounds and they are targeted by the power of the curse themselves. A referee may indicate when the deadline is getting close. This backlash is one reason that curses are not lightly invoked; some magicians have even risked cursing an innocent person rather than suffer their own curse, even though they are at serious risk of being declared a sorcerer for such an act.



Removal


		Most curses last for a year or until they are removed


		It is easier to create a curse using ritual magic than to remove it




Removing a curse is a significant indicating; rituals to remove a curse effect will almost always be many magnitudes higher than the magnitude of the ritual that created the curse. In most cases, a specific ritual or a minimum magnitude will be named. Each curse is unique, and the method of removing it also tends to be unique - there is no generic remove curse ritual in Empire.


Some curses can also be removed by the intervention of a powerful creature or item. Like rituals there is no single eternal with the power to remove any curse, rather specific creatures or items have the ability to remove a specific curse. For example, the ability of the eternal Yaw'nagrah to restore fertility may allow her to remove a curse of infertility, but is likely to be of little use against a Curse of Decrepitude. Powerful creatures almost invariably require quests or favours in return for removing a curse, and gaining their assistance or access to a powerful item are likely to involve difficult quests.


It is possible to make a curse permanent through the use of ilium.



Identification


		Detect magic can identify the presence of a curse


		Divination rituals may provide more information on the nature of a curse




The detect magic incantation will detect the magnitude and realm of an effect and indicate if it is a curse. Wisdom of the Balanced Blade will provide more details about the curse. Information about well-known or legendary curses may also be possessed by bards and scholars.



Curses and the Law


		It is not illegal to curse someone




Using magic on another person is never in and of itself a crime. However if the effect of the magic meets the definition of a crime then the fact that this effect was achieved by magic is no defence. For example, a curse of poverty doesn't meet the definition of any criminal offence but a death curse most certainly does. Any curse that does not meet the definition of a crime falls under the purview of the Imperial Conclave. It is up to the Conclave to decide if a magician has overstepped the bounds and used magic in a way that threatens the Empire. If they decide this is the case, then those involved can be declared sorcerers.



Further Reading


		 Spellcasting


		 Rituals
		 Formulaic Rituals


		 Spontaneous Magic


		 Battlefield Rituals


		 Enchantments


		 Curses


		 Ilium


		 Ritual Theory






		 Magic Items


		 Herbs & Potions


		 Cosmology
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	    The Vallorn... nothing less than the vile offspring spewed out from the mating of a Great White Shark and a rampant fungal infection. 

Zietel van Temeschwar, Mountebank


The vallorn appeared as part of the disaster that overthrew the cities of a nation named as 'Terunael' in Navarr legends, which may have covered much of the land which is now Empire. From the hearts of those cities, abundant greenery spread, a sick, infectious wave of life that cracked and crumbled stone, shot great trees up through streets and buildings, and warped, twisted and destroyed most of the inhabitants of those cities, scattering the others to the wind.


As the refugees attempted to claim back their lands, they discovered that around the core of each city, areas of superabundant, warped life had appeared, resistant to all efforts to destroy them. These were named vallorn. 


A vallorn seems to be a malignant hostile magical ecosystem -- an area deep in the heart of a forest where even the Navarr fear to tread. Inside them are monstrous plants, the spores of which mutate living creatures that are exposed over many months. Even the air is different within the vallorn, weakening those who enter as if they were breathing mild poison. 


There is no clear guiding intelligence behind the vallorn - they are not believed to be self-aware. However, they will strike back if damaged or hurt, much as a beehive or ant's nest will use its footsoldiers to drive off the invader. It is believed that there is one vallorn around each of the fallen cities of Terunael. Sometimes, however, vallornspawn and even vallorn plants show up in locations with no clear connection to Terunael; there is no clear explanation for how this happens.



We welcomed the night; in the darkness we could not bear witness to the vallorn’s appetite. By day… by day all Its wants, Its passions, Its yearnings were laid out in their visceral horrors. Synod forgive me for I know the Law cannot; but when darling Arturo came back to me – mud in his veins and thorns in his mouth – and he gestured me to embrace him… I ran, and I ran, and I ran. 

Cai, Thorn of the Conclave, after the reconquest of Miaren prior to his execution for desertion


As far as it is known, the vallorn have not spread far after the initial rush of growth in the fall of the ancient cities. This is at least in part due to the watchfulness of the folk of the steadings, who take great pains to ensure vallorn areas are not disturbed and the vallorn roused. The forests of the vallorn are sick with life, greenery regenerating so fast that axe or fire only serves to enrage them. Attempts to cull these areas have been made time and time again, using both magical and mundane means, and have always met with failure.


No complete catalogue has ever been made of the strange monstrosities within the vallorn's domain - some appear simply to be diseased, misshapen forest creatures, or mutated humans and orcs. Some seem to be plants, sporting a mass of tangled thorns or possessing abilities that make them dangerous to travellers. A common threat to those who venture into those areas where the vallorn is strong are the vallornspawn husks. Some threats extend beyond the infested forests, however; from time to time, the monstrous insect horrors that prosper in the miasma swarm out of the woods and voraciously destroy crops and communities that lie in their path. 


The Navarr have long believed that the Empire is still weak, and any attacks on the vallorn would be disastrous. So they build their strength, and the strength of Empire, and learn what they can of the foe.



[image: The miasma is a threat to anyone who lives too near a vallorn.]The miasma is often visible in the air, often as a green mist.


 Vallorn Miasma


The deeper one travels into an area claimed by the vallorn, the more likely one is to encounter the "vallorn miasma." It is as if the air itself is infected with dangerous toxins or spores, or perhaps an aura given off by the slumbering vallorn itself. The miasma seeps into the lungs and through the skin. It is sometimes visible in the air as tendrils of mist, often tinged green or yellow. It is impossible to avoid the miasma, and while some travellers claim that exposure can be avoided by tying wet cloth over the mouth there is little evidence that this tactic actually works. 


Humans and orcs exposed to the miasma rapidly develop symptoms of nausea or mild feverishness. A critically injured individual is quickly - and fatally - overwhelmed by the miasma. Explorers in an area of miasma are advised to employ precautions such as the Vitality of Rushing Water ritual, or the use of an Abraxus Stone; to ensure they are accompanied by competent healers and well-prepared physicks; and to avoid violent confrontation wherever possible ... although this latter rarely proves practical. Even if they have avoided being injured, explorers who spend any period of time in an area of vallorn miasma will need medical attention when they return to remove its lingering effects - rituals such as Ascetic Star of Atun are ideal for this purpose. Extended periods of time exposed to the miasma - even in its most dilute form - is also known to cause the sickness known by the Navarr as green lung. While a wet cloth is of little use against the miasma itself, there is some evidence that a wet cloth over the nose and mouth will reduce the likelihood of contracting this sickness, at least in the short term.


The miasma is somewhat inimical to unliving material - corpses exposed to the miasma quickly rot away to mulch. The miasma speeds the process of decay in most unliving material - which has made the recovery of fragile artefacts from Terunael ruins especially challenging.


The strength of the miasma can only be permanently reduced in an area by reducing the power of the vallorn that spawns it. Miasma powerful enough to harm a mortal may be found in small "pools" outside the immediate area of vallorn infestation, especially if there are vallornspawn plants in the area. It is much more common to find it across large expanses of vallorn claimed regions like a toxic sea (OOC Note: regions with the Vallorn keyword are likely to be heavily invested with vallorn miasma.) Exotic, alien and unique plants prosper in areas thick with miasma, and the monstrous insects associated with the vallorn thrive in these areas.


The miasma itself is not restricted to areas of vallorn infestation. Like a cloud of smoke, strong winds can blow the miasma into nearby areas. Without the support of an active vallorn, however, the miasma dissipates quite quickly. For the hours or (rarely) days it remains, however, it supports the presence of vallornspawn husks or ettercaps in unexpected areas.
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Referees


		Refs are there to answer questions and ensure rules are being followed correctly




Referees at Empire are there to facilitate and assist with the rules of the game. If you have a question or need a decision about a character skill or action, then you should consult a referee. The referees will be wandering the IC field, but if you cannot find one then you can go to GOD and they will obtain a ref for you.



Identifying a Ref


		Refs wear a gold and black quartered livery coat


		Please avoid using a quartered gold and black livery coat as your costume




Our referees will be wearing basic costume and a gold and black quartered livery coat like the one pictured. On occasions where we need to put a large number of referees in the field at once then some refs may wear a gold and black quartered tabard instead. Anyone who is wearing a livery coat with this design should be treated as a referee. For this reason players are not allowed to wear this design of livery coat.



[image: Ref-2763.jpg]Empire ref costume


Referees in Empire are purely OOC. They do not exist in the game in any IC form. They are wearing a distinctive piece of costume so that they can be easily identified without breaking the visual immersion of the field, they should not be treated as characters.



When to get a Ref


		Try to get a ref before getting involved in combat


		The balance of doubt goes to the defender in a dispute if no ref is present




We would encourage you to get a referee to assist with:



		 Attacking another character including poisoning or capturing them


		 Stealing items or money from other characters


		 Treating complex traumatic injuries


		 Performing a Ritual




You don't have to get a ref before you attempt one of these actions, but the ref will help to ensure that all the rules are followed. As the defender has no chance to get a ref first (they don't know they are going to be attacked or robbed), if there is a disagreement between players then the balance of the doubt will go to the defender if there is no ref present. 


Characters should have no need to attack a child but in the exceptionally rare circumstance where you need to initiate combat with a child then you must consult a referee first and follow their guidance. The referee will ensure that the child's OOC welfare is not compromised by your IC actions.



GOD


		If you have a query then you can go to the Games Operation Desk (GOD)


		You can phone for security at night or in an emergency


		On the rare occasions a member of GOD crew takes the field on an OOC basis they will be wearing Black and Blue coats similar to the ref jackets above. Please do not approach the GOD staff as they are likely to be busy at that time




All Profound Decisions events are administered from the Games Operation Desk (GOD) whose location is marked in each event guide. Members of the GOD crew are there to help you with any administrative or general queries that you may have about the event.
If you need a referee then the referees have a desk that is always near GOD. The first-aid team operate from their own tent if you have any first-aid needs. For all other queries, you should enquire at GOD.


The Profound Decisions mobile phone number is printed on your character card. If you have an emergency such as a first-aid incident then you can call this number to get a quick response. You can also call this number if you need to contact security after time-out. Please do not use this number to phone for a referee; there are referees available in the field and at GOD at all times.



When to go to GOD


You will need to go to GOD to resolve any of the following:



		 Collect your pack at the start of the event


		 Get errors with your pack corrected


		 Check to see if an item is in lost property


		 Obtain a ref if one is not in sight


		 Register your character death or create a new character


		 Spend experience points


		 Mix herbs to make a potion


		 Exchange IC money for other denominations


		 Buy a new resource or exchange an existing resource with another character


		 Hand in a pack at the end of the event


		 Raise a complaint




Members of the GOD team do not handle complaints, but they will be able to get a member of the event management team who will talk to you.


Members of the GOD team may be able to help you with some of the following:



		 Find the answer to a rules query


		 Process a ritual you have performed by yourself


		 Obtain a red hat who can help you with a site issue




There is usually a referee in the GOD tent who can answer rules queries; if there isn't one then GOD can usually raise one on a radio. It is better to get a ritual processed by one of the refs in the field, but if you are having problems then the GOD staff can help you find one or they may be able to process a ritual if no ref is available.



Marshals


		Marshals are there to oversee safety and perform specific game tasks


		Please do not approach a marshal unless it is an emergency




Marshals at Empire are not referees. Although they support the game they are not there to provide direct assistance to the players and they cannot help you with a general query or any game task you wish to attempt. In particular many of our marshals have no ref training or experience and would not be able to help you with a ref query even if they were free.


Marshals have a range of responsibilities, such as overseeing safety, handling special FX, and delivering messages or game rulings to players. A marshal may find you to deliver an item or game ruling but you should not approach a marshal looking for help, unless it is an emergency.



Identifying a Marshal


		Marshals wear a red and black quartered livery coat


		Please avoid using a quartered red and black livery coat as your costume if possible




Our marshals will be wearing basic costume and a red and black quartered livery coat like the one pictured for the referee but with red panels rather than gold. Anyone who is wearing a livery coat with this design should be treated as a marshal. For this reason players are not allowed to wear livery coats with this specific design and colour scheme.


Like referees, the marshals in Empire are purely OOC. They do not exist in the game in any IC form. They are wearing a distinctive piece of costume so that they can be easily identified without breaking the visual immersion of the field, they should not be treated as characters.



Further Reading


		Characters


		Playing the Game


		Referees & GOD


		 Safety


		Conduct


		Downtime
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 Rules


 Autumn  Magnitude 8


 Performing the Ritual


Performing this ritual takes at least 2 minutes of roleplaying. The ritual targets a ribboned item that must be present throughout.



 Effects


This divination ritual discovers certain information about the provenance of an item. It answers some or all of the following questions:



		 Who crafted this item?


		 Was there anything special about the artisan? What was it?


		 Were there any special circumstances involved in its crafting? What were they?





This ritual will only work on an item with a ribbon, or a Profound Decisions ID number. Information is usually revealed in the form of a short vision, and each contributor receives the same information.


If an item has been reforged - that is, it is a magical property whose properties have been restored after they have expired - the information can become a little confused. In this case, it will usually provide information about the time the item was first crafted, and may provide more than one name, or the name of only the first or the most recent artisan to work with the item.


If the item is shrouded or obscured by an effect of a higher magnitude, the ritual will identify the realm and magnitude of the shroud, and whether there is any information to be learned with Hand of the Maker, but nothing else.


There is almost always information available about who crafted a magic item - the divination function of the detect magic spell will determine if there is any additional information beyond the simple identity of the artisan. 



 Additional magnitude


You can increase the magnitude to overcome stronger shrouds and masks.



 OOC Note


This ritual is similar to Skein of Years, but reveals information about a single specific incident (the creation of the item), as well as the name of the crafter. Potentially, it may reveal information about any object with a ribbon - even a large object such as a standing stone - detect magic will indicate if this is the case.



 Description


This straightforward divination ritual recognises the prowess and skill of an artisan. It is similar in some ways to Skein of Years, but the information it provides is very focused - the circumstances of an item's manufacture and the identity of the person or persons responsible for it. It is useful to historians, but it also has applications in unraveling mysteries or investigating crimes. Being able to prove conclusively that a sword was forged by such-and-such an artisan can provide evidence in a murder trial, or secure the conviction of a thief.


In almost all cases, the name of the crafter can be uncovered. Not every item reveals information about the nature of that crafter, nor the circumstances of the item's creation. The detect magic spell can go some way to ward determining if there is deeper information associated with the item. Sometimes the diviners gain a brief glimpse of the act of creation, or of the crafter. Sometimes the divination focuses on the materials from which the item was made - often quite tricky to express in cases where (to use a historical example) a ring was "woven from darkness and the footfalls of cats on a loom of moonlight by the taloned claws of the malevolently chuckling Brother of Wizards."



 Common Elements


As a divination, this ritual often involves the use of runestones, cards or similar divinatory tools. A League ritualist may study a card spread, or carefully handle the item while examining it with a jewelers loupe or lens to uncover the handiwork of a specific artisan. A Marcher cunning-man might scry the face of the crafter in a metal water-bowl or polished sphere, while those of a more mystical bent may inhale narcotic fumes and allow a divinatory vision to overwhelm them.


The rune Pallas, which represents both wealth and the art of the crater, is particularly resonant with this ritual - tracing the rune on the item in blood, sweat, or ash is a common element. Likewise, the astronomantic constellation of the Web has some correspondence with the ritual - the item and the one who forged it are connected by bonds of fate and intent.
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Rules


Autumn  Magnitude 6


Performing the Ritual


Performing this ritual takes at least 2 minutes of roleplaying. This ritual targets a character, who must be present throughout.



Effects


This ritual allows the coven, to divine information about the bonds of a single character. It will answer some or all of the following questions:



		 Is this person bonded to any magic items? Are any of those items visible right now? Which ones are they?


		 Is this person part of any bands? Are they part of a banner? A sect? A coven? What are the names of those bands?


		 Is this person an Imperial citizen? If so, which nation do they belong to?


		 Is this person a creature of the realms? If so, which eternal are they responsible to?


		 Does this person bear the Arcane Mark of a conclave order? If so, which one?




Each contributor receives the same information.


If the character is protected by a shroud, the ritual determines the realm and magnitude of that shroud. If an object or band they are bonded to is protected by a shroud of a higher magnitude than the ritual, the ritual determines no information about that object or band, beyond the fact it exists and is shrouded (along with realm and magnitude as normal) - it still provides other information about bonds that are not shrouded.


Information about the bonds of a character is always available - detect magic may occasionally indicate that there is some additional piece of information that could be found with this ritual.



Additional Magnitude


You may increase the magnitude of the ritual to penetrate more powerful shrouds or masks.



OOC Information


The target character must be present throughout but need not be a willing participant. The referee may take a moment to confirm certain information with the target. If the coven wishes to determine if a character is bonded to a specific magic item, it is a good idea to let the referee know that in advance of performing the ritual.



Description


This divination allows the contributors to analyse the network of bonds and connections that surrounds most living beings. Bonds created by magic are easiest to divine, but there are other connections the ritual will track. It can tell if someone is an Imperial citizen, for example, by divining the bonds and sympathies that define cultural identity - it can even determine which nation an Imperial citizen belongs to. It can identify a creature of the realms as distinct from a human or orc, and reveal which eternal the herald is tied to, generally by their most commonly known name.


The ritual can also divine social connections - it can trace the delicate strands of band affiliation, revealing membership of a coven, sect, or banner and providing information about the name of that band. Likewise, it is effective at determining membership of a Conclave order - much more effectively than a mere detect magic; if the target belongs to an order it reveals which one, regardless of the order affiliation(s) of the contributors.


The ritual has some weaknesses, of course. If someone is not an Imperial citizen it does not provide any other information - although there are stories that similar rituals exist in most other nations that instead provide information about the gross affiliations of their countryfolk. For example, it is widely believed that barbarian orc magicians can perform a version of this ritual that reveals tribal affiliation. Academic magicians theorise that the rituals are actually the same, and it is the nature of the contributors that determines what information they receive about nationality.


Magic that misleads divination can confuse this ritual - but unless the target person is fully shrouded, it will only conceal some threads from the prying gaze of the ritualists. A target's membership of a certain sect may be concealed, for example, or their tie to a certain sinister magic item shrouded by an enchantment, but even in such cases a powerful enough performance can force its way through the shroud to reveal the connection. Incidentally, magicians practicing this ritual have reported that they most commonly encounter shrouds specifically concealing this kind of information when dealing with heralds of the Night realm - especially those who later prove to be associated with Sung or the Whisper Gallery.


To date, this ritual has not been cast on an eternal directly and they seem to have little interest in allowing it. According to one apocryphal tale from the wily Suaq magician Belus Redsparrow (archmage of Autumn 53YE to 56YE), the ritual was cast on the eternal Prospero as the result of a certain favour being called in, and the sheer volume of information it provided proved impossible to discern in any detailed sense, and did little more than confirm that the individual the magician was dealing with was Prospero, and was connected to a great number of heralds. The truth of this tale is difficult to confirm or deny.


In pre-Imperial times, the ritual was commonly used in Urizen and the League, primarily for investigative purposes. In Urizen it is sometimes seen as a manifestation of the Net of the Heavens, while in the League (where it was coincidentally known by the same name even before the creation of Imperial lore), it is often discussed in meditations of the bonds of loyalty and obligation that surround all civilised individuals.



Common Elements


As a divination, runestones and cards may be employed, or the ritualists may reflect the target in a mirror or other reflective surface, or study the magical auras around them with lenses or crystals. A lone ritualist performing Ties that Bind will often stare into a bowl of water, often with a golden coin at the bottom, while a practitioner of another tradition might spatter a little of the target's blood into a bowl of water, or the surface of a mirror, and study the resulting patterns.


The rune Queros is often evoked with this ritual, but the Lann rune also has some resonance. The dramaturgical personae of the Prince and the Doctor are particularly appropriate, as is the Instrument of the Ring or the Throne of the Chamber, where things are revealed. Wise totems such as sphinxes, owls, the names of paragons or exemplars of Loyalty or Wisdom, and the name of the eternal Prospero are likewise commonly evoked.
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Overview


Through the power of this ceremony, a priest can perceive the aura that surrounds living people, and gather information about spiritual effects. There is some disagreement among priests as to whether what they are seeing is the "soul" of the individual - the core of their essential nature that persists from one life to the next - or simply some spiritual penumbra that surrounds thinking beings.


Whatever they are perceiving, the ceremony allows them to gather information about the person by observing it for a few moments. The quickest information to discover is if someone is a human, an orc, or an inhabitant of another realm, whether they are under the effects of any auras, and the effects of any spiritual wounds they are experiencing. All of this can be found out with a quick overview of a target's aura.


The priest can also perform a slower, more potent version of the ceremony to allow them to identify if the target is dedicated and reveals the presence of spiritual marks like the ones created by testimony as well as any malign spiritual effects such as curses or possessions. This version of the ceremony is also effective on items to discover information about any hallow they may possess, and again will determine the presence of a spontaneously arisen aura, a spiritual curse, or the presence of a haunting spirit - it can be used to identify a ghostly anchor for example.


There are also plentiful reports of priests detecting other marks on their subject that do not appear to be the result of the testify ceremony yet still contain information. A commonly cited tale refers to a Varushkan wise one from Karov who used the ceremony to observe a band of travelling musicians only to discover that they each bore a mark indicating they bore a twisted boon from Wendigo. When the minstrels attempted to murder the people of the vale in their sleep, their wicked plan was stymied when they discovered not sleeping victims but fully-armed and prepared schlacta!


The ceremony can also be used to examine objects, but unlike people items do not innately generate auras than can be read with insight. Objects that bear spiritual marks visible to this ceremony have usually been touched by a potent spiritual force - whether a religious ceremony, by close proximity to a profound spiritual event, or by the attentions of ghosts or spirits. It is especially useful for gathering information about spiritual auras on relics whose provenance is uncertain, as well as to glean information about the anchors of a ghost, or how to combat a malignant curse.



[image: Insightful.jpg]With insight a priest gazes into the depths of the mortal spirit,
and few can hide the secrets that are found within.


It is possible to conceal information from Insight, but doing so is of limited benefit. It seems that even powerful magic items such as a Shackle of the Unvirtuous or a philtre such as a Shadowcrow Infusion can only conceal the entire person from insight, rather than specific pieces of information - and the ceremony will always detect the presence of such obfuscation, even if it cannot penetrate it.



Performing a Quick Insight


		 Requires a dose of liao and ten seconds of appropriate roleplaying


		 Does not require a referee


		 Reveals the target's race and any aura present


		 Reveals the effects of any spiritual traumatic wounds


		 Orcs can be the subject of a quick insight




Performing a quick insight on a character uses a dose of liao. This performance of insight requires ten seconds of appropriate roleplaying and target must be close enough to touch throughout. The target need not be willing. After the insight is complete, you should call "Insight" loudly enough for your target to hear and make clear that they are the target of the effect.


If their aura is not concealed then they must inform you of their species (human, orc, creature of the realms, ghost, other), and tell you what personal aura they are under the effects of if any. If the target is suffering from one or more spiritual traumatic wounds, then your character becomes aware of and may open the cards and read the effects. The target of the insight should keep the cards (but not read them) in case any other priest wishes to perform insight on them.


You cannot normally perform a quick insight on an object.



Performing a Thorough Insight


[image: I've Seen Things.jpg]A thorough insight can be time consuming by may reveal deep spiritual secrets.


		 Requires a dose of liao and and at least ten seconds of appropriate roleplaying


		 Requires the presence and assistance of a referee


		 The target must be within 20'


		 Reveals information about the aura of the target


		 Orcs can be the subject of a thorough insight




If you have a referee, then you may perform a more intense version of the insight ceremony to gain more detailed information. Performing a thorough insight requires at least ten seconds of appropriate roleplaying and the target must be within 20' and in clear line-of-sight throughout. The target need not be willing. After the insight is complete, the ref will approach the target to check the results with them. 


If their aura is not obscured then you will discover the presence of any malign spiritual effect such as a curse or possession. In addition to the basic information provided by a quick insight, the detailed version of the ceremony reveals the details of  testimony, excommunication, anointing, or dedication (including the strength of durable auras where appropriate); it will reveal the presence of other spiritual auras and may give information about what they are, what has caused them, or how they might be combated.


When used on an object, a thorough insight reveals if the item is under the effect of a hallow, or bears a spontaneous aura, along with details of the effect (including strength, and how to combat it, when appropriate); it will also reveal if the item is an anchor for a ghost or similar creature, and may provide additional awareness depending on the nature of that entity.



Awareness


		 It is not possible to perform insight without the target being aware


		 Most targets will experience the effect as a potentially familiar powerful sense of being observed




You can perform insight against the target's will, but you cannot perform the ceremony without the target being aware of what has taken place. Most targets experience the effect of being insighted as a powerful sense of being observed. Most Imperial player-characters are sufficiently familiar with insight and the effects that they will recognize and understand what has taken place.


The awareness is not immediate; it occurs at the point where the priest calls "Insight" or the ref asks the target for their insight response. In effect, this means that a character is always aware they have been insighted, not that they are being insighted.



Concealment


		 Insight is blocked by any effect that conceals a character's aura


		 Insight will still reveal that the aura is concealed




If your aura is obscured through the use of effects such as Shadowcrow Infusion then other characters cannot use insight to read your aura. However you must respond to any attempt to insight you by stating that their aura is concealed.


It is not possible to dispel or overcome any effect that conceals an aura.



Cooperation


		 There are no benefits from cooperation using the insight skill




While priests can cooperate to perform an insight ceremony, there are no benefits to doing so. Specifically, there are no methods of shrouding an aura that can be overcome with a more powerful insight.



True Liao


		 There is no benefit to using true liao to perform the insight ceremony.




While true liao can be used in the place liao to perform an insight ceremony, it provides no additional information. 



Further Reading


		 Ceremonial Skills
		 Anointing


		 Consecration


		 Dedication


		 Excommunication


		 Exorcism


		 Hallow


		 Insight


		 Testimony






		 Additional Information
		 Auras


		 The Way


		 Imperial Synod
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 Rules


 Autumn  Magnitude 2


 Performing the Ritual


Performing this ritual takes at least 2 minutes of roleplaying. This ritual targets an object which must be bonded to a character. Both the item and the character it is bonded to must be present throughout. 



 Effects


This ritual places an enduring magical mark on the item containing the the name and face of the character that the item is bonded to.  A detect magic spell cast on the item reveals that it is the 'property' of that character in addition to other information. 


If an item is bonded to more than one person, the mark can identify it as belonging to a banner, coven or sect, or a member of that band, at the discretion of the ritualist.


Rituals and effects that obscure information about bonds or auras, such as Masque of the Blinded Weaver, will obscure the mark of ownership from lower-magnitude divinations.


An item may be under multiple mark of ownership effects, in which case they are revealed in the order in which they were created.


The mark of ownership lasts as long as the object retains its magical qualities and is capable of being bonded to a character.



 Description


This ritual is effective when performed on an item that might be stolen. It makes it difficult for thieves to fence their stolen goods, and more likely that a stolen item will be returned to them if it is recovered by Imperial Law. While the mark can be obscured, it is virtually impossible to remove. 


Some ritualists offer the use of Mark of Ownership to anyone for whom they perform the create bond spell, as do some magician-artisans. This increases the price of the bond, often dramatically, but is often described as offering extra insurance that the item will be returned to them if stolen.


Some artisans have the ritual performed on their behalf when they complete a masterwork item of which they are especially proud. It is also common for someone who has gained the use of a powerful item through an Imperial position (such as the staff of an archmage to have this ritual cast on the object at the start of their tenure. It should go without saying that it is very common to have this ritual performed on an artefact, and a particularly old item may accrue a number of these marks as it passes from hand to hand.



 Common Elements


During the ritual the item and its owner are usually marked in some identical way to help reinforce the idea of ownership. A drop of blood from the owner might be smeared on the item. identical runes or symbols (especially the rune of wealth and symbols of Prosperity or Loyalty) might be painted on both owner and item. In The Marches especially, the target of the ritual is often encouraged to deliver a loud statement of ownership and a challenge to thieves, reinforcing the idea of 'what's mine is mine.'
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Overview


Liathaven is the ancient western forest between the Freeborn mountains of Kahraman and Bregasland of the Marches. Even in the time of Terunael, the forest was old. There are immense trees in parts of Liathaven that are believed to be thousands of years old, and parts of the forest that even today have seen only a handful of humans pass through them. Liathaven itself is only a spur of a much larger forest that stretches hundreds of miles to the west; a great wood that served as a natural boundary between the Jotun barbarians in the north and the Faraden foreigners in the south.


The wildlife of Liathaven likewise tends to be larger than normal, with forest lions and dire beasts (especially bears, wolves and stags) being comparatively common compared to other parts of the Empire. The weather in Liathaven is changeable, and the territory is known for its heavy storms and strong winds, caught as it is between the temperate Marches and the warmer Brass Coast to the south.


Most parts of Liathaven have been well-settled by the Navarr - those few Terunael ruins that have not been incorporated into steadings have mostly been studied by scholars and archaeologists - but occasionally a hitherto overlooked structure will be found, wreathed in vines or buried under centuries of undergrowth. The richest new ruins are found along the borders of the Vallorn-infested regions of Liath's Heart and Westwood, of course.


Many of the Striding that walk the Trods around Liathaven are composed of some of the more militant members of the nation, who will stop at nothing to recover their homeland from the Jotun.   In Liathaven the Duskbourne Striding have traveled from around the Empire to reclaim Liathaven to make it their new home.  The Pathfinder Striding sold on all their goods to fund the military units that they use to support the Liathaven resistance.  Many of the Stridings in Liathaven  such as the Y'Basden, the Companions of Tarw and the Keepers of the Way have formed the Black Scar, who spend most of their time organising the resistance to the Jotun in the region.  Y'Basden in particular have been active in the defense of the remaining Navarr.



Recent History


The Jotun began their invasion of Liathaven in the autumn of 346YE, taking advantage of the eastern-focus of the Imperial armies under the domination of Empress Giselle. They pressed ever eastwards, avoiding the vallorn and seizing many Navarri steadings. The Empire finally lost control of Liathaven in early 349YE despite attempts by the Imperial Military Council to organize a proper counter-offensive.


In the thirty years since the forests fell to the orcs, they have used their foothold here to launch regular raids into Bregasland, and as a staging post for their massed assault against the Mournwold in 349YE. Today, apart from regular raiding bands attacking the Marchers and the occasional forays through the mountains into Kahraman, Liathaven seems quiet - almost peaceful. Despite a slight rise in encounters with vallornspawn, the pessimistic predictions that the Jotun would 'awaken' the Vallorn in Liathaven and cause widespread doom in the territory has so far failed to come true.


With a ceasefire agreed with the Jotun by the Imperial Senate in Summer 377YE, there have been no further attempts to reclaim Liathaven.  When the Empire broke the ceasefire early in Autumn 378YE the armies of the Brass Coast tried to take Liathaven, but the Jotun attacked with seven armies taking all of the territory that was not controlled by the Vallorn. Jotun and Imperial forces fought back and forth across the territory for several years, until the orcs eventually withdrew in 381YE.


In 382YE, as the Jotun withdrew completely, the vallorn began to expand. The Navarr and their Marcher allies were quick to respond, and a vicious campaign against the vallorn was launched into West Ranging. The abomination's attempt to infest West Ranging was stymied, but there was significant damage to the region caused by the suprnatural fire of the eternal Surut.



Major Features


Liaven's Dance


Woven between the trees of Liaven's Glen is The Dance; a network of earthen trails marked in the grass and the trees, several miles wide, worn into the ground with the footfall of centuries. The Navarr say that it is a symbol for the Great Dance writ large on the earth. Some from Urizen believe that dancing Liaven’s Dance could grant humans a greater understanding the path of the soul through the Labyrinth of Ages. The steading of Liaven’s Dance was ancient, dating back to the earliest days after the Vallorn emerged. It was a regular place of pilgrimage for Navarr practitioners of the Way, and a centre for philosophical thought combining the philosophy of the Great Dance with the Virtues. The fact that it is now in the hands of the Jotun barbarians marks a terrible loss for the Navarr and perhaps the Empire.



The Paths of Lan Thúven


In Western Scout, on the very edge of the vallorn miasma,stand the crumbling pillars of an old gateway. The Gate of Lan Thúven dates back to pre-Imperial times; it may even be Terunael in origin. No stories remain to say who, or what, or where Lan Thúven might have been. Only the gate remains - this one, and a second gate in West Ranging on the far side of Liathaven. Between them, according to refugees from the Jotun-burnt Hidden Walk steading, there is a path through the vallorn. A hidden way, following the route of an old Terunael road, woven with  potent Night magic that blinds the eyes of the vallornspawn. The insular Hidden Walk used this route to travel deep into the Westwood, and to keep contact with their cousins on the other side of Liathaven at Silent Stand steading. The Jotun seized both Hidden Walk and Silent Stand. The steadings were destroyed - but the gates that mark either end of the hidden path still stand. The orcs clearly realised that the gates were valuable, but treated them with the same superstitious dread they show towards anything associated with the vallorn. 


The Empire recaptured the Paths in Summer 380YE.



[image: There are mysteries at least as old as Terunael beneath the boughts of Liathaven.]The Stout Watchers, a circle of stones in Liath's Ring.


Regions


Beacon Point


Quality: Forest

The region takes its name from the great beacons built along the southern borders of Liathaven, intended to serve as a warning of any major incursion from the west or the southern Faraden. The beacons are simple but effective - basic messages could be sent quickly to stations in the mountains of neighbouring Kahraman, and relayed back to Liaven's Glen. In this way, the southern regions of Liathaven stayed in contact with the northern regions despite the Vallorn between them, and the presence of some bloodthirsty clans of bandit orcs in the mountains to the south. Today, Beacon Point maintains a single very unreliable trade route through the mountains to Kahraman. Travelers and caravans alike are in constant danger from the vicious peak orcs, and communication with the defenders is very patchy as a result. This has made the plight of the Beacon Point steadings more desperate - their resources are stretched even further by the need to support the steadings of Western Scout.


In Winter 379YE a large force of Jotun troops took Beacon Point as part of the Jotun "rage" that swept across southern Liathaven. Over the next few years the region changed hands several times. Almost the entire remaining Navarr population either fled through the mountains to Kahraman, or fell to the wrath of the Jotun.



Liath's Heart


Qualities: Forest, Vallorn

Forced out of the surrounding regions, the Vallorn has grown powerful in Liath's Heart. It is wrapped tight around the ruins of Liath Haven, squatting at the centre of a miasmic cloud of poison. There are no Navarr steadings in Liath's Heart. Although occasional forays into the region from Liaven's Glen to the east returned triumphant with some fragment of lore or lost treasure, the most accessible ruins have long since been explored or destroyed by rampaging Vallornspawn. With the Jotun in northern Liathaven, the Vallorn is said to be stirring fitfully in its slumber - but there have been no signs to date that the Jotun are making any particular effort to 'conquer' it. 



Liath's Ring


Quality: Forest

Near the eastern border of Liath's Ring stands Mournstead, a stout steading - the last redoubt of the Navarr in Liathaven to fall to the barbarians. The region was known both for sprawling groves of beggarwood trees, and for the occasional standing stone or dolmen in out-of-the-way places. Marcher Landskeepers - especially those from nearby Bregasland were regular visitors to this part of the forest, and its eerie monoliths.



Liaven's Glen


Quality: Forest

This area of eastern Liathaven was the first area of Liathaven freed of Vallorn influence some two hundred years before the foundation of the Empire. According to some records, the network of trails and earthworks known as Liaven's Dance was a prototype working designed to weaken the power of the vallorn, eventually culminating in the vast web of trods that now criss-cross the Empire. Several steadings here were home to experienced covens of vates who oversaw potent mana sites and studied the vallorn along the edges of Liath's Heart to the south-west. Many of these vates were killed fighting to protect their homes from the orcs, but some managed to flee into exile.   The Dancewalker Striding was formed of members of the steadings at the Dance who swore to walk the trods here until Liathaven was back under Imperial Control.


Of particular note is the library at Turning Spiral. This old steading held a repository of Navarr magical lore that survived the purges of Emperor Nicovar comparatively unscathed. Tragically, its own defenders were forced to destroy it rather than let it fall into barbarian hands. While some of the books were carried to safety by fleeing vates, many hundreds more were incinerated in magically-fuelled fire as the entire steading was transformed into a conflagration by the defenders (a conflagration that claimed not only their lives, but the lives of at least two hundred orcs). Some of the last vates to leave Turning Spiral never reached the safety of Serra Briante to the south - at least two groups are known to have set off but disappeared somewhere in the mountains between Liathaven and Kahraman.



Westwood


Qualities: Forest, Vallorn

The tainted vegetation of the Vallorn spills westward into this region from Liath's Heart. There were a few steadings here, but they have been abandoned due to the twin threats of the vallornspawn and the Jotun barbarians raiding from the west and north. The last steading abandoned to the vallorn was that of Duskwater Tarry, a steading built on raised platforms in the centre of a freshwater lake that protected a dangerous direct trade route between Western Scout and West Ranging. The inhabitants withdrew south in 352YE and it is believed that the vallorn swiftly swallowed it up as it had other abandoned settlements. The entire region now belongs to the Vallorn. 



West Ranging


Quality: Burnt

The forests here were reasonably well defended, but the slow drain of Thorns to the battles in the eastern Empire created a weakness the Jotun were quick to exploit. Before the barbarians came, West Ranging was known both for producing fine leather goods and for the Navarr scouts who would regularly slip out of the Empire to spy on - and occasionally raid - the Jotun stockades in the western forests.


In Winter 381YE, the vallorn began to expand into West Ranging. The Navarr army of the Quiet Step, supported by the Marcher Tusks and Bounders, moved to prevent the expansion. The fighting was savage, but in the end Imperial forces were victorious. During the campaign, the Quiet Step were aided by a potent enchantment, a gift of the eternal Surut, that brought his irresistible fire to bear on the forest and the vallorn. As a consequence, swathes of the once rich woodlands here were reduced to a cold, grey ash where nothing will grow. The fire was particularly keen to consume regio connected to the Spring realm - which are also key targets for vallornspawn. As such there are almost no Spring regio remaining in West Ranging.



Western Scout


Quality: Forest

The steadings of Western Scout still hold out against the Jotun, but there have been several serious assaults from the forests west of the Empire. In the last few years these attacks have slackened off, but until 377YE there were still occasional raids by Jotun warbands. The Jotun ceasefire has given these steadings a much-needed breathing space. In addition to the Jotun, there are problems with groups of Vallornspawn that occasionally boil out of the infested regions to the north. The westernmost steadings are in tatters; several have been razed by raiders, while the easternmost steadings are barely in a better state. They survive partly due to the efforts of their hunters but also due to vital supplies from Beacon Point - supplies the eastern steadings can hardly spare themselves, given the problems of maintaining a safe route through the mountains to Kahraman.
In Winter 379YE a large force of Jotun troops took Western Scout.



OOC Note


		 As of the Spring Equinox 382YE, the Jotun orcs control West Ranging, Liath's Ring,  Liaven's Glen, Western Scout and Beacon Point.. The Vallorn occupies Liath's Heart and Westwood. The Navarr (and thus the Empire) hold no regions but have made significant headway into capturing West Ranging.


		 The The Paths of Lan Thúven allow Navarr armies to treat West Ranging and Western Scout as if they are adjacent regions.


		 To reclaim Liathaven, the Empire needs to hold four of the seven regions.


		 After the Winter Solstice 381YE, the region of West Ranging lost the forest quality as a consequence of the hungry fires of the eternal Surut.


		 As of Spring 381YE, we assume there is now no significant Navarr presence remaining in the territory. Going forward, we will assume that the only Navarr steadings and stridings still based in Liathaven are player character groups. The lack of Imperial citizens and non-Jotun infrastructure means the territory would require extensive rebuilding, regardless of which Imperial nation the Senate assigns it to, should it ever be recaptured. You can learn more about this here.
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Introduction


Troupes are magical groups found in The League who perform rituals through a tradition of theatrical performance called dramaturgy. A member of a troupe is commonly referred to as an actor even if they do not technically perform on a stage. Internally, a troupe may have all sorts of titles and names, often drawing from theatrical traditions (so a character who works to bring in business for the troupe or presents it in public might be called a barker internally, while someone who organises rituals and encourages practice might be a director).


Magic is a commodity in The League, and magicians are skilled professionals who deliver their services for a steep fee. The troupes are rare - and effective - enough that they can charge high prices for their magic if they choose to do so, and a successful troupe enjoys a lavish lifestyle. Some troupes prefer to perform their magic as they see fit, rather than sell their prowess to the highest bidder, and instead make money through the quality of their theatrical performances. Some actors talk about "the Art and the art", meaning that both theatre and magic are arts and that one is more important than the other. Most agree that the "Art" is magic and the "art" is theatre, but this is by no means a universal interpretation.


Many troupes cultivate relationships with a specific patron or patrons, usually a powerful guild, free company or church, sometimes going so far as to offer their services exclusively to these patrons in return for regular support. Even troupes with patrons usually choose to maintain a degree of independence however - after all no troupe wants to be bound to a faded star, or be brought down alongside their patron if they can avoid it.


Some troupes insist new members swear an oath of secrecy upon joining - the precise details of this oath change between troupes, but the principles are often the same - to protect its members and (most importantly) its secrets. Many troupes are rivals, after all, and being able to offer a rare ritual or knowing a magical secret that can give them an edge is very important.



[image: LeagueCostume4.jpg]


In addition to magical activities, troupes usually stage plays and other performances, which can prove to be quite lucrative if they are entertaining, impressive or challenging enough for the picky League theatregoers. Some free companies will employ a troupe to improve morale, or to tell great deeds of their exploits in battle. Some churches, too, will employ troupes to perform morality plays, explaining the Imperial Virtues to the layperson, or depicting the lives of Exemplars and Paragons. Just as often, the theatrical performances are an adjunct to the real reason for employing the troupe, which usually involves magic.


It is quite common for a troupe to be paid to craft a short play or piece of verse about a prominent individual who wants some good publicity - or to try and manipulate public opinion against such an individual's political enemies with scandalous allegations, lampoons highlighting their buffoonery and obvious satires. The theatre is a political world in The League, as much as anywhere else.



"I swear to keep the secrets of the Black Dragon Troupe, to tell nothing of my comrades' arts, to protect all of my brothers and sisters from harm and to work only for the good of the troupe, sound in the knowledge that they will do the same for me." 

Traditional Oath of the Black Dragon Troupe


Magical heritage


More information on the League theatrical magic style can be found in the section about dramaturgy.


The troupes work their magic through drama and ritual performance. Their rituals almost always involve elements of movement, the recitation of speeches, and the portrayal of a situation related to the nature of the magic performed. Some troupes work in verse, others improvise and interact with the audience; some use grand costume while others prefer a more simple approach with simply decorated masks and everyday clothes. Whilst there are grand troupes who specialise in doing long and elaborate shows around their magic, the majority of ritual performances are much shorter.


Rituals are woven into plays through the use of key words or movements. Rarely do they look like a magical ritual to an onlooker, because part of the approach is about concealing the real magic beneath a veneer of performance. That is not to say that a troupe might not weave a performance similar to the scene between Shakespeare's Macbeth and the three witches - but that same performance with a few modifications might be used as part of a scrying ritual, a curse or even the bestowal of some sort of boon on an ambitious individual.


The actor becomes a conduit for something else when he or she performs a theatrical ritual. Almost without fail, League rituals are performed while wearing a mask. This has a twofold advantage; it reinforces the presence of the character one is depicting, and it conceals or protects one's true identity from potential mistakes, jealous Eternals or anything else.


A common style for ritual performance is something akin to the theatre of Ancient Greece - two or three characters in masks engage in dialogue with one another, creating the scene through words, stylised gestures and the use of simple props. Other members of the troupe form the chorus, focusing or enhancing the scene unfolding between the main characters. This is a somewhat archaic form of theatrical expression, and sets magical ritual apart from the more intricate, longer and somewhat more informal Shakespearean feel of mundane performances.


Even though the theatrical style benefits from an audience, it doesn't absolutely demand one. A ritual is still a ritual if it is performed in a darkened tent, but the troupes lend themselves to larger, flashier performances.



 “Like the finest fruit, the sweetness fades the longer it sits on the platter”

The Fallen Herald, Act III, Scene I


Creating a troupe


Troupes provide a space in which to play a group of magicians who have influence in League society both through the magic they call on and the performances they deliver. It is entirely possible to play a troupe that focuses on the more mundane elements of theatrical performance, and simply have fun putting on plays and other performances. Even these mundane troupes benefit from having a few magicians, however, so it is worth thinking carefully about how much magical power you want to start with.



[image: Four of the Single Ring Strolling Players, whose plays enraptured Anvil]Troupe magicians tend to be as close as family.


It's certainly possible for a troupe to combine characters from numerous cities, perhaps in a cordial and friendly atmosphere or perhaps with a more volatile relationship, but it is slightly more common for the majority of members to come from a single city. Your troupe will quite likely be based in a single territory - perhaps it is where your theatre is if you have one. When picking a base of operations it is worth looking at a city that intrigues you that already has two or three interesting groups based there but doesn't already have a troupe associated with it.


Not everyone in the troupe needs to be a magician or an actor. Your troupe might have a craftsman who makes props and sets alongside magical implements and masks, or a bravo or two who provides security and makes sure nobody interrupts your performance (magical or otherwise). It's equally acceptable to play a pure ritual group and rely on contracts and negotiation to get the rest of the things that you need.


When it comes to resources, individual members probably want to look at magical resources such as mana sites. One or two of your group may want to focus more on the theatrical site of the troupe, and they have a perfect excuse to pick up financial resources that represent your off stage performances. The ratio of magical resources to financial resources in your group probably says something about your group. It might represent the size and prosperity of your theatre (if you have one), suggest the presence of an NPC patron, or indicate your commiment to magic rather than theatre.


It's theoretically possible to be a lone ritualist, but your magic is likely to be limited in scope. It's also rare for a troupe to be part of a guild, free company or church. Ritualists who are part of another group are likely to be either also part of a troupe, or are seen as being "just" magicians - or even mountebanks - rather than proper League troupe members.



Playing a troupe member


Remember that you're actors as well as magicians. As well as discussing magical rituals, you're free to spend time creating art either for its own sake or (more likely) for money or patronage. You might want to take on a larger-than-life personality that is as much a role as any you play with your mask on, or you may appear to be just another actor, playing down your arcane prowess until the time comes for magic.


You should generally expect to be recompensed when you perform magic for other people - they should recognise that you are providing a useful service, that you are a skilled professional. By all means perform for favour or influence rather than cash, but make sure that someone, somewhere is giving you the credit you deserve for your work. That's not to say you charge someone for every healing spell, or demand attention every time you take the battlefield, but the movers and shakers of the Empire should appreciate that you are using your magical powers on their behalf. Any magic used for altruistic reasons is a great opportunity for good publicity, especially if you make sure everyone knows what troupe you represent.


Don't get too hung up on either the performance aspect or the particular magical tradition. As is mentioned above, it is still a magical ritual if you don't have an audience, and some plays are performed well away from prying eyes. While the majority of troupes practice theatrical magic, it is not impossible to imagine a group that works more-or-less like a troupe does but practices a very different theme to their magic. Keeping the elements of expecting to be paid, secrecy and rivalry with other magicians can help such a group keep the feel of The League.



Helpful Questions


Here are a number of questions you could ask about the group when creating a troupe.  This is not an exhaustive list, but should allow some jumping off points for ideas.



		 How are the decisions made?  Is there a single leader who makes decisions? Do all members get a vote on what the Troupe does - and are all votes equal? Who handles the money and other resources?


		 What is the Troupe's focus?  Do you pay more attention to magic or performance? What kind of performances do you favour? Do you specialise and try to be the "best" at one or two types of magic, or are you generalists?


		 How do you join?  How are new members of the company brought on board?


		 What kind of patrons do you cultivate?  How does this impact your performances? A Troupe that is attached to a Free Company might have a very different feel to one that seeks the patronage of a Bishop, for example.  


		 Where are you based?  How are the cities of the League reflected in your style and appearance? Do you own a theatre of your own?  


		 What about when you’re not casting spells? Do you put on theatrical performances for cash? What about in downtime? There's a difference between a troupe that picks only magical resources – mana and library, for example - and one that picks less magic and more “financial resource” to represent a larger, richer theatre that also has political pull.


		 What kind of masks do you use?  Where do they get them from?  Are they antiques, held by the company, or are they remade, year after year, according to the recent fashions?


		How secretive are you? Are you jealous of your secrets? Do you seek out the secrets of other magicians to add to your own? Are you engaged in an active rivalry with another troupe?




Stock archetypes


League magicians, even those who do not practice dramaturgy directly like to draw on a roster of stock archetypes. Common elements include naming characters after the rivers or the cities of the League.



The Rivers and their Qualities


The four rivers are common figures in theatre. Playwrights compete with one another to include one or more of them in a subtle, unexpected way; challenging their audiences to identify who represents which character. The personae used in dramaturgy are almost always named after one of the rivers, and their name helps define the magic of the ritual they are used with.



		 Couros - Languid; Primal; Wise; Crude; Instinctual; Content and Prosperous due to natural bounty.


		 Gancio  - Capricious; Vengeful; Enigmatic; Ambitious; Quickwitted; Discontent and Prosperous due to hard work.


		 Scorrero  - Mentally "Slow"; Tenacious; Courageous; Methodical; Humble and Loyal.


		 Vassa  - Furious; Fast; Foolhardy; Determined; Proud and Vigilant.




The Cities


The cities of the League often appear in plays. Sometimes they are stand-ins for the Egregore, other times they represent either the people of the city or some mystical "genius locii." Magical rituals that are designed to influence a territory often include a character that represents the city. The most common characters in Tassato usually appears in the form of the rival twins Mestra and Regario, Holberg is usually depicted in armour, Temeschwar in furs and Sarvos in silks.



Other Common Archetypes


The original material about common archetypes has been superceded by the discussion of dramaturgy. You should still feel free to create rituals and plays using the earlier material.



Using Dramaturgy


League troupes often perform rituals using dramaturgy, a process of using narrative, stock characters, props and situations to create a magical effect. 


For example, if you are about to perform a ritual to grant a soldier or group of soldiers extra battlefield prowess, you might create a narrative in which a band of soldiers from Holberg lead by The Captain using the name Vassa encounter a beast and overcome it with the good advice of The Bishop. Having a basic plot that includes an obvious moment to deliver an enchantment, you get to work with the other ritualists to come up with a few lines and a rough idea of what order things will happen in.
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Overview


The most popular form of ritual magic in The League is dramaturgy - an elaborate form of theatre where a series of characters, settings and items are imbued with symbolic and mystic significance which is used to shape the flow of magic. In classic dramaturgy, there are a set of recognisable characters, situations and items whose shared recognition fuels the magic of the ritual.


Six characters - called the personae - are central to dramaturgy, and at least one of them appears as the protagonist of a piece of theatre. The others appear as part of a supporting cast who may act favourably, neutrally or antagonistically to the protagonist depending on their nature and associations. One character - the Fool - acts as an invisible narrator when exposition is needed, and often represents the ritualists themselves. The fool is a commentator who shapes the drama, and thus the magic of the ritual.


Dramaturgy is sometimes used overtly, but it may also occur subtly. A League troupe will present an entire play or opera in which only one or at most a few key scenes are actually part of the magical working they are performing. They challenge onlookers to guess which elements are significant, and to unravel the magical purpose of their working.


Outside the League, similar principles are used to weave narrative power into rituals. Storytelling has power, whether it comes through the medium of drama or the recitation of a sagas, songs or even the invocation of heroes, paragons and exemplars.


As with all magical traditions, you do not have to use dramaturgy if you don't want to. This is a shared framework that magicians can use to add significance to their rituals, not a prescriptive list of elements that must be included or your ritual will fail.



[image: Mummers pride themselves on improvisation and their intuitive feel for the stories they create.]Practitioners of dramaturgy in the Marches are commonly known as mummers.


Dramaturgy beyond the League


This discussion focuses on League dramaturgy, but this form of ritual magic is also used in parts of The Marches, in Dawn and in Wintermark. 


In The Marches, dramaturgy is sometimes practiced by mummers. Bands of mummers, maintain an itinerant existence as magicians and entertainers, much closer in feel to the mountebanks of the League than their troupe-magicians. They pride themselves on working magic through improvisation, without scripts but with a strong intuitive feel for the stories they create and the roles they use to work their magic. League troupes look down on mummers, considering them to lack subtlety, finesse or style.


In Dawn, some yeomen practice rituals almost indistinguishable from their Marcher counterparts, but call themselves guisers to try and distance themselves. These guisers tend to weave more formal dramatic conceits into their rituals, and may sometimes work with a Troubadour as fellow-entertainers or supporters. By working with a priest, the guisers gain a measure of respectability. There is generally little affection between bands of guisers and weaver cabals.


In Wintermark, and to a degree in Varushka, dramaturgy exists more often in the form of storytelling and the singing of sagas, rather than in dramatic productions. A single ritualist, or a small coven will weave a tale through words and voice rather than by taking on the role of a character. A common performance style is for a single ritualist (often a scop or volhov to narrate a story while the other members of the coven take on symbolic roles within that story. Again, the roles are usually recognisable to students of dramaturgy, although as with mumming and guising, they are seen as poor substitutes for true dramaturgy.



[image: Dramaturgic Rite.jpg]Dramaturgy creates magic through narrative use of specific symbols.


Using Dramaturgy


At its core, dramaturgy is the practice of using narrative to create magic. Some troupes revel in the complexity and cleverness of constructing a hidden ritual-within-a-ritual, but this is unnecessary for the practice of dramaturgy. A coterie of mountebanks on a street corner performing an improvised comedic routine with three actors and a small dog are just as capable of enacting Rivers of Gold as a full operatic performance of The Palace of Thieves in a gilded opera house.


Whatever variant of dramaturgy is employed, there are three constants. A tale is told, that has symbolic connection to the magic being worked; a connection is made between the ritualists and archetypal characters or iconic places, things and activities; and an audience is drawn into the ritual, their presence and focus granting additional power to the ritual working.



The Rule of Three


When selecting elements for the ritual, one must include the correct throne for the realm of magic being performed.  At least two other elements must be symbolically pertinent as well.  You can include as many irrelevant elements as you please, but at least three things that the audience sees must be recognisably congruent with the intention of the ritual.  This means that small Troupes with few resources are much more obvious in their intentions, while large and wealthy troupes can put on enormous performances, subtly hiding their magical intentions through misdirection.


But as they Mountebanks are fond of saying, the best way to slip something past an observer is to keep them focused on what your other hand is doing, and even a small troupe can use their wits to fool an audience into putting its attention elsewhere.



The Personae


The personae are the protagonists, and they form the focus of the ritual. They tend to each have their own mask, and they represent the magic itself - the intent of the ritualists. In the League they almost invariably bear the name of one of the four rivers that flow into the Bay of Catazar, and their identities change depending on which name they are given. Other characters may be named after a river, but this is usually done to obfuscate the intent of the ritual.



		Persona		Realms		Magical Associations


		The Captain		Summer, Spring		war and fighting; military endeavour; disasters that must be overcome; Courage and Loyalty


		The Doctor		Day, Winter		brutal or efficient magic; divinations and curses; oaths; punishing the wicked or corrupt; scholars; Wisdom and Vigilance


		The Witch		Autumn, Night		Influence; exploring mysteries; healing; secret wisdom; herbs and potions; renewing the spirit; revealing things; Wisdom and Prosperity


		The Prince		Autumn, Winter		wealth; authority; oaths and wards; curses; the Senate, the Throne and the Empire as a whole; Ambition, Prosperity, Loyalty and Pride


		The Bishop		Summer, Day		strengthening, supporting or revealing; the Synod; faith; rationality; Vigilance, Wisdom, Loyalty and Pride


		The Mountebank		Spring, Night		Transformation and deception; unleashing primal forces; physical strength; destructive behaviour; Ambition and Courage





The Instruments


Instruments is the term that League Troupes use to refer to their physical props; a collection of specific items which are as much a part of the cast as the players themselves. Many groups have a collection of items which has been handed down through their history, and they are usually stored with great care and reverence - it is not uncommon for one or more of them to be enchanted items that assist with ritual magic. 


Many dramaturgists believe that the instruments, through repeatedly being involved in rituals, pick up some of the magic they are used with. They take on a kind of life of their own, becoming members of the troupe in their own right. When an instrument is broken or worn beyond repair, League Troupes perform a funeral with great ceremony for it, attending masked and dressed as dramaturgical characters enacting a tragic play. This is performed with all seriousness; the 'dead' instrument is eulogised in the same way a dead actor might be remembered, buried with great ceremony and a wake is held that night, before a replacement is 'welcomed' to the troupe the following day. 


The instruments represent the method of the magic. For example, the cloak represents concealment while the cup represents restoration, enchantment or transfer of power. Subtle and intricate messages can be created by passing an item between characters - as with all things dramaturgical it is a point of pride to many writers to prove their cleverness by the complex interactions of Instruments and characters on stage. 



		Instrument		Common Associations


		The Cup		Prosperity and fulfilment, change


		The Lantern		Illumination and knowledge; seeking; mysteries or secrets; divination


		The Ring		Loyalty and oaths; bonds and bands; transfer of power; bargains, deals (and geases)


		The Cloak		Taking on a role; disguise; concealment; defence


		The Blade		Conflict, war, suffering, combat; healing; removal of obstacles; sacrifice


		The Coin		Transactions; rewards or consequences; payment





The Thrones


There are six settings for dramaturgical rituals, each one representing a Realm of magic. The throne usually matches the realm of the ritual, but not always; when performing the Autumn curse Like Water Through Your Fingers, some dramaturgy troupes will set the ritual in the counting house (because it is an Autumn ritual),wheras others will set it in the tomb (because it is a curse). Some companies might choose to use backdrops or props to evoke the various settings, while others might simply choose to express it in a minimalist fashion through dialogue and story - if they cannot evoke the throne through their actions, they argue, then they are poor dramaturgists. 



		Throne		Themes		Common Associations


		The Chamber		Privacy, honesty		Exposing weakness; revealing facts; divination; transformation


		The Battlefield		Conflict, death		Strength, empowerment, commitment


		The Tomb		Tragedy, transition		Curses; condemnation; conclusions; oaths and promises; weakness, fear, poison


		The Counting House		Money, power		Prosperity; items, objects; personal resources and possessions


		The Library		Learning, introspection		Knowledge; meditation; purification; healing


		The Garden		Creation, destruction		Primal forces; fertility and bodily health; confusion; anarchy





The Chorus


The Chorus represents minor characters who move the narrative forward. They represent events in the dramaturgical working - they assist or hinder the protagonist, and they encompass the subtleties of the ritual. 


When they are allied with the protagonist they are benefices, and when they are opposed to the protagonist they are malefactors. A member of the chorus with its own agenda is called a fortune, and tends to represent chance or fate. Characterisation and appearance can vary wildly depending on the troupe or the play. They often appear unmasked, and a troupe challenges themselves by making the identity of the chorus obvious through action and dialogue rather than easily-recognisable costume elements.


In theatrical performances, they often end up as clowns or entertainers whose japes serve to amuse the audience while a scene changes or the actors prepare themselves for new roles. Some of the chorus characters reflect lesser versions of personae. Two in particular are worth mentioning however, the Beast and the Fool. 



The Beast


Without subtlety, mercy or indeed any redeeming qualities, the Beast represents villainy in its most profound and horrifying form. It may represent a literal beast; the evil that lairs in the hearts of men; the lurking fear of the unknown; a curse; a hidden enemy; or the threat posed by untamed and unleashed natural forces.


Traditionally portrayed as an orc in many plays, this tendency has fallen out of fashion in recent years, and now generally the beast appears as a human of monstrous appetites and unrestrained desires. There is little subtlety in this character, but the beast may appear not only as a cruel warrior, but as an abusive parent or spouse or a tyrannical overlord. The conquest of the beast is often the climax of a play, or a ritual. Some traditions portray the beast as a nightmarish horror with a mask made from the skull of a horse, hung in ribbons and occasionally bells, representing unknown supernatural forces or malign spiritual energies.



The Fool


The Fool is technically a member of the chorus, but deserves special mention. The Fool stands apart from all the rest, and is invisible to the other characters. They act as narrator and commentator on the action. The Fool can be likened to the Chorus of Greek Drama, continually breaking the fourth wall and urging the audience to engage with the narrative. 


The Fool sometimes pauses the play and walks unseen through the frozen characters, commenting on their pasts, actions and destinies; in some troupes he can move the characters to indicate a change of scenery or the passage of time. 


He is the only member of the cast to appear unmasked, and usually wears a simple white robe or tabard. Not all troupes include the Fool - the role is especially unpopular in Holberg where it is considered an example of overly-clever Sarvosan pretentiousness. 


The fool might be considered the counterpart of the Blank Rune in the Wintermark runeset. In Tassato and Temeschwar, the Beast and the Fool are often played by the same cast member.



Further Reading


		 Traditions
		 Astronomancy


		 Blood Magic


		 Dramaturgy


		 Rune Magic


		 Music of the Spheres.


		 Totem Magic






		 Ritual Theory


		 Spellcasting
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	    		Item		Power		Months		Orichalcum		Tempest Jade		Green Iron		Weltsilver		Ambergelt		Beggars Lye		Dragon Bone		Irridescent Gloaming


		Amberglass Orb		Members of the coven who are performing a Spring ritual they have mastered may use Ambergelt in the place of crystal mana. Every 2 measures of Ambergelt spent count as 1 crystal mana.		1		0		5		0		0		4		0		3		0


		Burnished Orb		Members of the coven who are performing a Summer ritual they have mastered may use Orichalcum in the place of crystal mana. Every 2 measures of Orichalcum spent count as 1 crystal mana.		1		4		5		0		0		0		0		3		0


		Greensteel Orb		Members of the coven who are performing an Autumn ritual they have mastered may use Green Iron in the place of crystal mana. Every 2 measures of Green Iron spent count as 1 crystal mana.		1		0		5		4		0		0		0		3		0


		Radiant Orb		Members of the coven who are performing a Day ritual they have mastered may use Weltsilver in the place of crystal mana. Every 2 measures of Weltsilver spent count as 1 crystal mana.		1		0		5		0		4		0		0		3		0


		Twilight Orb		Members of the coven who are performing a Night ritual they have mastered may use Iridescent Gloaming in the place of crystal mana. Every 2 measures of Iridescent Gloaming spent count as 1 crystal mana.		1		0		5		0		0		0		0		3		4


		Vitriolic Orb		Members of the coven who are performing a Winter ritual they have mastered may use Beggar's Lye in the place of crystal mana. Every 2 measures of Beggar's Lye spent count as 1 crystal mana.		1		0		5		0		0		0		4		3		0


		Dragonbone Orb		1/day members of the coven who are performing a ritual that they have mastered may use Dragonbone in the place of crystal mana. Every 2 measures of Dragonbone spent count as 1 crystal mana		1		0		8		0		0		0		0		5		0


		Cartographer's Eye		When your coven performs a ritual that targets resources in a single region or a single territory, they can also include resources from a second region or territory provided both are part of the same nation		1		0		5		0		5		0		0		4		0


		Orator's Chalice		When your coven performs a ritual that targets characters who must be in a single band, they can also include characters from a second band provided both bands are from the same nation		1		0		5		4		0		0		0		5		0


		The Fields of Glory		1/day your coven can perform a Summer ritual that does not count towards your daily limit		1		5		5		3		0		0		0		3		0


		The Barren Land		1/day your coven can perform a Winter ritual that does not count towards your daily limit		1		0		5		3		0		0		5		3		0


		The Empty Horizon		1/day your coven can perform a Day ritual that does not count towards your daily limit		1		0		5		0		5		0		3		3		0


		The Flickering Flame		1/day your coven can perform a Night ritual that does not count towards your daily limit		1		0		5		0		0		3		0		3		5


		The Green World		1/day your coven can perform a Spring ritual that does not count towards your daily limit		1		0		5		0		3		5		0		3		0


		The Iron Labyrinth		1/day your coven can perform a Autumn ritual that does not count towards your daily limit		1		0		5		5		3		0		0		3		0


		Web of Celestial Attunement		Your coven may join another coven from the same nation and perform a single ritual together. This counts as a daily ritual use by your coven as well as the target coven. While your covens may perform a ritual together, they are still treated as separate covens for all other purposes (for example, a ritual that affects an entire coven will only affect the target coven, not both covens). Your coven does not gain the benefit of the other coven's paraphenalia while performing a joint ritual.		1		5		7		0		0		0		0		10		0


		The Eternal Gambit		1/day your  coven can perform a ritual that does not count towards your daily limit		1		3		3		3		3		3		3		3		3


		The Mountainous Oak		2/day your coven can perform a Summer ritual that does not count towards your daily limit		1		12		7		9		0		7		0		5		2


		The Fountain of Thorns		2/day your coven can perform a Spring ritual that does not count towards your daily limit		1		0		7		0		9		12		7		5		2


		The Key and the Gate		2/day your coven can perform a Day ritual that does not count towards your daily limit		1		7		7		0		12		0		9		5		2


		The Spider's Web		2/day your coven can perform a Autumn ritual that does not count towards your daily limit		1		0		7		12		9		0		7		5		2


		The Drowned Threshold		2/day your coven can perform a Winter ritual that does not count towards your daily limit		1		0		7		9		0		0		12		5		10


		The Syphon of Stars		1/day when your coven performs a ritual all members of the coven who have not mastered that ritual gain an additional rank in the appropriate lore		1		5		7		5		5		5		5		6		5


		The Vagabond Wyrm		2/day your coven can perform a Night ritual that does not count towards your daily limit		1		0		7		0		0		9		7		5		15










Pages in category "Paraphernalia"


The following 27 pages are in this category, out of 27 total.


		A


		Amberglass Orb



B


		Burnished Orb



C


		Cartographer's Eye



D


		Dragonbone Orb



G


		Greensteel Orb



O


		Orator's Chalice



P


		Wise Rangara


		Template:Paraphernalia



R


		Radiant Orb




		R cont.


		The Garden of Teth-Anon



T


		The Barren Land


		The Drowned Threshold


		The Empty Horizon


		The Eternal Gambit


		The Fields of Glory


		The Flickering Flame


		The Fountain of Thorns


		The Green World




		T cont.


		The Iron Labyrinth


		The Key and the Gate


		The Mountainous Oak


		The Spider's Web


		The Syphon of Stars


		The Vagabond Wyrm


		Twilight Orb



V


		Vitriolic Orb



W


		Web of Celestial Attunement














Retrieved from "http://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Category-Paraphernalia&oldid=32434"

	  

        


The_Door

		
			Constellations

		Astronomancy




	      
	  
	    
            
              The Door 


	      	      		Empire/

 		The World/

 		Astronomancy/

 The Door


	                  


	  


  
	  
	    [image: The Door (Constellation)]


Contents




		1 The Law


		2 The Constellation


		3 Symbolism


		4 Using the door in magic


		5 Tulpas of the door


		6 Alignment








The Law


Things move and change. 



The Constellation


The Door is comprised of four bright stars and is generally found by following the arrow of The Lock’s brightest star. It only appears in full during the winter months.



Symbolism


Portals, transitions, thresholds, moving from one state to another – the door is one of the most commonly used images in astronomancy. Marking transitions between seasons, years, Imperial rains, the door is commonly used to denote the change from one status or condition to another. The door is invoked in ceremonies to mark the passage into adulthood of children; it is also commonly invoked whenever a new arch mage who is inclined to Astronomancy is appointed.


The door is also traditionally strongly associated with Gates – any magical transportation method will usually be done under the auspices of this constellation.



Using the door in magic


the obvious associations for the door are of course transport rituals; a more subtle use of the symbology is for rituals where the subject or target is clearly transformed from one formal state into another whether that be willing or otherwise.



[image: The Door (Illus.)]


Tulpas of the door


The door does not tend to create anthropomorphic thought forms; instead it tends to manifest portals transitions or doorways. There is a strong connection between the more esoteric studies of the door and mirror magic; the door will sometimes manifest Tulpas who appear to look very much like or dress in a very similar fashion to the ritualist themselves.



Alignment


To align with the door brings with it a strong sense of motion and forward travel. Ritualists experiencing this often find it impossible to stay in one place and frequently head off, often with no clear idea of where they're going. The urge for movement and change can be strong; sometimes ritualists abandon clothes or implements they have used for years after a strong door ritual.




 Constellations


		The Chain (Things hold together)

		The Chalice (Things heal; things apart come together)

		The Claw (Things bleed)




		The Door (Things move and change)

		The Drowned Man (Things end)

		The Fountain (Things live)




		The Great Wyrm (Things change and transform)

		The Key (Things are revealed)

		The Lock (Things can be hidden)




		The Mountain (Things are not easy)

		The Oak (Things endure)

		The Phoenix (Things learn)




		The Spider (Things are watched by a hidden eye)

		The Stallion (Things procreate)

		The Stork (Things matter)




		The Web (Things are connected)

		The Three Sisters (Things are connected by blood)

		The Wanderer (Things are not what you think or Things go awry)
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	    The surest way to corrupt a youth is to instruct her to hold in higher esteem those who think alike than those who think differently.

Lebannon of Haros Water
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Overview


The orders are political bodies with clear philosophies about how magic should be used. They are made up of like-minded individuals and exist to bring together mages who share a common vision for how magic should be used in the Empire. There is no requirement for a magician to join an order, and many magicians involve themselves in the discussions of multiple orders. 


Any individual present who is not a member of an order can still take part in Conclave business. They can still raise items to the agenda, participate in votes, and may speak during debates if they have the support of a grandmaster.


Each order also controls their own Conclave vault. The vault contains mana crystals and materials that are distributed by the Conclave to the order for their use. As the property of the order, responsibility for their distribution lies with the grandmaster of the order.



Joining an Order


Any Imperial magician may join any order. To become a member requires the use of a simple magic ritual. Several civil servants associated with the Conclave have mastered this ritual and can perform it on an Imperial citizen at no additional cost beyond the crystal mana required. The ritual places an invisible mark on the target which can be revealed with detect magic and several other rituals.


During character creation, a character with the magician skill can join an order without needing to expend any crystal mana. A character who chooses not to take this option will need to join an order in play at the usual cost.



Changing Order


A magician can change order by replacing their Arcane Mark with the Arcane Mark of their new order.


However, a magician who changes order cannot vote in the election for a new grandmaster, if they were a member of another order when that order voted for a grandmaster in the last year. In effect you cannot participate in the election for a new grandmaster if you were previously eligible to vote when a grandmaster was elected at any of the previous three summits. Attempting to influence the election of a grandmaster without due authority is electoral fraud and can carry harsh penalties.



[image: A discussion between orders]Costume by Costume Mercenary


Powers of membership in an order


Electing a Grandmaster


A member of an order can vote to determine who the grandmaster of the order will be. The grandmaster must be a member of the order to be eligible to stand.



Establishing Precedence


The number of members of an order attending Anvil determines precedence. The precedence of an order determines when they speak during a Conclave session, and what share of the Conclave resources they receive. Only members of the order who bear the order's Arcane Mark count for precedence. Precedence is determined by the civil service by performing a census of the arcane mark possessed by each magician attending the summit shortly before it begins.



Right of Challenge


Claiming to be in an order one is not a member of is considered electoral fraud. Any member of an order may request that another member prove their membership in the presence of a magistrate; in this case the onus is always on the challenger to provide the magic needed to examine the target's Arcane Mark.



Challenging the Grandmaster


Any member of an order my declare that they have no confidence in their grandmaster. The grandmaster will be automatically removed from office if a simple majority of members of the order go in person to the Hub and register their challenge with a civil servant. The civil servant will ensure that each magician bears the appropriate Arcane Mark of the order using an Arcane Touchstone (an item that will determine if a magician is a member of a specific order as if using detect magic). The number required to launch a successful challenge to the grandmaster is set by the precedence determined before the summit. A grandmaster can only be successfully challenged once during each summit. 


If the challenge is successful, it is announced at the start of the next Conclave session. An election for a new grandmaster is triggered after that conclave session ends. Such an election follows all the normal rules for the appointment of a grandmaster.


As with other significant elections, it is not legal to vote against a grandmaster if you were eligible to vote in a different order's grandmaster election within the last year.



Existing orders


In the modern era, the following Orders are legally recognised as part of the Conclave:



		 The Celestial Arch: The Celestial Arch maintain that the skill and knowledge required to master magic mean that magicians are naturally better leaders and statesmen. They champion the cause of magicians and magic in choosing the Empire's course.




		 The Golden Pyramid: The manifesto of the Golden Pyramid centres on the role of magic in generating wealth across the Empire. This Order also champions the causes of artisans, and the right of all magicians not to be treated as servants or slaves.




		 The Rod and Shield: The most martial of the orders, the manifesto of the Rod and Shield centres on the role of magic in defending the Empire and expanding its borders. The Rod and Shield is a popular order with battlemages and healers.




		 The Sevenfold Path: The Sevenfold Path manifesto centres on the belief that magic serves the Empire best when it is used virtuously, and that the virtuous should not fear magic. It often serves as a bridge between the Conclave and the Imperial Synod.




		 The Shuttered Lantern: The Shuttered Lantern focuses on the protection of the Empire and the accumulation of knowledge about allies and enemies alike. They are known to favour scrying, espionage and other subtle uses of magic.




		 The Unfettered Mind: The Unfettered Mind believe that the study and use of magic are ends in their own right. They work to expand the Empire's arcane knowledge and power, and oppose measures to curtail or constrain Imperial magic.




		 The Silver Chalice: The Silver Chalice focuses on the health and wellbeing of the Empire and its citizens, wielding magic that nurtures life, mends what is broken, and brings what is torn apart back together. They are the newest Conclave order, formed officially during the Autumn Equinox 381YE.




Creation and Dissolution of an Order


New orders can be created, and existing orders dissolved, by a constitutional vote of the Senate. A newly created order requires a clear statement as to its purpose and attitudes to magic, and a symbol, similar to those possessed by existing orders, that is used with the Arcane Mark ritual. When an order is dissolved, the contents of its vault are redistributed among the remaining orders.



Further Reading


Core Brief


		 Conclave session


		 Declarations
		 Amity, enmity, and neutrality


		 Candidacy


		 Concord


		 Dissemination


		 Endowment


		 Imperial lore


		 Interdiction


		 Reconciliation


		 Sorcery






		 Conclave order




Additional Information


		 Conclave address


		 Principle of Precedence


		 Principle of Presence


		 Principle of Proportions


		 Conclave vault


		 OOC design
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		7 Performing the ritual








Realm: Autumn


Magnitude: 2


Performing the ritual


Performing this ritual takes at least 2 minutes of roleplaying. This ritual targets a character, who must be present throughout. The target character must possess the magician skill and be willing to receive the arcane mark.



Effects


This ritual places an enduring magical mark on the target character which can be perceived only with magical detection. The mark created by this spell takes the form of the symbol for one of the current conclave orders, as chosen by the target. If a conclave order is dissolved, its associated arcane mark vanishes from every individual who possesses it.


An arcane mark can be detected by a detect magic spell cast on the character for that specific purpose (a detect magic spell cast for any other purpose does not reveal the mark). If the caster of the detect magic bears the same arcane mark as the target they discover that their marks are the same; otherwise they only discover that the target has an arcane mark.


A character can have only one arcane mark at a time - subsequent casting of the ritual replaces a previous mark. It is possible to perform this ritual with the intent of creating "no mark" to remove an existing arcane mark without replacing it.


The arcane mark is not restricted to any part of the target's body; it cannot be hidden from detection by covering it up.


The arcane mark remains until it is replaced; it may persist even through death.



Additional Magnitude


This ritual can affect additional characters from the same coven. Each additional character increases the magnitude by 1. Additional characters must be present throughout, and all characters targeted by the ritual receive the same arcane mark.



Description


This ritual is used when joining a Conclave order. The ritual was adapted in the first years of the Conclave by Urizen magicians building on existing formulaic rituals that allowed the caster to mark the target as a member of a specific magical group; by expanding the range of targets and clever use of hearth magics involving identity and the nature of being an Imperial citizen, a ritual that allowed any Imperial citizen to mark any magician with the mark of one of the defined magical orders was created.


A fascinating element of the ritual is that the purely political decisions of the Imperial Senate directly affect it. When a new order is formally created, or an existing order is destroyed, the marks change appropriately. There has been talk for some time among some members of the Unfettered Mind about an experiment to see what would happen if the Senate formally changed the symbol of an existing order - their assumption is that the symbol created with this ritual would change to match. So far, concerns that doing so might effectively dissolve the existing order have meant that they have been unable to get support for their experiment.


Other magicians have drawn parallels between this ritual and the testimony of a priest. The parallels appear superficial; the arcane mark is not visible to a priest using the ceremony of insight, or a mystic consuming Ravenwing Infusion; it is visible only to magical detections such as detect magic or to those employing Magpie Infusion. Even then, magical detection only allows the mark to be seen if the caster specifically uses the spell in that fashion, and when they do no other information is uncovered by their detection.


It is not uncommon for the order the target wishes to join to pay the mana crystal needed to perform the ritual, especially when someone is an established magician changing an order for some reason. Some grandmasters try to organise meetings where several candidates can have the ritual performed on them at the same time, cutting down the amount of mana required to bring a group of new members into their order and adding to the drama of the experience.


A mark has a wider context than just showing a person to be a member of an order; divination magic grounded in the lore of Day can be used to discover basic information about people who bear the same arcane mark as one of the contributors in the nearby vicinity. The civil service perform this ritual at the start of each summit as part of their task to provide the grandmaster of each order with a list of members of their order.


An unknown number of other versions of this ritual exist - some cults and secret societies use related rituals to create specific marks that are not compatible with the mark created by this ritual. In each case, these rituals create a single mark and are jealously guarded secrets.



OOC note


A new character with the magician skill can join the order of their choice when they are created without needing access to the ritual; they are assumed to have been able to find the required mana crystal and someone to perform the ritual for them.


It is not possible to 'falsify' an arcane mark, whether one created by this ritual or a similar ritual. For example, if a secret order uses a variant of arcane mark to mark out their members, the only way to duplicate that mark is to through that specific formulaic ritual. It is possible for an Imperial citizen to spontaneously perform this ritual, however, as the ritual is part of Imperial lore. 


It is important to note that this ritual does not create any sort of bond.



Performing the ritual


Many magicians prefer to perform this ritual in the Hall of Worlds; some magicians say it strengthens the bond between the target and the magical order. The target often makes a point of touching or associating themselves with a physical symbol of the order; it's common for Navarr to cut or trace a stylised version of the symbol onto the skin of the target, while many Urizen and Highborn prefer to receive the ritual from someone who is already a member of their preferred order, strengthening bonds of connection and loyalty. Lann is often evoked during the performance, as are the virtues of Loyalty, Pride and Ambition (and the associated paragons and exemplars).


A common thread in any casting is that the target recites a short catechism, or makes a short statement, about their belief in magic and why they choose to join this order. Some rituals involve recitation of the manifesto of the order, or an almost Hermetic series of questions and answers between the ritualists and the targets.
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	    [image: Sentinel at the Gate.jpg]The Sentinel Gate is an ancient magical device


Overview


The Sentinel Gate is the massive archway that stands at one side of Anvil. It is used by Imperial citizens to teleport to battle-grounds to fight the barbarians - as well as to go on quests throughout the Empire.



History


The Gate is an ancient magical device, it was constructed long before the time of the Empire. The Gate was discovered by the Urizen mages and presented by them as a gift to the Empire when their nation joined. The Gate was then moved to Anvil and erected there, where it has remained since.


The Gate allows the Empire to teleport people to critical locations in the Empire but only at a solstice or equinox. It is now a pivotal part of the Empire's military planning - the ability to strike against their enemies at critical locations has been so decisive that it influences the entire way the Imperial Military Council plan and conducts their wars. 



Conjunctions


[image: Martel Battle.jpg]The Sentinel Gate gives Imperial heroes the chance to face their enemies directly.


The power of the stars creates connections between times and places - referred to by Imperial magicians as conjunctions. By using the Gate to access a conjunction a character can travel from Anvil to the site linked through the conjunction. The device is powerful and expensive, but not so powerful that it could not be replicated. However the Gate does not create conjunctions - it only provides the means to access them, so creating an additional Gate would not generate any additional conjunctions.


The Sentinel Gate at Anvil was bonded to the Empire centuries ago by Urizen magicians using a powerful Autumn ritual. Because of this, only Imperial citizens can use the Gate. Autumn magic can be used to create a link between the Empire and a barbarian or a foreigner to allow them to use the Gate - and Night magic can transform or disguise a target in such a way that they can pass through. In both cases, it requires that those using the Gate are accompanied by a greater number of Imperial citizens. In the opinion of Imperial magicians, the Gate is secure from intrusion - a belief supported by the last four centuries of use.


Partly as a result of this bond, the Gate can only be used to travel to places the Empire is connected to - either inside the Empire, on the borders or to locations where significant numbers of Imperial troops are present. In theory, the bond could be broken but it would then need bonding to a new nation or power to be usable at all.



[image: The Gate is governed by the stars]
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Predestination


Conjunctions only occur at a solstice or equinox but beyond this restriction they appear superficially to be random, defying attempts to explain or predict them using logic. Urizen magi use the Net of the Heavens to explain the clear serendipity in the conjunctions that arise that allows the Empire to intervene at critical moments - but this may simply be the natural hearth magic of the underlying constellations that links them to fate.


Any magician can detect the imminent presence of a conjunction by casting detect magic on the Gate. They can only detect the imminent presence of a specific conjunction in this matter - the caster must specify exactly what destination they are seeking to detect each time they cast the spell. If a conjunction for that location exists - then the spell will identify the approximate time and how powerful the conjunction is - expressed in terms of how many people can travel through the gate when the conjunction occurs.


Detect magic can only detect the imminent presence of a conjunction to a precisely specified location. It is not possible to use detect magic or rituals to detect all possible conjunctions for a wide area. Attempts to do this always fail. The spell is only as effective as the description of the location provided - ambiguous or unclear descriptions usually result in failure but may sometimes give erroneous answers.


Detecting conjunctions in this way is a form of prognostication, and is affected by the same limits that apply to all attempts to make forecasts or predictions using Day Magic. The information is always correct - but only at the specific time that the spell is cast - and only for the magician casting the spell. The information may change at any time and very occasionally different casters get different results. It is exceptionally rare for a conjunction to disappear once detected, it is slightly more common for new conjunctions to appear. Some Wintermark mystics claim this is because the conjunctions are linked to an individual's skein or perhaps the fate of a nation or even the whole Empire.



[image: Any magician can activate the Sentinel Gate to allow their allies to travel to distant locations.]Savik Summerstorm opens the Sentinel Gate


Operating the Gate


To access a conjunction to travel elsewhere in the Empire, the Gate must first be activated. The easiest way to do this is to perform the operate portal spell on the Gate - but any equivalent magic will work. Once opened the Gate remains open for a brief period, just long enough for those gathered to travel through it. After that, the outward gate closes and nothing further may pass through. It is impossible to access a single conjunction twice - the Gate can only be opened again if a second conjunction followed immediately after - an exceptionally rare event. Magic cannot restore access to a conjunction once the Gate has closed, no more than it can create new conjunctions.


Those who have made use of the conjunction to travel elsewhere in the Empire have a short period of time during which they return safely - usually around half an hour. The noted astrologer Aquila of the Glittered Towers compared it to the passage of the stars through the heavens. The conjunction begins when a specific heavenly body is directly over Anvil - only at the moment is outward travel to the destination possible. The travellers may return to Anvil at any time the conjunction endures, but as time passes, return becomes increasingly dangerous as the stars move out of alignment and the conjunction weakens. Citizens who have waiting too long to return have suffered magical backlash resulting in traumatic wounds and even death in exceptionally rare cases.


As a result, all Imperial magicians are taught a minor cantrip that usually allows them to calculate how long a conjunction they have used will last. Any magician that has used a conjunction to travel from Anvil can perform this cantrip without cost. It takes a few seconds to perform and if successful, lets them know approximately how long remains before they must return. The cantrip is not reliable, sometimes the influence of the stars is hard to detect and the spell fails.



[image: Heroes use the gate to fight the enemies of the Empire]


Major Conjunctions


Most conjunctions are small, they allow anywhere between ten to thirty people to travel, but there are usually at least two conjunctions at any time which are potentially much more powerful. A major conjunction occurs when several normal conjunctions occur at the same time - as a result they often present the option to choose a single destination from one of several possibilities. Imperial magicians soon discovered that these conjunctions could be accessed by the egregores to allow vastly more people to travel through - hundreds or even more - sufficient to achieve major military outcomes. Because of their potent military benefits, these major conjunctions are controlled by the Imperial Military Council which decides which nations will travel and how best to make use of the conjunction.


Even a major conjunction would normally only allow a few dozen travellers, but by drawing on the power of the egregore bond, the conjunction can be accessed by everyone bonded to that egregore. Stargazers who have studied the operation of the Gate and the formation of conjunctions claim that the bond produces a powerful hearth magic effect through the law of sympathy - a character using the conjunction is a single entity - but the egregore can use a major conjunction to allow their entire nation to travel through the Gate as a single entity.


To operate the Gate in this way, the egregore does not need to physically travel via the conjunction (although some choose to do so), but they do need to engage the egregore bond with those who are travelling. This is usually done using a small ceremony or simple arcane rite designed to epitomize the nation's spirit. Invoking the essential nature of their nation produces the required hearth magic that allows the nation to travel through the Gate - at a major conjunction - as if they were a single entity.


There are limits to the major conjunctions - which are only poorly understood by Imperial magicians - which restrict the nations that may travel together. These restrictions appear to be bound by the movement of the stars in some way - which nations may use the conjunction to fight together is rarely the same from one summit to another. While the restrictions cannot currently be predicted, they can be divined - using night magic. The civil service present the Military Council with a definitive breakdown of the available options for using the Gate's major conjunctions each summit.


Major conjunctions have other limitations as well. They vary in size, the smallest allows a single nation to travel while the largest allows four or five nations to travel. Using a major conjunction is enormously taxing for the egregore - an individual egregore is rarely able to make use of more than one or two major conjunctions in this way during an equinox or solstice.



Does the conjunction happen by happy chance because Robert of Mitwold turns up to Anvil to complain about the Feni stealing his cows?
Of course not... what a foolish notion! You have preordination all the wrong way round my friend. 


Robert of Mitwold comes to Anvil because the power of the constellations compels him to; it arranges all matters so that our Marcher friend cannot help but come to Anvil and find someone who can assist him. 



The conjunction draws what it needs to it.


[image: Sentinel Gate Art.jpg]


Rules


		 The Gate can only be opened at predestined times. It is not possible for anyone or anything in the game to open the Gate at any other time.


		 At the predestined moment, the Gate can be opened by any Imperial citizen. A magician can use the operate portal spell to activate the Gate, or an Egregore can do it using hearth magic.


		 Any Imperial citizen can travel through the Gate when it is open. Foreigners and barbarians can only travel through the Gate using magic specifically designed to facilitate this - a ritual, item or eternal power, and only in the presence of an equal number of Imperial citizens.


		 Magical creatures - beings that are created or summoned using magic cannot use the Gate.


		 The Gate remains open for outward travel only for a short amount of time. No character or object may travel out through the Gate once the assembled citizens have passed through in good order.


		 The Gate closes for return travel slowly. There is a set period of time for which return travel is safe, any citizen who delays too long may experience a magical traumatic wound when they eventually pass back through the portal.


		 Any Imperial magician who passes through the gate can sense how long they can remain away from Anvil before the Gate closes if a referee is present. This ability requires a few seconds of appropriate arcane roleplaying.


		 Characters can move anything through the gate that they can personally carry, including shared loads. Beasts of burden - and their loads cannot use the Gate.


		 Sights and sounds perceivable through the portal can be perceived in-character.




Further Reading


		 Sentinel Gate design - a longer explanation of some of the out-of-character design philosophy for the Gate.
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 Overview


The world of Empire is divided up into territories, each of which is sub-divided into several regions. A region is an abstract division that represents a significant area of similar land. A region could be a large forest, many square miles of rolling hills, the area around a town or fortification, a marsh, an area of plains or farms or any number of other combinations of terrain and important features. A region might be large enough to contain a dozen villages, or represent the environs of a single large castle, or part of one of the great cities of the League.



 Campaigns


		 A campaign involves all the armies in a territory


		 Whoever controls half the regions in a territory controls the territory





A military campaign takes place across a whole territory over the three months between events and it incorporates all the armies present in that territory. The movement of Imperial armies is defined by the territory they move to, and the outcome of a campaign is determined by the armies present in a territory.


Territories are divided into regions based on their geography and military significance. The winning side in a campaign will often gain control of a region as a result of their success. If the Empire controls more than half of the regions in a territory, then the territory is considered to be under Imperial control. If a Barbarian power controls more than half the regions then they control the territory. If no single power controls more than half the regions, then nobody controls the territory.



 Regions


		 Armies can move anywhere in a territory


		 Armies may gain control of regions as a result of victory in a military campaign


		 It is twice as difficult to conquer a region that is not adjacent to a region in the territory that you control


		 Regions have special qualities that affects some rituals and some plot opportunities





An army can move freely within a territory as part of the orders issued by the general in command. However experienced generals should not that it is twice as difficult as normal to conquer any region that is not adjacent to another region in that territory that you control.


A region may have one or more special qualities that describe the terrain and the presence of notable geographic, magical, or historical features. These qualities are vital for some rituals but they can also affect opportunities available to the Imperial Senate.



 Resources


		 A personal resource must be located in a specific territory


		 Personal resources are not affected until all the regions in a territory are lost





Resources controlled by characters are located in a territory (even military units and fleets have barracks or a home port). Although individual regions or the territory may be controlled by the barbarians, this does not affect the players with resources in that territory. If the entire territory falls into barbarian control - if the Empire loses control of all regions in a territory - then the production of all Imperial resources in the territory is reduced.


The Empire identifies where your character lives based on the location of their resource. If you change your personal resource for a resource in a new territory, the Empire assumes that you live in the new territory for purposes such as voting elibility.



 Further Reading


 Core Brief


		 Military Council


		 War





 Additional Information


		 Imperial armies


		 Army orders


		 Navy orders


		 Casualties


		 Territory


		 Army qualities


		 Spy network


		 Fortification


		 Campaign outcome
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“Bar your door, and do not open it before sunrise.”




Varushka is a land of dark magics and dark tales. Monsters lurk in the sunless spaces of the forests that lie across the broken hills like a blanket woven from shadows. Those who keep to the roads and keep to the rules can travel safely. Those who choose their own path find that the rulers of Varushka do not tolerate a challenge to their authority.
Power comes in many forms in Varushka, sometimes brutal and uncompromising, sometimes subtle and unnoticed. Boyars guard their dominions; their Schlacta, their iron fist, enforce their will. Wise ones instruct their people, keep them safe by ensuring they know how to follow the rules. Itinerant wizards, the Volhov, keep dangerous company and make everyone’s business their own.


The people of Varushka make hard decisions and compromises to prosper in this difficult land. Their toil has seen them grow rich from the wealth to be had here, and their caution has seen them grow wise to the dangers that lie in wait. Dour by day, they celebrate by night - but only the foolish unbar their doors before dawn.


They are the iron in the Empire’s laws; unyielding, uncompromising, they do what must be done to keep the Empire strong. They are the Empire’s bones, who endure all and still prosper.



 Five things about Varushka


		Do not let your eyes fool you. Appearances are deceptive, take nothing for granted.


		Respect your elders. The old possess wisdom that you will need to survive here.


		Do not leave the road. Only the human habitants of this place wish you well. Breaking the rules can have terrible consequences.


		Prepare for difficult choices. Often the only choice is the lesser of two evils.


		Do not tolerate fools or wastrels. Tolerance builds complacency and invites disaster.





  What the Varushkans are not 


		Evil. The Varushkans can be authoritarian, uncompromising and intolerant but they are law-abiding, not sadistic, bloodthirsty or cruel. Their rule is hard but the real monsters lie outside their walls.


		Cossacks. Varushka draws on Eastern Europe and Russia but it is also inspired by Germany, dark fantasy and the Brothers Grimm. The Cossacks and the stereotypes that accompany them are not part of the setting.





 The nation


[image: CM-140418-0803.jpg]


  Core brief 


		 The people


		 Culture and customs


		 Look and feel





  Further reading 


		 History


		 Leadership


		 Military concerns


		 Economic interests


		 Religious beliefs


		 Magical traditions


		 Hearth magic


		 Lineage and species attitudes


		 Territories


		 Children


		 Music


		 Costumes










This selection of articles can be downloaded as a PDF book (or as html only)
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“The storm can never break us.”




Here is Wintermark, where the frozen wind howls down from the eternal storm of Sydanjaa to face men and women stood shoulder to shoulder, holding steadfast against the cold. Revelling in battle, the indomitable Winterfolk stare down every threat with their heads unbowed, for they know that death is only the long sleep before the dawn. Always courageous, they commit themselves to every challenge, matching wits and weapons against worthy foes, forging victory from adversity on the anvil of the north.


The Winterfolk are three great tribes - the wise Kallavesi, the bold Steinr and the clever Suaq - wrought into a single mighty nation. Their banner flies the three rings joined together - three peoples bound with one breath, three voices raised together against the storm. Strength, wisdom, cunning, entwined together to form an unbreakable cord.


Wise Shamans untangle the skeins to peer into the future. The Thanes appoint banner bearers to lead the warriors to battle. The Grimnirs, forbidden from battle by sacred oath, minister to the wounded. All the while, the stormcrows watch, keeping the people's Courage in place and ensuring that no oath goes unheard or unkept. At the end, the scops gather up the dead, raising them up in song and poem, so that their deeds will echo through the halls of the dead.


This can be a harsh land, but it does not breed harsh people. They hone their minds with riddles and mysteries and their souls sing with poetry. They craft beauty for the dreadful arts of war, weaving runes into every axe, shield and helmet. Their wise traditions of weregild and moot laid the foundations of the Empire's law and governance. They are the beating heart of the Empire, and they know that if only the other nations followed their example, the Empire would rule the world.



Five things about Wintermark


		Scions sired by a storm. Wintermark is a harsh land. Mastering it has made us strong.


		A hero's tale ends with a good death. We glory in battle; we stand tall and do not skulk from danger.


		Cold cannot compromise. We do not compromise even with ourselves. Not even age or injury turn us from our undertaking.


		A hero has a name. We prize individuality; your name is the beginning of your story.


		Three tears entwined. The three peoples of the Wintermark are indivisible; they live together and fight as one.




What the Winterfolk are not


		Vikings. The Steinr are inspired by the Saxons and the Rohirrim from Lord of the Rings and they follow the Imperial Religion. There are no longships, raiders or horned helmets, and Thor and the Norse pantheon are actively excluded from the brief.




The nation


[image: Wintermark Clothing.jpg]Three tears entwined.


Core brief
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		 Look and feel




Further reading


		 History


		 Political leadership


		 Economic interests


		 Military concerns


		 Religious beliefs


		 Magical traditions
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		 Territories


		 Children
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This selection of articles can be downloaded as a PDF book (or as html only)
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	     Overview


The world of Empire is known to touch six other planes of existence that are separate from, but intimately connected to, the mortal realm. These Realms are innately connected to the practice of magic, as well as being home to magical entities called Eternals.


Magicians have named four of the Realms after seasons, but these are symbolic rather than literal names. The Realm of Winter, for example, incorporates brutal desert, parched forests and bottomless oceans as well as frozen snowfields. The "seasonal realms" resonate more with the "seasons of life" than the literal wheel of the seasons. Spring is wild and unfettered as a child, Summer is full of the arrogance of youth, Autumn is a realm of maturity and Winter a realm echoing with the fear and wisdom of old age. By contrast Day and Night are realms of the spirit; one encompasses ideas of intellect and the higher mind, the other ideas of passion and the primal instincts.



 The Realm Glyphs


A system of six sigils are commonly used in the Empire to represent the realms. These sigla were created and popularised in pre-Imperial times by a Dawnish enchanter, initially for use in heraldry. They were later adopted by several prominent weaver cabals for the creation of magic baners, tabards and cloaks and their use slowly spread, especially in Varushka, the League and Highguard. Today they are regularly used in ritual magic as symbols of entire realms where individual Wintermark runes would be too specific or too laden with additional meaning. Many eternals recognise these glyphs, and honour their association.





 Spring


[image: SpringRune.jpg]


Sometimes called the Primal Forest, this is a Realm overflowing with life in infinite variety. A Realm where things begin and are renewed second to second, but where death comes swiftly. Here the green Eternals celebrate creation and destruction in all its untold beauty, and buzzing voices remind humankind that it has no place here in the primeval realm.






 Summer


[image: SummerRune.jpg]


In the realm of might and majesty, everything exists in a timeless moment at its idealised prime. Great oaks tower over the fields of glory, the mountains scrape the skies, the blizzards howl more terrible than any mortal storm and the dark sea is deeper than any mortal ocean. The savage beasts of legend are hunted across the rolling plains by Eternals clad in the bright panoply of youth and immortality.






 Autumn


[image: AutumnRune.jpg]


In the Realm of intrigue and influence everything interweaves in a great shifting web of favour and debt. The horned lords and ladies compete in savage games of wealth and power. They welcome mortals to their councils but beware the bargains of Autumn for in the Labyrinth, nothing is simple.









 Winter


[image: WinterRUne.jpg]


The Wasteland is hungry. It is a realm of creaking dread, of fear and famine without the memory of dusk or the hope of dawn. From the parching heat of the dusty desert halls to the frigid silence of snow-drowned forests wait the Eternals of Winter, the wise monsters who make no effort to conceal their cruel natures. It is a realm of wisdom, the cruel wisdom that comes with age and experience, the wisdom of hard choices and the certainty of death.






 Day


[image: DayRune.jpg]


A realm of spirit and of shining light. Where the sky and the ocean meet, in the heights and the depths, the Eternals of Day seek infinite understanding of the truths of creation. It is a realm that celebrates reason over impulse, thought over instinct, harmony over passion. It is the Realm of the higher mind, of the birth of revelation and the death of secrets.






 Night


[image: NightRune.jpg]


A realm of spirit and of eternal shadow. Where passion rules, thought gives way to instinct, and joy and terror are both a breath away. The coiling serpents and enigmatic wyrms of Night whisper of the joy of mysteries, and of the riddles whose beauty lies in the act of unravelling rather than the revelation of the secrets wrapped within.
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 Overview


The world of Empire is suffused with magic. Powerful magicians who can harness the powers of magic directly are not common, but every citizen of the Empire is familiar with at least a few pieces of hearth magic lore that they can use to make their life easier. Physicks and apothecaries use herbs infused with power to heal wounds, cure ills, and make an array of useful potions, while artisans use rare magical materials to produce items of power.



 Magicians


Any character who has purchased the magician skill is able to cast some basic spells and dedicated spellcasters are able to learn many more. If you are playing a magician then you will need to read the rules for spellcasting.


Some magicians also learn how to perform rituals. Rituals are much more powerful than spells, but they are far slower to cast and much more expensive. Anyone who has purchased any ritual skills will need to read the rules for performing rituals.



 Herbs and Potions


There are five magical herbs in Empire, which a physick can apply to heal wounds and remove a variety of ailments. Apothecaries take a different approach, mixing herbs together to create magical potions that anyone can drink. Anyone who has purchased either skill should read the rules for herbs and potions.



 Artisans


Artisans fashion powerful magical items using rare magical materials found in the Empire and beyond. Every artisan knows how to make at least four different magical items; dedicated crafters can learn many more. A character must be bonded to a magic item to use it, a mystical act which can be performed at events by a magician or by an artisan who can make the item in question. Anyone who has purchased the artisan skill will need to read the rules for making magic items to pick which items they want to make.



 Priests


Priests use liao to perform ceremonies which influence and affect the fate of their fellow citizens' souls. Few citizens consider these ceremonies to be magical - and most priests would bristle at the suggestion - but the fact remains that like the artisan and the apothecary, they are using powers unavailable to common folk.


Imperial priests follow the Way, a religion which promotes seven great virtues. Individual priests choose to dedicate themselves to one of these virtues or else extol the benefits of them all. Anyone who has purchased the dedication skill will need to read the rules for priests so that they know how to use their abilities wisely.



 Hearth Magic


Hearth magic is the "common" magic of the world: the use of masks to hide identity, a sheaf of corn by a Marcher hearth. An outsider might consider such things nothing but superstition, but in the Empire this body of lore is true for the most part. Some of the most powerful magical effects are reliant on hearth magic at their heart.


Most nations have their own hearth magics, representing the lore that is most useful and most well known in those lands.






Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Magic&oldid=53609"

	  

        


Highguard

		
			Highguard

		Nations




	      
	  
	    
            
              Highguard 


	      	      		Empire/

 		The Nations/

 		Highguard




	                  


	  


  
	  
	    [image: MG6746.jpg]


“The empire is our destiny.”




The Highborn are a people supremely confident of their own place in history.  They revere the highest ideals, to epitomize Imperial Virtues, to reflect the noble obligations of leadership and thereby to embody the very spirit of the Empire. They created the Synod so that they might stand vigil over the collective soul of the Empire. Their manifest destiny is to drive the barbarians from the land and unite all humankind; they will accept nothing less.


The children of Highguard are a blazing beacon of righteousness in a dark and grimy world that too often chooses to take the easy way, to reach a compromise with vice. They stand against the tide of wickedness and say "No. This is not acceptable. We can be better." Regiments of disciplined soldiers march to battle, shoulder to shoulder, determined to take the fight to the enemies of civilisation. Their first thoughts and their last are for their beloved Empire, and they know that even if they are struck down a life of virtue will see them reborn once more, given another chance to bring humankind to its shining destiny.


The chapters, the great stone settlements in which most Highborn dwell, are scattered across the plains that lie between Urizen and the Bay of Catazar. Many are built on ancient battle sites, scenes of triumph in the historic wars that wrested control of the land from the barbarians. All are heavily fortified, with granite quarried from the southern mountains, for the Highborn will brook no expense to protect what is theirs. “Wood burns, stone endures” is an old Highborn aphorism that says much about their perspective.


Although the First Empress put aside her nationality when she united the Empire, the Highborn consider their nation the proud parent of the Empire, and themselves to be its founders, tutors and guardians. They protect the Empire with their armies, guide its hand in the Senate and guard its soul in the Synod; perhaps most important of all, they keep the Imperial Histories to record and tell of the deeds that make the Empire great.



“This is Highguard, the birthplace of the Empire. Our people, the Highborn, are the Empire’s proud parents, devoted lovers, stalwart protectors and wise guides. We are the people of virtue, who enumerated the Virtues, and unlocked the Labyrinth of Ages. We are destined to be the conquerors of death, slayers of gods and false prophets, and the greatest hope of all humanity.”




 Five things to know about the Highborn


		 We made the Empire. The First Empress was Highborn. She pulled the scattered human nations together and enlightened them to the true faith.


		 Only actions are virtuous. Thoughts and feelings are never virtuous or vile. It is only the actions that you undertake that demonstrate your worth.


		 The purpose of the past is to inspire the present. We study history not to argue over the facts but to identify lessons that can inspire us today.


		 Virtue and vice are contagious. A virtuous life leads the faithful to further righteous action but vile behaviour spreads just as easily if not checked.


		 A chapter is bound by spirit, not blood. Amongst the Highborn family ties matter less than shared belief, purpose and vision.





 What the Highborn are not


		 Zealots or Bigots. There are zealots in Highguard but as a nation they strive to be righteous and lead by example; they are not self-righteous and condemnatory. 


		 Christian crusaders. Highguard is partly inspired by the imagery and themes of the crusades but there are major differences between Highborn chapters and the crusading orders. Most specifically Christian iconography is inappropriate here.





 The nation
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The witch is one of the personae used in dramaturgy. While the character is usually referred to as female, regardless of the gender of the thespian taking the role, within the narrative she may be of either sex; often, as with many dramaturgical characters, the gender is irrelvant to the story as a whole to allow any ritualist to take the role.


Character: The Witch is seductive and mysterious. She knows secrets, and she is often a magician. If she has a weakness it is her drive to learn more, to acquire more magic and secrets, and to use both in purusit of her agenda, which is often unknown to the other characters. She is often manipulative, and she uses the secrets and weaknesses of the other characters to influence and control them.


She is rarely a negative character; she arranges romance, weddings and political alliances as well as causing the unwise and the foolish to betray themselves to each other and the audience. She often brings prosperity to those who heed her advice, and ruin to those who are churlish or impolite toward her.


In street theatre, she is often a lusty figure who represents pleasure and happiness, as well as mystery. In comedies the witch often represents a man or woman who indulges in the pleasures of the flesh, but who is wealthy and comfortable - sometimes a jovial parent or other family member of a more central protagonist.


Magical Associations: She is used in ritual where magic is used to influence, or where mystery is explored. She is also a common figure in healing rituals - she uses her secret wisdom to heal with herbs or with magic, or she renews the spirits of the other characters through music or by revealing things to them. She is associated with the virtues of Wisdom and Prosperity.


Realms: The witch is associated with autumn (manipulation,cleverness) and night (secrets, mystery).


Identities: As one of the personae, the witch usually appears named after one of the four rivers. Her name influences her character, which in turn influences the magical role she plays.



		 Scorrero – used for magic that grants prosperity, especially to farms


		 Vassa – used in magic that creates passions or that exploits the weaknesses of others


		 Gancio – used in magic that uncovers or reveals secrets and mysteries


		 Couros – used in magic that unleashes magical primal forces, or that frees emotions to run riot





Trappings: Usually dressed in a robe or gown, she is often portrayed with a veil as part of her mask, usually covering her eyes and mouth, or with a cowl which hides her eyes. She speaks firmly, and is absolutely uncompromising in the pursuit of her goals. She often engages in clever word-play, or uses innuendo to say one thing while meaning another. 


As with all personae, a troupe is likely to have a specific mask they use to portray the Witch.


Other Identities:  The witch appears as a courtesan, lover or cicisbeo; she may be an actor or actress, and is often a foreigner or other exotic character. She is a central character in Dawnish mystery plays, where she often represents a weaver. In The Marches and Wintermark she often represents slightly threatening forces; mysterious and enigmatic magic that might threaten a protagonist.
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 Fortune


In the Brass Coast, especially among the corsairs, ideas of luck, fate and chance are sometimes personified as a whimsical man or woman often called "Fortune". Sometimes portrayed as the lover of Death, Fortune alternately embraces and flees from that grim figure. When Fortune is invoked to bring good luck. he is attentive and amorous; when used to brig bad luck or misfortune, he is tempestuous, jealous and cruel. Either way, he is characterised by mood swings - as a role, Fortune always reminds the audience and the other characters around him that he is unpredictable and always, eventually, turns on those who have hitherto enjoyed his favour.



 Minor Roles


 The Seamstress or Queen of All Threads


Sometimes the Witch appears in the guise of the Seamstress, representing fate and fortune. She is always more than she appears. Often her part in the play begins with a main character making a wish - she might help them towards their heart's desires but her help always comes at a high cost.  Her assistance typically revolves around small, seemingly innocuous actions (ie, you place a flower on a window sill, it distracts your lover's cruel father as he crosses the road, and he ends up falling under a cart and dying.)



 The Shadow


An ambiguous figure, often shown in close-fitting blue clothes, the Shadow rarely reveals herself to the character she wishes to aid. Instead, she acts as an unseen and generally altruistic assistant, removing obstacles from his path and ensuring that he is in the right place at the right time. In some plays, she also appears as a family member or lover of the hero; in such stories, donning the Cloak signifies her transition from one identity to the other. Although her actions are generally to the hero's benefit, the Shadow's motivations are not generally clear, and in some Night rituals she can be the focus of a late twist in the story. She often represents external magical forces that are either wooed to assist the protagonist, or invoked to hinder an opponent.



 The Spurned Lover


The Spurned Lover is spiteful, vengeful and will stop at nothing to achieve revenge. She represents dark passions, and often the protagonist has done little to attract her attention. While she can be superficially charming and disguise her intentions beneath a mask of indifference or forgiveness, she always works against whichever of the Persona has spurned her, and whichever character has replaced her in her former lover's affections. She is an agent of curses and misfortune, and a key component of some magical curses. When she holds The Cup, its meaning often becomes 'poison' in either a literal or metaphoric sense.
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	    The doctor is one of the personae used in dramaturgy. While the character is usually referred to as female, regardless of the gender of the thespian taking the role, within the narrative she may be of any gender; often, as with many dramaturgical characters, the gender is irrelevant to the story as a whole to allow any ritualist to take the role.


Character: The Doctor is calm, reasonable and above all dedicated to the idea that sufficient knowledge can be used to overcome any problem.  Confident in her own skills, the Doctor also knows her limits and when to seek aid and outside sources of knowledge. Most often she dispenses aid to others, whether they appreciate or ask for that aid or not.


The Doctor is a woman of peace, and will never willingly causes harm to another; where harm must be caused, she always tries to do as little as possible. The Doctor has often taken an oath or promise by which she is in some way bound. Sometimes this oath causes complications to arise, or leads to her doom.


In street theatre, she is often a sinister figure who possesses secret knowledge. She is rarely the butt of a joke, and she may spell the doom of a foolish or unwise character, or the final punishment of a wicked character. 


One widely held theatre myth states that if the Doctor opens his bag onstage, one of the cast will die within the year.


Magical Associations: She is used in ritual where magic is brutal or efficient; despite her apparent profession, she is not necessarily used in magic that deals with healing. More often she is used in divinations or curses, or extracts a binding promise from someone as part of a ritual that deals with oaths, or that punishes the wicked or corrupt. She represents scholars, and the virtues of Wisdom and Vigilance.


Realms: The doctor is associated with day (knowledge, diagnosis) and winter (cutting out infection, death).


Identities: As one of the personae, the doctor usually appears named after one of the four rivers. Her name influences her character, which in turn influences the magical role she plays.



		 Scorrero – used for magic that divines through revelation


		 Vassa – used in magic that punishes or curses the wicked


		 Gancio – used in magic that investigates or discovers


		 Couros – used in brutal magic, or magic that harms; magic intended to teach a sharp lesson





Trappings: Her clothing is well cut but sober, usually in black with white trimmings.  Her mask is usually hooked and curved like a beak, and she often wears gloves.  The Doctor speaks softly and with an educated tone.  she carries a cane and a bag which is never opened.


As with all personae, a troupe is likely to have a specific mask they use to portray the Doctor.


Other Identities:  The doctor may appear in a role associated with wisdom and knowledge. For example, she sometimes appears as a sage or scholar, a civil servant, as an apothecary, as a teacher or as a parent. In other parts of the Empire she usually remains a doctor, but she may also appear as a monk in The Marches.



 Death


The Doctor may sometimes take on the guise of Death. Although dutiful, Death is usually sympathetic.  Her presence is typically ignored by other players, although she may speak from time to time.  When she lays hands upon another character, then their time has come.  Sometimes she agrees to a contest or game to stave off a character's death, and in rituals of healing she is sometimes vanquished or trapped.


In the Brass Coast Death is a figure of fun, a bumbling idiot and a clown who can easily be outwitted through courage and cunning. In this guise, she is often found in the company of Fortune, her mercurial lover.
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“Great deeds are eternal.”




Few lands espouse the heroic ideal in quite the same way the Dawnish do. When people think of the Dawn they imagine her favoured sons and daughters, the nobility arrayed in armour, weapons drawn, eagerly seeking battle. Before them stand the troubadours, singing or reciting the epic lays of past heroes. Behind them, the war wizards, giving their strength to the battle.


Knights-errant travel the land, seeking an opportunity to prove themselves and achieve glory. Their nobility give battle in the tourney to judge who is fit to rule. The people turn their eyes on the enemies of the Empire, seeking victory and renown.


Her proud boasts are not hollow. Alone amongst the nations of the Empire, the Dawn has never given up land to the barbarians. But the aspiration to achieve great things is not just found on the battlefield. Every Dawnish feels that same urge; this is a nation that eats and drinks glory.


Enemies deride the nation for its stifling and outmoded system, where might makes right and the needs of ordinary people take second place to the quest for glory. And yet, they have forgotten the truth at its core - that great deeds are eternal.



 Five things about Dawn


		Nobility is an achievement, not a birthright. Nobility is vaunted in Dawn, but it is a nobility of spirit they admire, not a title that you inherit.


		A great life leaves a legend. The only thing that remains when you depart this life is the memory of how you lived it. Death is nothing compared to great deeds.


		Glorious in victory, proud in defeat. The Dawnish relish a challenge. Those more skilled present an opportunity for glory by defeating them, those less skilled offer you an opportunity to demonstrate your prowess.


		You cannot armour the soul. The Dawnish do not hide the great passions of the soul; they wear their hearts on their sleeve.


		Courtship, romance and tragedy. The rules of the heart are complex in Dawn; sometimes love is the greatest challenge.





 What the Dawnish are not


		Chivalrous. Dawnish nobility are always intensely competitive; they don't open doors for anybody, male or female. Dawnish women are independent and as obsessed with glory as their male counterparts.


		Required to be honourable. The Dawnish obsession is with triumph and renown; it does not demand a generous spirit.
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"Nothing great without cost."




The people of The League are city-folk through and through. Competition is fierce - you might fall behind not because you have stumbled but simply because someone else is faster. Nobody is given a free ride in The League; they earn their fine lifestyles through hard work and hard dealing. You must seize every opportunity quickly if you wish to rise to become a Merchant Prince.


This is The League. The rivers that run down to the Bay of Catazar are the veins of the Empire, carrying the lifeblood of trade. The four great cities are its beating heart, sending tides of wealth back and forth across the nations. In the South are Sarvos - elegant and sophisticated, cultured and refined - and Tassato - diplomatic, Machiavellian, persuasive and articulate. In the North are Temeschwar - ruthless, relentless, cold and hard - and Holberg - pragmatic, ingenious, innovative and enlightened. Together as The League they are stronger than their parts - four strands inexorably woven to produce an unbreakable bond. They are a driven people, tolerating neither sloth nor lawlessness, and from the wealthiest moneylender to the loudest street bravo, they are quick-witted and alert to opportunity and danger.


It is said that the cities of The League never sleep. By day, the powerful guilds clash over business interests and The League's mercenary Free Companies seek to find work on the Empire's borders. By night, the street balladeers perform on every corner, and rival theatre-houses fight duels where the wordplay matters more than the swordplay. The long con is as much an art form here as the politics of high office; in the coffee-houses that never close, the cant covers both.


The League is much more than ruthless business and cut-throat competition; it is the centre of civilisation in the Empire. It produces and displays great works of art while rich patrons support the theatres. There is a university in each of the four cities and they champion scholastic learning and imaginative problem solving. They institutionalize charity - the Church of the Little Mother feeds and shelters the orphans of the Empire and finds them work - because they know that everyone is a citizen of the Empire, and that today's destitute orphans might rise to become the Merchant Princes of tomorrow.
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Five things to know about The League


		Life is competition, and someone is always keeping score. Citizens of The League love to compete in everything they do.


		The rules of the game are not to be broken. League society has simple rules but woe betide those who break them; they are particularly ruthless with lawbreakers.


		Keep your loyalties close, like the rings on your fingers. The League takes loyalty very seriously.


		Coin counts, and everything costs. This is a land of conspicuous consumption where wealth is power and nothing worth having is free.


		Everything is on show, like a mask on your face. Bold, flamboyant action is the best way to publicize yourself and your services, but nobody confuses the mask with the real thing.




What the citizens of The League are not


		 Popinjays and dandies. While appearance and charm are important, wit and panache are no substitute for actual deeds. Scratch the surface of The League and beneath you find a Nation of ruthless, ambitious people absolutely committed to their goals.


		 DaVincian Inventors. Citizens of The League are imaginative and ingenious; they solve problems with their brains not their brawn. But Empire is not a game that supports the invention of new technologies - League characters are audacious, rather than inventive.




A map? A street map! You need more than a map of the streets to navigate this city, friend. There are rules to this city; break them, and the Prince will break you.

The Steel Throne, Act II, scene iv


[image: Wealth, ambition and culture unite in the League.]
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	    The lantern is one of the instruments or dramaturgy. As such it often represents the method used in a magical ritual. A troupe will often have a specific prop that they use for the lantern whenever it appears, and may in time come to treat the inanimate object a little like a member of the cast.


Appearance: Often a lantern which can be hooded and shuttered; also a lamp or a candle. It is sometimes jewelled, and used with stage effects to provide a great deal of light. Also, the mirror.


Meanings: On its own, it represents illumination and knowledge. It is often used when a character is seeking something, and sometimes used in rituals where another coven might use either the rune of discovery or rune of revelation. If it is left unlit, it often means a mystery or secret - the act of lighting it is the act of uncovering or divining that secret. 


When held by The Captain, the lantern signifies honesty and directness, and pierces illusion and concealment; in the hands of The Prince, it stands for the illumination and elevation of a group, such as through rituals that grant skills or abilities. When held by The Bishop it represents the 'light of faith' and empowers rituals that create emotional effects, suppress confusion or grant clarity. In the hands of The Mountebank it signifies flashy attempts to bamboozle and dissemble, and is often extinguished. With The Doctor it means  inquiry, especially with rituals such as Bright Lantern of Ophis or Wisdom of the Balanced Blade. With The Witch it represents occult wisdom and things that deal with the realms - sometimes Eternals




For Bright Lantern of Ophis; I want to get to the bottom of this enchantment nonsense, the Prince is prepared to pay well ...




A Counting House. The Doctor is there as a beggar, ignored. The Mountebank and the Witch are there as lovers, discussing a plan to use a potion (special cup?) to drug The Prince and his guests (too obvious?). Concerned about some Badger called Gancio. The Doctor overhears the conspiracy (fill in details;  use that speech from  'the Merchant and the Shrew'). Comedy business with clowns, travelling salesman with potence-potion, plenty of cock jokes for the cheap seats. Conspirators return after dark with potion, some business with a cook; before they can enact crime, The Doctor with a lantern surprises them, revealed as badger; Mountebank and Witch arrested, sentenced and punished by Doctor. 



Bish, bash, bosh - ritual penetrates the shroud, enchantment unravelled, we're paid so well we need help to hold up our trousers .
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	     The Labyrinth of Ages and the Paragons and Exemplars


The Labyrinth of Ages is the name, coined in Highguard, of the twisting realm of pure spirit that is integral to the cycle of reincarnation. The name is something of a metaphor for no mortal has been there to witness it. However, it is understood that the journey from death to rebirth is neither simple nor instantaneous. Indeed, some spirits are said to wander between lives for years, even generations, before being reborn. Some are condemned to wander lost forever.


The Way of Virtue teaches that living a virtuous life holds the key to successfully traversing the Labyrinth of Ages swiftly, safely and with the purity of spirit that strengthens ties to past lives. This is supported by insights gained from the Liao Ceremonies conducted by priests of The Way. These same insights revealed the nature of the Seven Virtues and the presence of powerful individuals throughout history who have burned with Virtue and been legendary heroes known as Exemplars. A few, rarer still, have been recognised as Paragons, possessed of such a state of Virtue that they have transcended the Labyrinth of Ages and never again need to be reborn. This is held to be the ultimate destiny of humankind.


Although the Way teaches the supremacy of the human spirit and rejects false gods, there are some superstitious corners of the Empire in which simple folk venerate the transcendent Paragons. The Synod tolerates this idolatry by affirming that prayer to the Paragons achieves nothing more than meditating on their example for inspiration on how to take action oneself.


The Synod, and the Highborn Chapters that pre-date it, have found evidence of exemplars and paragons going back to the dawn of history, preserved in myths and legends. To many are attributed wonders and miracles that have helped raise up humanity from darkness and primitive superstition, laying the groundwork - in their own way - for the Empire and the Way. It is also widely held that the First Empress was herself a paragon, though there is some debate as to which virtue she may have been a paragon of.



 Further Reading


		The Way of Virtue


		Imperial Theology


		Imperial Synod


		Religious Skills


		Recent History
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 Description


This spell binds the target, preventing them from moving their feet for a short period.



 Casting


		 Type: Offensive spell


		 Cost: 1 Personal mana





 Effects


You may call ENTANGLE against the target struck by your implement.


Entangle makes it impossible for the target to move their feet for ten seconds. They may otherwise move and fight normally.


The target is entangled even if they parry your blow with a weapon or shield.



 Sample Spellcasting Vocals


		 "Hirmok's grasp hold you still - ENTANGLE!"


		 "I call upon the Door and close it behind you - ENTANGLE!"


		 "I have you now, snared in my web of magic - ENTANGLE!"


		 "By my might, I command the tides of battle - ENTANGLE!"





 Common Elements


		 Rune Magic: Hirmok is the quintessential Rune used to cast this spell, as the magician dominates the target's movement. A magician prone to showing off might make some grand gesture as she invokes Feresh or Verys, controlling the flow of battle with her magic.


		 Astronomancy: The crushing weight of The Mountain is often invoked to hold the target as if by a great weight, and "closing The Door" may be used to prevent the target from fleeing or advancing.


		 Dramaturgy: The Prince is sometimes invoked to command the target to remain still, though The Bishop may be argued to have more authority. Rarely, The Mountebank may be invoked, trapping the target as the trickster character ensnares her mark before moving in for the kill.


		 Other traditions: A Dawnish witch might echo the enervating roar of the chimera when casting this spell, and a Navarri vate might invoke the Great Dance - stopping the target in their tracks, or making them miss a crucial step.


		 Realms: This spell has a strong connection with the lore of the Autumn realm.
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The Path of Prosperity


To the one without virtue, Prosperity is oft misunderstood as the pursuit of wealth and luxury, yet neither the wealthy miser, gluttonous sot, or lucky gambler can truly be called prosperous. True Prosperity is the culmination of effort and labour, sweat and toil, and celebrating the fruits of that labour. The prosperous are: the farmer who toils to bring in the harvest and enjoys their bounty; the magician who strives to master a magic and then uses their newfound art; the merchant who competes fiercely for each coin they earn and then spends it in celebration. True Prosperity enriches those around them as well as the individual, and so what may seem the pursuit for the sake of the self is to the benefit of the many.



Guidance on the Path


Through meditation on the auras of Prosperity, and careful study of the tales of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



[image: HearthAndHoney.jpg]Enjoy the fruits of your labour today; nobody knows what the morrow holds.


		 Strive, toil, and claim the just rewards of your labours.


		 Enjoy the fruits of your labour today; no one knows what the morrow holds.


		 There are three things that should never be made: Food that goes uneaten, coin that goes unspent and magic that goes unused.


		 The Prosperous are not selfish; all that is worthwhile is shared with those who deserve it.


		 Despise the thieving bandit, the lazy wastrel, the grasping miser and those who take without giving.




Paragons and Exemplars


Paragons and exemplars of Prosperity are considered reasonably easy to identify owing to their efforts and labour, and how they use - or share - the fruits of those labours. Recognised paragons and exemplars of Prosperity include:



		 The legendary paragon Good Walder of the Marches.


		 The exemplar known as The Little Mother, whose tireless work helped to establish the importance of charitable deeds in The League.


		 The exemplar Long Tom Goodfellow, the healer and brewer whose legacy still encourages pilgrimages today.


		 The exemplar Zemress, the Blade of the Isles, who not only encouraged hard work and investment but also the importance of taking-up of arms to defend what is yours.




Symbols, Icons and Trappings


The Path of Prosperity has many symbols across the Empire but one of the most common is the wheatsheaf. This is symbolic of harvest time, which is widely known as a time of prosperity. Many priests and pilgrims of this path may have a stalk of wheat or other grain upon them. Along similar lines, an apple, a cup, or a coin are symbols of this path.


It is quite common for priests and pilgrims of the Path of Prosperity to carry waterskins, or bear fruit or other food, to enjoy or share as virtue guides them. It is not unusual for some to also carry an oaken club as Good Walder did.



Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Prosperity here.


		 You can learn about the skills that priests can use to support the virtue of Prosperity here.
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		 Ambition


		 Courage


		 Loyalty


		 Pride


		 Prosperity


		 Vigilance


		 Wisdom




Religion


		The Way of Virtue


		Imperial Theology


		Imperial Synod


		Religious Skills


		Recent History








Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Prosperity&oldid=58716"

	    
	  

        


Pride

		
			Religion

		The Empire




	      
	  
	    
            
              Pride 


	      	      		Empire/

 		Empire overview/

 		Religious Skills/

 Pride


	                  


	  


  
	  
	    [image: ChildPrimer4.jpg]From A Children's Primer of the Way


Contents




		1 The Path of Pride

		1.1 Guidance on the Path








		2 Paragons and Exemplars


		3 Symbols of Pride


		4 Further Reading

		4.1 The Seven Virtues


		4.2 Religion














The Path of Pride


Some may believe that Pride is simply senators in fine clothing praising the qualities of their Nation, but this is only a tiny part of the path. National Pride is, quite rightfully, important to many citizens and is the reason for the creation of the egregores. Yet the Virtue of Pride exists to inform the small parts of life as much as the large. From the servant who keeps their mistress’ cups clean, to the craftsman who holds all their work to the same high standard, to the general who remembers the name of every soldier who died under their command – all demonstrate Pride and know what it is that they serve and strive for.



Guidance on the Path


Through meditation on the auras of Pride, and close study of the stories of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



The Ten Things

It is obviously down to the individual which qualities make them proud, but each of the Imperial nations can be associated with a single common idea that is often referred to as a source of Pride. The Navarr writer Cerin of Winter Trees referred to them as the Nine Things in the early years of the Empire. They were still in use over three hundred years later when the Imperial Orc philosopher Jakaj added her own people to the list during a speech given at the funeral of Emperor Ahraz. Following a recitation of the Nine Things, she appended her own people, and since then the list has been referred to by its current name.



For the Freeborn it is honesty; in Dawn it is glory (of course); in Highguard it is certainty; among the Imperial Orcs it is strength; in the League it is cleverness; in the Marches it is either practicality or stubbornness (depending who you are speaking to); among the Navarr it is sacrifice; in Urizen, excellence; in Varushka the idea of wisdom; and among the Winterfolk heroism.



		 Pride conveyed by words alone is vain boasting; proclaim it by how you conduct every part of your life.


		 Do not be complacent; ever strive for excellence in that of which you are proud.


		 Embrace your past; never be ashamed of it.


		 The Virtuous inspire others to greatness; they do not demean them.


		 Despise the half-hearted, the uncommitted and the pretender.




Paragons and Exemplars


Across history, the paragons and exemplars of Pride have been amongst the easiest to identify for they are, by nature, rarely reclusive and withdrawn. Recognised paragons and exemplars of Pride include:



		 The legendary paragon Kethry of the Kesh kept her peoples' ways alive and ultimately inspired the conquering nation to embrace them.


		 The paragon Richilde inspired the people of the Empire to celebrate their culture and history, and was the first paragon recognised in the modern era.


		 The Highborn paragon Lepidus kept the spiritual heart of his nation alive during the dark days of the Patrician Council's corruption.




Symbols of Pride


Priests of Pride teach that the best symbol of the virtue is the open display of whatever it is that the pilgrim is most proud of. The flag and the banner are ways of displaying such symbols, as is the livery of a Marcher household, or the heraldry of a noble or Noble house in Dawn. 


As a more unified symbol of the virtue itself, rather than of the individual's personal Pride, the Imperial Synod often favours the sun. The sun shines brightly, without shame, open for all the world to see. By so doing, it allows others to see as well - and while it may occasionally be occluded by clouds, when the clouds pass the sun's light is undiminished.


In Wintermark, the eagle, the heron, and the swan all symbolise Pride. The eagle is also a popular symbol of the virtue in Varushka where it is joined by the deer. Some magicians use the rune of Majesty, Feresh, which represents glorious splendour, to symbolise Pride. These magicians point to the way that Feresh only enhances attributes that are already present as a particularly telling parable about the nature of Pride.


During their Spring festival, the Urizen represent the virtue of Pride with pink blossoms.



Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Pride here.


		 You can learn about the skills that priests can use to inspire the virtue of Pride here.
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 The Path of Wisdom


There are many citizens of the Empire who believe themselves, by nature, to be filled with the virtue and it comes easily to them, yet the truth is – like all the virtues – Wisdom is a journey and must ever be striven for. Only the fool believes their journey is complete. Wisdom in the Empire takes many forms and what might benefit you in the Wintermark could as easily be your ruin in Varushka. Wisdom’s natural enemies are folly and complacency who steal the wit and desire for understanding and enlightenment. There is also dispute amongst the wise as to the extent that knowledge should be shared with the unready lest it imperils them.



 Guidance on the Path


Through meditation on the auras of Wisdom, and careful analysis of the stories of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



		 The Virtuous apply what they have learned; Wisdom knows all knowledge is incomplete.


		 Let every word you speak carry meaning; do not use forty when four will do.


		 Wisdom is not always knowing the answer; Wisdom is finding the right question.


		 Test what you learn; only fools accept hearsay as truth.


		 Despise folly and chastise the fool that spreads it.





 Paragons and Exemplars


Recognised paragons and exemplars of Wisdom include:



		 The legendary paragon Zoria learned the names of all the creatures of the wild; bird and beast, fish and fowl and using their names, commanded them to serve her.


		 The paragon Isenbrad of the Steinr was known for practicality, good judgement and wise counsel, and is said to have been the first runesmith 


		 The paragon Atun of the Highborn steered the ships that bore the Highborn through unknown waters to their new homeland.


		 The exemplar Avigliana di Sarvos of League encouraged others to take note of the world they lived in and put the truth of it in writing.


		 The exemplar Kala codified a system of weights and measures that are still in use today and provided much of the foundation for modern Imperial scholarship.





 Symbols, Icons, and Trappings


The Path of Wisdom has many symbols across the Empire. Before the formation of the Synod, animal sigils were popular, in recognition of Zoria’s mastery of animals. However, the Synod has since discouraged this as the Way exalts the human spirit and beasts are lesser (though the practice exists still in parts of Varushka). As a consequence, more widely accepted symbols are scales as used by Kala to weigh and measure the world, and a lantern as used by Isenbrad to illuminate the cave in which he carved his secrets in runic form.


Many priests and pilgrims of the Path of Wisdom often carry sources of light or the means to provide such. Many also carry the means to record such knowledge and wisdom that they encounter.



 Wisdom is not short hand for ‘action I’d like you to take’, and foolishness is not synonymous with ‘outcome I wish you had not provoked'

Cardinal Agnetha De Rondell, Spring 378YE


 Further reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Wisdom here.


		 You can learn about the skills that priests can use to enlighten others to the virtue of Wisdom here.
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 The Path of Vigilance


The Virtue of Vigilance is popular amongst those charged with ensuring the safety of things precious; from the inquisitor who seeks out treacherous cultists, to the scrivener who scrutinises their dhomiro’s records against fraud and theft, to the shepherds in the fields. The threats to the Empire and its citizens are many and varied and all must be prepared for, guarded against and actively opposed lest they tear down civilisation. Not all threats carry arms like the barbarians; some come with smiles and lies, like false-faced eternals, or even lie in the hearts of weak citizens. Through diligence, detail, and dedication in all things does one person’s Vigilance safeguard another from harm.



 Guidance on the Path


Through meditation on the auras of Vigilance, and by studying the lives of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



		 Seek out the poison in your neighbour’s fields, lest your own crops be blighted.


		 Be alert to all dangers; within and without.


		 Seek out falsehood and expose the truth.


		 Prepare for malice, yet thwart malice before it strikes against you.


		 Despise that which threatens what you watch over, whether by malice, lies, folly or carelessness.





 Paragons and Exemplars


Attempts to catalogue paragons and exemplars of Vigilance have met with mixed success. In some cases, the disaster they prevent or the catastrophe that goes averted results in their heroism going unsung. More notable are those who publicly expose traitors, infiltrators, and black-hearted villains. Recognised paragons and exemplars of Vigilance include:



		 The legendary paragon known as The Sentinel, who is credited with building many ancient towers and fortresses that still stand today. 


		 The paragon Vardas the Witch-Hunter of Varushka, who dedicated his life to tracking down and bringing to justice the criminals who preyed on his people.





 Symbols, Icons, and Trappings


The Path of Vigilance has many symbols across the Empire, but one of the most common is the tower, which is symbolic not only of The Sentinel’s ancient works, but also epitomises the importance of defending what is precious, and in making the effort to prepare against threats. Along similar lines, another common symbol of the path is a bell to symbolise the means of sounding a warning. Priests and pilgrims of the Path of Vigilance will often carry a bell or whistle for precisely the purpose of alerting others to danger they have identified.



 Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Vigilance here.


		 You can learn about the skills that priests can use to safeguard the virtue of Vigilance here.
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Overview


The cambion are infused by the realm of Autumn, a realm of naked ambition and intrigue where complex webs of wealth and influence connect the eternals. They are ambitious, driven individuals who are never satisfied with what they have, always striving for greater mastery of themselves, their peers and their world.


Cambion are comfortable in almost any role but are especially appropriate to characters with political or economic motivations – senators and mercantilists are obvious, but a general driven to take the Throne or a priest who wants to reshape the Synod to better suit their idea of faith are also examples that might appeal to a cambion. 


The cambion lineage is intended to appeal to players who want to play driven, goal-oriented individuals, and touch on some motifs associated with ruthless devils or manipulative supernatural creatures. This lineage gives players free rein to touch on expedient or ruthless roleplaying, but also encourage them to set themselves goals and achieve them. They are also fertile ground for roleplaying about concepts of politics, ethics and expediency – do the ends justify the means?


Inspirations for cambion might run the gamut from students of the writings of Machiavelli and Sun Tzu, through spies such as Mata Hari and George Smiley to powerful figures such as Shakespeare’s Richard III and Lady MacBeth and Lord and Lady Aquitaine from the Codex Alera.



What cambion are not


		Devils. Despite their name and their horns, the cambions are not associated with traditional devils or demons. The eternals of Autumn are political entities who wield and embody ideas of power and confidence rather than being evil.




[image: CambionHorns.jpg]Serrusto Caeli Rezia di Tassato wears golden caps on his horns.


Sobriquets


Caliban, nephelim, rakshasa, the mazed



Iconic trappings


		Curved horns. Most cambion possess a pair of horns. These horns are similar to those of goats, sheep or bulls. They usually have a curved or spiral shape, often with ridges or fluting. They are likely to be either bone-coloured or metallic. Cambion horns do not branch like a stag's antlers - only changelings have stag's horns – they always occur in pairs and as a single continuous horn.




Additional trappings


		Additional horns. Cambions may have more than one pair of horns, although these additional horns still appear in pairs on the head. 




		 Metallic eyes. Cambions may have exotically coloured eyes. Cosmetic contact lenses can be used to achieve this. The pupil should be the normal shape but the iris can be any metallic colour. 




[image: Cambion - Golden - Jo Perridge.jpg]


		 Metallic skin. Cambions may possess metallic skin colouration - in gold, silver, bronze or copper. This can range from patches of mottling or discolouration to a whole body effect. Make-up can be used to create this effect. If you are adopting this trapping for your character you should either paint or cover all visible skin or else design the areas that are coloured to make it clear that you have mottled skin - do not paint your entire face in one solid colour and then leave your neck and ears unpainted.


		 Metallic talons. Cambions may have talons that replace their fingernails. These claws are never large enough to be used as a weapon. Clawed fingers should be metallic, with the claws short and protruding from the end of the finger where the nail bed would be. Wolverine style claws that protrude from the back of the wrist are not appropriate.


		 Labyrinth marks. Cambion frequently possess birthmarks or scars that take the form of branching, maze-like or web-like shapes. Some cambions are entirely covered in a network of lines that shifts imperceptibly over time. 


		 Metallic hair. Cambions may have fine hair in metallic colours, often complementing their eyes or skin colour. Common colouration is bronze, copper, gold or silver. You can use a wig to phys-rep this or colour your hair.


		 Dominant demeanour. Cambions might express their drive and confidence by seeking and maintaining eye contact, making physical contact with those they are talking to, modulating their voices to inspire trust and using all sorts of simple tricks to define themselves as being in charge of any interaction.




Roleplaying Cambion


Cambion blood influences the character of the one who possesses it. Not every cambion expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not. 



		Cambions are driven. Their blood pushes them to achieve all that they can. They are never content to rest on their laurels, always looking to the next accomplishment. They tend to have no patience for laziness or complacency, and may become frustrated with peers – or worse, superiors – who express these traits. They also tend to be goal-oriented, although a cambion is likely to have many goals they wish to advance at any given time.




[image: Cambion in groups are often happiest when they are in charge of those groups - which can prove tricky if a group contains more than one cambion.]Being naturally driven, opinionated, and competitive can make it tricky
for two cambions to be in the same room, much less cooperate.


		Cambions are opinionated. They find it difficult to accept the status quo and they seek to improve things – although each cambion will have their own idea what constitutes an improvement. They also tend to doubt received wisdom – hearsay and the opinions of others are useful to know, but a cambion would prefer to make up her own mind than take another’s opinion as their own.


		Cambions are political. They seek to gain influence over others, and often view social interactions in terms of favours to be offered or called in at a later date. They’re not incapable of altruism, but when prompted to do something out of the “goodness of their heart” they remember it and may bring it up at a later date. People who don’t appreciate the idea of trading and owing favours frustrate cambions; people who consider themselves apolitical or above political manoeuvring often annoy them. 


		Cambions are competitive. They love testing themselves against others politically, mentally and socially. To a cambion, winning and losing is less important than a challenging contest with a worthy opponent. They tend not to hold grudges if they are bested in these sorts of contests, but dislike people who try to avoid playing their games. A cambion will often end up with a roster of rivals, friends and enemies made up of all the other people who engage in political manipulation in their sphere of influence.


		 Cambions are stubbornly independent. A cambion who is exposed to a roleplaying effect that attempts to coerce them to follow another being can respond by becoming obdurate and stubborn instead.


		Cambions may degenerate into madness. Some cambions become increasingly ruthless, potentially to the point of megalomania. They come to regard others as tools or pawns to be moved into position, they see morals and ethics as unnecessary straitjackets on their activities and ambitions. Some have the best of intentions – they simply know what is best for everyone around them. They see no problem with using and even expending their pawns in pursuit of their goals.




[image: Scheming Cesare.jpg]Cambions are drawn to political roles


The blood


Cambions are born dead. It’s a strange fact of their lineage that they appear lifeless when they are born. Within a few moments of birth, however, they cough and sputter and their eyes open and they seem to flow with life. Yet even as they grow older, their pulse seems to be weak and fluttering, and they will often stop breathing for minutes on end when they are asleep. Yet they are no more or less healthy than any human. Many of them claim that it is their willpower alone that keeps them alive, although there is no medical evidence for this.


Almost all cambions have horns. At birth, they are little more than tiny nubbins, but they develop as the child gets older, usually reaching their full adult size when the child reaches physical maturity. cambion blood is strong; the offspring of cambion are usually cambion themselves, but it is rare for a human woman to give birth to a cambion unless the other parent is a herald or another cambion. Unexpected cambion births therefore often result in disputed parentage or abandoned children.


The eternals of Autumn expect their lineaged relatives to be cunning and ambitious. A cambion will have to act the part to be taken seriously by them but they’ll treat them as a rival if they do so.



[image: Proud Cambion.jpg]


Lines of the cambion


Cambion often rise to positions of authority, or become sworn enemies of authority with which they disagree. Cambion children are often difficult to raise for parents without lineage and frequently leave home early to seek their fortune. 



		 A Freeborn cambion will often find a position as a scrivener, appreciating the intermediary role such a position offers them. 




		 Many cambion find a spiritual home in The League where they are especially encouraged to enter the priesthood. 




		 The unveiled of Highguard include a few cambion, their horns sawed off to publicly demonstrate that they have renounced their heritage.




Prosthetics


If you're feeling creative, there's a tutorial here about how to make your own horns. Otherwise, many traders will make them to order;



		Custom Costume Company Makes prosthetics and props to order


		Gypsy Roses


		Pan’s House of Horns


		Think Geek


		Nick Tiernan Makes horns and other props


		Arty Fakes


		Skian Mhor Make horns and prosthetics to any style design and size


		Mandala


		Jackerdemalion Makes horns




Cambion Images




[image: GracediTassato.jpg]


[image: Cambion easily become cynical. They tendto be a little too aware of how the worldreallly works.]


[image: Chambrian - Rams - Jo Perridge.jpg]


[image: Many cambion revel in the ability toexert power over others.]


[image: Kallavesi Cambion.jpg]








[image: Ferrero Sanguineo Rezia di Tassato of the Gilded Horn Carta.]


[image: Masked Cambion.jpg]


[image: Cambion and Scarf.jpg]








[image: Rhona Lores.jpg]Costume and horns by Custom Costume Company 
 Photograph by www.geckophotography.co.uk 
 Model is Rhona MacDonald


[image: Cambion.png]Artwork by Joanna Bendle
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Overview


The briars are infused by the realm of Spring, a fecund realm of exuberant natural forces whose green eternals care only for life and not at all for humankind. The briars are filled with primal energy: direct, uncomplicated and prone to outbursts of destructive rage.


Briars are most comfortable in military roles, although their primal nature can make them powerful in the Conclave. Some prosper in the Synod where their direct approach to the Imperial Faith often gives them spiritual insight. They often find the Bourse confusing and become easily frustrated by the complexities of the Senate. 


The briar lineage is intended to appeal to players who want to play something primal or visceral, with a strong urge to straightforwardness and physicality. They also offer opportunities to play characters who are highly critical of the complexities and shortcomings of civilised society. Briars will allow characters to play with some themes of discrimination as well; this Lineage is presented as suspect by many groups within the setting.


One inspiration for the briars draws on characters such as Swamp Thing; individuals who are outside, yet drawn to, the human world. Both the Hulk and Edward Hyde represent a struggle between civilised impulses and the desire to break free of societal restriction. Fictional vigilantes who take a direct, simplistic, approach to solving the problems of society like the Punisher and characters such as Conan the Cimmerian and Kull the Conqueror represent a physicality and desire for simple solutions to problems. Tyler Durden from Fight Club displays a more extreme version of the same archetype. Pragmatic, direct characters are good examples of the briar mindset, as in the story of Alexander the Great and the Gordian Knot, or the scene from Raiders of the Lost Ark where Indiana Jones shoots the swordsman to avoid an unnecessary duel.



What briars are not


		 Dryads. Briars are infected by the primal magic of Spring; it tends to make them energetic, physical and wild, but it does not turn them into a tree or instill them with a mystical awe for nature. They feel no more affinity to plants or trees than a normal human being does. While many briars reject the complexities of civilization they do so because of a difficulty fitting in, not because of an instinctive need to protect nature or be close to it.




[image: BriarBark.jpg]


Sobriquets


Leshy, Barkbleeder (derogatory), Spriggan, Cicatrix, Greenscar, the twisted



Iconic trappings


		 Patches of bark Briars have patches of bark that grows in place of skin. The bark can grow anywhere on the body, but must cover areas of skin, it does not extend out away from the body. The effect is best created using latex prosthetics, as make-up by itself will not give the right raised profile. It is better to try and cover a few iconic areas of the body; we do not recommend trying to cover all visible skin. Briar's bark-skin can spread across the body in response to wounds suffered. The bark-skin is as sensitive as normal skin covered in a thick layer of latex would be.




Other trappings


		 Green eyes. Briars may have exotically green eyes. Cosmetic contact lenses can be used to achieve this. The pupil can be any shape or design so long as the predominant colour is green.




[image: BriarVeins.jpg]Prominent veins beneath the skin are common


		 Thorns. Some briars have thorns growing from their skin, usually along the lines of the body like the cheekbones or the forearms. The thorns emerge from patches of bark, which requires a suitable prosthetic, but you can have them emerge directly from the skin. If you phys-rep this effect by taking thorns from a rosebush and gluing them to your skin then try to ensure that you put them in places like the face where people are unlikely to catch them.


		 Prominent veins. Many briars have distinct veins in dark green or black that spread out beneath the skin. These are particularly prevalent near areas of bark-skin, emerging from underneath the growths. This effect is easiest to create using make-up.


		 Briars "bleed" bark. The signature quality of the briars is that when their skin is broken, it heals over with bark-like material. Sometimes this material has thorns embedded in it. Most of this bark-like material will eventually peel away, usually to reveal fresh skin underneath, but some of it never disappears – every briar has a few patches of bark that appear permanent. The bark may grow quickly or take hours to appear, so you can add some more bark to your make-up the next time you are out of character. If you are heavily wounded you might choose to spread your bark-skin effect for an event, but that there is no requirement to keep the bark from event to event.




[image: Bark-skin2.jpg]


		 Restless demeanour. Briars are often filled with the energy and vitality of the realm of Spring. They rarely sit still for long and are constantly active and mobile. Try to move just a little quicker than is necessary, lengthen your stride when you walk and allow yourself to become frustrated with delays.




Not Trappings


		 Leaves or Flowers The briar lineage does not manifest itself as leaves or flowers. The appearance of a briar is inspired by bark and briar patch rather than the classical myth of the dryad. For this reason leaves, flowers and other greenery are not part of the briar trappings.




[image: ExuberantBriar.jpg]Briars are full of primal energy and potent vitality.


Roleplaying briars


Briars blood influences the character of the one who possesses it. Not every briar expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not.



		 Briars are straightforward. They make straightforward plans, and instinctively take the most direct route through (or around) any given situation. They dislike complexity for its own sake, and respect plain speaking over an elaborate argument. They generally express a pragmatic desire to get problems solved now, and where several options are available, they look for the simplest solution. They will neither avoid a perceived problem, nor dwell on one they see as irrelevant. This straightforwardness can also make them blunt or even rude in social situations, as they rarely hold back from saying what they think.


		 Briars are mercurial. Briars change their minds easily, they are swayed by circumstances and whatever seems important at the time. They tend to be spontaneous in their displays of emotion (sometimes inappropriately) and their moods shift without warning. They want what they want now, and some are over-eager to simply take the thing they want and then keep it as long as it interests them, discarding it when they become bored with it. Briars live for the moment and few see any need to plan for the long term.




[image: BriarWarrior.jpg]Briar are primal and direct.


		 Briars are primal. They are often scornful of the trappings of civilisation, dressing simply, using tools only when they make a task easier, some even eschewing material possessions altogether in the long term. They are often driven to pursue self-sufficiency, and may be commonly found among small pioneer communities. Their straightforward attitude may combine with this to make them uncertain in social groups larger than a few dozen individuals known personally to the briar, particularly if the roles and responsibilities within the group are not clearly defined.


		 Briars are physical. They like tangible, solid, physical things, rather than getting excited by ideas or concepts. They commonly become frustrated or bored in intensely cerebral situations – they make their point and then expect things to move on swiftly to a conclusion. While this often makes them appear “simple” it is not that they are less intelligent than other humans, just that they have little patience for what they perceive as convoluted logic, circular discussions or anything which over-complicates what seems to them a simple matter. When confronted by a mental or social situation, they try to solve it in a simple physical way (for example, if someone is hungry they provide food, if someone is unhappy they look to physically remove the source of their friends’ unhappiness, rather than formulating a social response to the problem).


		 Briars are vital. Briars possess a remarkable resilience and reserve of energy. They are no stronger than a normal person but they can often work that little bit longer than other people, walk further, carry that little bit more. They have reserves of energy that they can tap into when threatened. Briars that are exposed to any roleplay effect that causes them to feel tired, weary or weak can respond by becoming energetic and alert.


		 Briars may degenerate into madness. Some briars become increasingly short-tempered, until they point where they start to lash out at anything that frustrates them. They insist on having everything their own way and react with anger to anyone who refuses them. They often depart the civilised world completely, withdrawing to wild places (such as mountains and forests) and many turn to banditry. As their madness increases their contempt for society increases and they begin to despise those that defend it. Ultimately they lose touch with their humanity, they become feral, killing anyone who gets in their way and striking out against structures and individuals that represent authority and civilisation.




[image: MarcherBriar.jpg]A Marcher briar


The blood


Briars are warm blooded mammals. They mate and breed just like humans, they have hair, and they give birth to live offspring.


Briars are almost never born expressing their lineage. Their lineage appears when they sustain a serious injury, with the site of the injury quickly covered in a thick scab with the texture and appearance of bark. In almost all cases, magical healing is involved. It is believed that magical healing catalyses the Spring lineage, causing it to express itself openly. However, magical healing does not always trigger the lineage – some individuals are healed several times before their briar lineage manifests. It is also believed by the scholars of Urizen that any Spring Realm magic has the potential to trigger the expression of the briar lineage lurking in the blood; it is just that the most commonly encountered form of Spring Realm magic is healing magic.



[image: SadBriar.jpg]Briars sometimes feel a little excluded from Imperial society.


Many people show no signs at all of being a briar before the bark appears. Once that happens, changes tend to happen quickly, thorns may appear growing through the skin and the eyes may turn green The psychological effects of lineage appear at the same time. If a briar is wounded and healed with Spring magic this can strengthen a briar's lineage; the physical and mental trappings become more evident. This is unpredictable however: some briars are healed many times with no apparent effect.


Because the lineage can hide in this manner it creates suspicion and distrust. Some people feel betrayed when their friend turns out to be a briar; other newly revealed briars (especially if they were unaware of their lineage until later life) suffer shock and damage to their mental stability when they discover they have been lineaged all along and when the urges of the blood become more powerful. Some more prejudicial individuals have inflicted serious injuries on suspected briars and then had them healed with Spring magic, hoping to reveal hidden taint – as well as ensuring their own ranks remain pure. It is a common belief that a briar who avoids magical healing will lose the taint of the blood and not pass it on to their offspring, although this is probably wishful thinking.


After death, a briar’s entire body is slowly covered with bark, appearing a lot like a misshapen, fallen log.  According to superstition, an area where a dead briar has lain will be seeded with alien, supernatural foliage. Many individuals, especially among the Navarr, Marchers and the Highborn, insist that dead briars be burnt to prevent this happening.


The Eternals of Spring expect their lineaged relatives to be forthright and direct. A briar who displays energy and vitality is likely to be recognised as a kindred spirit, although this may not be a uniformly positive experience.



Lines of the briar


Part of the prejudice some Imperials feel comes from the events of the Freedom Heresy. Between 324YE and 328YE a briar-dominated group of heretics and secessionists attempted to seize territory from the Empire, with tragic consequences. Events such as this help to fuel suspicion of this lineage.



		 In Dawn there is an undercurrent of suspicion towards those with briar lineage; it was in Dawn and the nearby Barrens that most of the bloody fighting of that uprising took place.




		 In Highguard the bodies of dead briars are commonly burnt and their ashes scattered over water; while there are a few monuments to heroic briars in the the Necropolis, there are none of this lineage actually interred there.




		 Briars are seldom seen in League society. They're too direct for the subtleties of Dead Reckoning.




		 Many Marchers believe briars are accursed, and have nothing to do with them.




		 The Navarr are especially suspicious of the briars, seeing a connection between them and the Vallorn. 




		 Intellectuals in Urizen find the briars too instinctual, too direct. 




		 The briar lineage is accepted in Varushka, but there is a deep-seated prejudice that they are too willful to be entirely trusted.




		 Winterfolk, especially those of the Steinr tradition, respect the bold directness and uncompromising nature of the briars.




Briar Images


 

[image: Marches Briar Yeoman.jpg]




[image: Wintermark Briar.JPG]Artwork by Andrea Cradduck
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Overview


The Draughir are touched by the realm of Winter, a nightmare realm of hunger and death that nonetheless possesses hidden wisdom. They are calculating, practical to the point of expediency and protective of what is theirs, but they are monstrous in appearance, and struggle with inhuman instincts.


Draughir are most comfortable in military and economic roles which give them the independence they need to make the sort of pragmatic decisions they want to take. Draughir are often drawn to positions of political power but they can find it frustrating to share power with others, if they get in the way of the draughir's ability to provide effective leadership. Draughir priests are relatively rare; while draughir can be as virtuous as any human, their pragmatic nature means they tend to prioritize solutions over principles and their virtue is often more instinctive than intellectual.



[image: Galbraith Rosencrantz.jpg]


While many take dominant roles, there are plenty of draughir who actively seek out second-in-command and lieutenant roles and they make excellent companions, attendants and right-hand henchmen - they are capable of fierce loyalty, to the right commander.


The draughir lineage is intended to appeal to players who want a character who is callous and merciless towards their enemies. Draughir are often pragmatic to the point of being brutal and are an option for anyone looking to play an emotionally hardened or otherwise unsympathetic character. The draughir give options for playing an anti-hero or misunderstood outsider, as well as a character who is “wrestling with inner demons”. It also allows a player to roleplay themes of practicality, morality and personal responsibility.


Inspirations for the draughir might include the heroes Batman or the Shadow who use fear as weapons against the criminal underclass and the comic-book villains R'as al Ghul or Magneto who do terrible things with the best of intentions. Other inspirations might include a fictionalised Vlad Dracul who does cruel things to his enemies but still thinks of himself as a protector of what is his; the Livia of I, Claudius who performs and encourages terrible acts for the greater good of the Roman people; the Bride from the Kill Bill movies; Lisbeth Salander from The Girl With The Dragon Tattoo; the Sith from the Star Wars Old Republic, Reverend Mother Gaius Helen Mohiam of the Bene Gesserit from Dune, and to a degree the morlocks of H G Wells’ novel (and perhaps the 2002 movie) The Time Machine whose desperation to survive turns them into monsters. Marisa Coulter from the Northern Lights is a great example of an often heartless character conflicted by her feelings for those she cares about.



[image: Draughir - Make only.jpg]


What they are not


		Sadistic or evil. Draughir are practical to the point of expediency, they are not innately wicked or corrupt. They are prepared to do cruel things only to achieve necessary ends, they do not delight in cruelty for its own sake.


		Undead. While draughir may often have a corpse-like appearance, they are living creatures.




Sobriquets


Wendigo, the Cold, the Wise, the Hungry, Ghul, Dread



[image: Draughir - Face Piece 2.JPG]


Iconic trappings


		Pale skin. A draughir's skin is usually pallid, pale or discoloured as if from ill health. You can use white or yellow make-up to lighten or jaundice the skin tone. You can paint  every inch of your skin bone-white, but if you do this, then avoid leaving your neck visible and unpainted, as it undermines the appearance. The alternative is to apply make-up more traditionally to lighten the skin tones and give your skin a deathly pallor, if you do this then you can blend in the make-up rather than trying to cover all visible skin.




Other trappings


[image: Vitellius.png]


		 Prominent veins. Some draughir have red or black veins that are clearly visible just beneath the surface of their pallid skin. You can use make-up to paint veins onto the skin; ideally they should be subtle and give a sense of being just visible.


		 Scarred or gouged flesh. Draughir skin is often calloused, lined or marked. The skin may appear heavily scarred or be marked with lines, cuts or cracks that run across the skin. The pictures on this page show examples of the kind of disfigurements that are appropriate. These can be achieved with make-up or using prosthetics.


		 Wrinkled skin. Draughir skin often appears aged, although this has no effect on their vitality. The skin may be mottled with liver spots and is often heavily wrinkled, especially around the eyes. Make-up can be used to enhance natural wrinkles and make them more visible, or Collodion or other prosthetics can create deeper creases in the skin.




[image: Draughir-MakeUp-Male.JPG]


		Predatory teeth. Many draughir have elongated canines. A high lineage draughir may have additional canine teeth in place of regular incisors or molars on both jaws. This look is best achieved with teeth prosthetics.


		 Hollow, deep-set eyes. Some draughir have unnaturally hollow and deep-set eyes. You can achieve this look by using makeup to darken the  eye-sockets to make them look deeper or use prosthetics to build up the brow and cheekbones to achieve a more pronounced effect.


		Predatory eyes. Draughir may have predatory eyes. Cosmetic contact lenses can be used to achieve this. The pupil should be the normal shape but the iris might be yellow or blood red.


		Clawed fingers. Draughir may have talons that replace their fingernails. These claws are never large enough to be used as a weapon. Clawed fingers should be black or bone white, with the claws short and protruding from the end of the finger where the nail bed would be. Wolverine style claws that protrude from the back of the wrist are not appropriate.




[image: Commercial Prosthetic: http://www.mostlydead.co.uk]


		Cold demeanour. Draughir might express their lineage by avoiding smiling and avoiding physical contact with others. Don't express warmth towards people and avoid talking about how you feel. Try to act as if your feelings and those of others were irrelevant and not worth comment or discussion.




Roleplaying draughir


Draughir blood influences the character of the one who possesses it. Not every draughir expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not.



[image: The Temeschwari have a reputation for being cold, and none more so than the Draughir who call this cold city their home.]Isabella de la Torre, Temeschwari


		 Draughir are cold. Draughir are not unemotional, they are capable of feeling jealous, angry, triumphant and many other emotions. But almost all draughir find it hard to experience any pleasure from the emotions of others: neither empathy nor sympathy are part of their nature. They are not naive or ignorant, they recognize and understand the emotions that others are feeling, they simply are not moved by them in any way. This makes it easy for them to disregard the feelings of others; when a village is starving to death a draughir will suggest eating the dead without a second thought, and will do it themself even if the rest of the village reacts with revulsion.




		 Draughir have a pack mentality. Draughir are usually jealously protective and possessive towards their family and friends, but tend to treat strangers and acquaintances as potential rivals and competitors. Although they rarely exhibit much genuine empathy for those close to them, they are often fiercely loyal to those under their control or those they work with. This loyalty does not express itself as sympathy but they strive to ensure that the people they protect are safe and provided for. Draughir leaders can be socially domineering, they do not consider others' feelings and they expect those they are looking after to treat them with respect and deference. 




		 Draughir are calculating. They do what it takes to stay alive. Everyone is either useful, dangerous or not a threat. Every situation advances the draughir’s aim or hinders it. If something is useful, it should be used. If something is dangerous, it should be destroyed or avoided. A draughir on a vital mission will leave a lame companion behind rather than risk slowing the group down. They’re the kind of people who are comfortable with sacrificing ten lives to save a hundred, with using disease or terror as weapons. They choose the most effective course of action without experiencing any moral qualms or scruples or letting ethical considerations get in the way. If the destruction of a village will slow an advancing army, that settlement is history.




[image: Draughir-RedEye.JPG]


		 Draughir are never satisfied. Most draughir are inveterate planners, they like to prepare for conflict and dangers. They fear being caught short and are never complacent that they will weather the storm. Any spare moments are spent trying to improve preparations and ensure sufficient resources are in place. This hunger can never be satisfied. This can be positive; they refuse to become complacent. It can also negative; they are never satisfied with what they achieve and find it impossible to relax.


		 Draughir can eat carrion. Draughir get sustenance from anything they can eat or drink, even if it would cause a normal human to become sick. They can eat rotting meat, spoiled vegetables and uncooked flesh, as well as drinking blood, stagnant water or rancid milk without ill effect. They also don’t need as much food, drink or sleep as anyone else – they can survive by eating cockroaches if they have to (as long as they get plenty of cockroaches). They’re no more resistant to poison than anyone else; this is a survival tool that also allows them to subsist on leftovers and offal while their friends and family get the stuff they need to stay healthy. They can't dispose of bodies by eating them - it takes forever to eat a human body, 180lbs of raw meat and bone, even if you don’t throw up every time you swallow a mouthful.


		 Draughir may degenerate into madness. Some draughir become increasingly preoccupied with preparing for external threats, to the point of paranoia. They rarely become delusional, but they become incapable of accepting risks and incapable of trusting people who are not a part of their circle. They will go to any lengths to protect their own and they view most outsiders as irrelevant at best, little more than lumps of meat while those that are notable all become potential threats or dangers. Lone draughir or individuals who have contact only with other draughir seem to be particularly prone to this madness, which is why most draughir seek out human company.




[image: GrimDraughir.jpg]


The blood


Draughir are as warm blooded and vital as any human, although they sometimes have corpse-like appearance. They mate and breed just like humans. While a few draughir – especially those of strong lineage – are born with clear draughir marks, others appear entirely human but undergo a transformation in later life (before they reach maturity). 


The unexpected transformation of a beloved child helps fuel the fear that many feel toward the draughir. A common belief is that people who turn to cannibalism will have draughir children, or will slowly become draughir themselves.


If draughir present themselves respectfully to the Eternals of Winter they usually respond by treating the draughir as one of their own. Draughir who present themselves as equals will be treated as a rival or a threat.



Lines of the draughir


Some draughir children are killed or given away because people fear them and what they may turn into. Lone draughir children often feel isolated, because no-one else sees the world quite the way they do. When two draughir meet they may become rivals, unless one acknowledges the other's authority, but groups of draughir are able to work together provided they have strong leadership.



		 Varushkan draughir are able to make difficult decisions, an ability that commands respect in this harsh land.


		 In Highguard, the Suns of Couros chapter of Reikos provides a safe haven for draughir, so that those who are given up, cast out, or unwanted can find refuge with others like them and pursue virtue in meditation and isolation from the world. The chapter is noted for its focus in Winter magic, its pursuit of Vigilance and Loyalty, and the ruthlessness with which it opposes the Druj and any other enemies of the Empire.


		 Also in Highguard, the people of Syrene are known to have significantly more children with draughir lineage than those in other parts of the Empire - but paradoxically these children are invariably fostered out to be raised in other chapters in Casinea.




Draughir Images



[image: ArillaCorvidae.jpg]


[image: Draughir Magister.jpg]


[image: Crowned Draughir.jpg]





[image: Urizen Draughir.jpg]


[image: Draughir Circlet.jpg]


[image: CM-140524-7241.jpg]Draughir who give in to the dark urgings of their blood become monsters.
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Overview


Changelings are touched by the realm of Summer, a realm of beauty and strength whose Eternals are potent symbols of might and majesty. They are proud, confident, individualistic people who know they are the best of the best and were born to excel at anything they turn their hands to.


Changelings prefer roles where they can take the lead or stand out. They are especially appropriate to military and political leaders, but they also make great champions and representatives for groups. Bands of changelings work well, they can regard themselves as amongst their peers and be confident of the group's abilities as a result.


The changeling lineage is intended to appeal to players who want to create proud characters who enjoy being the centre of attention. They are particularly suited to heroes: characters who lead from the front, whether bold champions who bestride the battlefield or charismatic orators taking the floor of the senate.


Changelings obviously draw on images of elves from various settings, most especially Tolkien, with characters such as Glorfindel and Fëanor. However you can also draw inspiration from deities like Thor and Marduk as well as Greek heroes such as immortal-blooded Hercules, the heroes of the Illiad and Odyssey: Hector, Paris and Achilles as well as the proud leaders Hippolyta of the Amazons, and Jason of the Argonauts. Historical figures like Alexander the Great, Henry VIII and Elizabeth I are good inspirations for individual changelings, while the Three Musketeers and Arthur's Knights of the Round Table are an excellent inspiration for a group of changelings.



[image: Angry Changeling.jpg]


Villains can also make great role models for changelings, comic book villains like Dr Doom or the Kurgen from Highlander. Any villain who likes to dominate the situation and defeat their foes by besting them rather than outwitting them possesses some of the traits of a changeling.



[image: Changeling8.png]


What changelings are not


		Fairies. Changelings include elements of traditional fae, but focus on the Tuatha-de-dannan, the lords and ladies of the fae rather than pixies, fauns, satyrs or goblins.


		Beastkin. Changelings may have the antlers of a stag or a leonine mane but these characteristics add to their human features to enhance their majesty and prowess. They are not animals; they are neither animalistic or bestial.




Sobriquets


Elf, Fae, Feyling, Knife-ears, the Proud.



Iconic trappings


Changelings usually have ears that come to a marked point and are noticeably different to human ears, with their rounded tips. They are not the long ears of the Night Elf from Warcraft or similar.



[image: Vivienne de Carsenere.jpg]


Additional Trappings


		Fey eyes. A changeling may have exotically coloured eyes. Cosmetic contact lenses can be used to achieve this. The pupil should be the normal shape but the iris can be purple, vibrant blue or bright green. 


		Spiral Markings. Changelings may develop marks on their body that resemble spirals or even intricate knotwork. These might seem to be tattoos, or birthmarks, or represent areas of raised or lowered skin. 


		Primal animal elements. Changelings may have an animal element of a lion's mane, stag's antlers or a feathered brow with eagle or swan feathers. These elements suggest power and potence; they make the character look regal by turning their brow into a crown. Changelings are not cat people, ratkin or beastfolk.
		Stag's antlers. Changelings of any gender can have stag's antlers. Antlers are specifically branching horns, rather than the goat, bull or ram horns which are the mark of a Cambion.


		Leonine mane. Hair that is swept back to give the impression of a leonine mane is appropriate for any gender of changeling. A hairpiece can also be used to achieve this effect. The goal is to appear as the king of the beasts, not a cat.


		Feathered Brow. Eagle or swan feathers on the brow line. A few feathers attached to the brow or a subtle headpiece can be used to achieve this effect. The goal is to appear as the king of the birds, not a pigeon.






		Haughty demeanour. Changelings might express their prowess and confidence by keeping their back straight and their heads up, always speaking in a clear audible tone. Avoiding contractions while speaking - saying do not instead don't or can not instead of can't help to impress the authority and importance of the changeling.





[image: Changling - Brow Feathers - Jo Perridge.jpg]


[image: King of the Forest.jpg]


[image: Changling - Feathers - Jo Perridge.jpg]


[image: Changling - Tattoo - Jo Perridge.jpg]


[image: Changling - Stag - Jo Perridge.jpg]




Roleplaying Effects


Changeling blood influences the character of the one who possesses it. Not every changeling expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not.



[image: Eliane Du Maurisol.jpg]


		Changelings are confident. They find it difficult to entertain the idea that they could fail at tasks they set their mind to. They often assume that they are the best person for a job and that their opinions are relevant. They seek out positions of authority and responsibility within groups. They are driven to achieve a degree of personal excellence that supports their view of themselves as superior, especially as a response to any apparent failure.


		Changelings are noble and bold. Around people who treat them with respect, around their friends and loved ones, they are solicitous, agreeable and gregarious. They feel a drive to take responsibility for others, to take charge, and get things done. They are not necessarily altruistic, but they often enjoy helping people if only to demonstrate that they can.


		Changelings are vain individuals. They like to stand out, and look different and love approval, adulation, and being the centre of attention. They hate being overlooked or dismissed as one of the crowd and take pains to ensure their appearance is striking and dramatic. They use their appearance to cement their image of themselves, and encourage others to see them as powerful and strong. They seek out the best clothing, the best armour and the best weapons.


		Changelings are wrathful. When thwarted, belittled, crossed or wronged they may fly into a devastating rage. These rages are like summer storms – intense but short lived. More than one changeling has lost control of their emotions and done something that changes their life forever in the grip of a sudden rage. Any changeling who is exposed to a roleplaying effect that creates fear or doubt can respond by becoming angry instead.


		 Changelings may degenerate into madness. Some changelings become increasingly arrogant to the point of egomania. They treat others as if they are lesser creatures. They believe themselves to be stronger or wiser than they actually are, and brush aside anything that disagrees with that. They expect others to give them respect or obey them without earning that respect or obedience. They can become so blunt that they offend anyone they speak to, assuming that others will listen to what they say automatically just because of who and what they are.




[image: Aife is a navarr Vate fascinated by her otherworldly ancestry.]Strength and confidence are in the blood.


The blood


Although changelings are still mortals, they tend to be healthy and live a little longer than their neighbours (assuming they avoid accidents or malice). Changelings tend to remain vital and spry and keep their wits until the end of their life.


Changeling blood tends to exaggerate the traits of the individual. A delicate noble flower will be more delicate, more lithe, more subtle. The coarse labourer or warrior will be more solid. more muscular, more physical. The lineage can lie dormant in the blood for a generation or two, then rear its head without warning. Some human families have a history of producing changeling children, and if both parents are from such families, the likelihood increases. 


Some changelings talk of spending time in the Realm of Summer as prisoners, guests or even consorts of Eternals. Over the course of the timeless days spent in the Realm, humans may be slowly transformed into changelings. There is a suspicion in some quarters that the food and drink of the Eternals of Summer is responsible for this change, though it is likely due to the nature of the realm itself rather than any specific element of it.


The Eternals of Summer expect their lineaged relatives to be strong and confident. A changeling will have to act the part to be taken seriously by them but they’ll treat them as an equal if they do so.





[image: Changling - Little Horns - Jo Perridge.jpg]




[image: Changling - Jo Perridge.jpg]




[image: Changling - Ears - Jo Perridge.jpg]




[image: WintermarkChangeling.jpg]





Lines of the Changelings


		Some noble houses of Dawn only accept changelings into their ranks. They epitomize the Summer lineage beautifully; confidence bordering on arrogance, and a boldness bordering on brash.




		The unveiled of Highguard include a fair few changelings, who cut off their ear tips, horns and manes to publicly demonstrate that they have renounced their heritage.




		Changeling wardens have a reputation as reckless monster hunters in Varushka as part of the Company of the White Stag.




		Changeling blood is a sign of good luck in Wintermark where "sharp ears" is considered a compliment.




Changeling Images



[image: Relaxed Changeling.jpg]


[image: Changeling are noble and bold.]


[image: The spiral designs and antlers announce this Freeborn hakima is proud of her lineage.]


[image: Dawn Witch.jpg]


[image: Feathered Brow.jpg]





[image: Changelings are considered especially favoured in Wintermark.]


[image: This changeling is young, but already displays the pride and confidence that are a mark of her heritage.]


[image: Lady Seraphan Ro'hare.jpg]


[image: Changelings are confident and full of swagger.]


[image: Leather over chain.jpg]





[image: Heavy Antlers.jpg]


[image: Changelings can be filled with unrelenting self-confidence.]


[image: Varushka Changeling Warden.jpg]








Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Changeling&oldid=64372"

	    
	  

        


Courage

		
			Religion

		The Empire




	      
	  
	    
            
              Courage 


	      	      		Empire/

 		Empire overview/

 		Religious Skills/

 Courage


	                  


	  


  
	  
	    [image: ChildPrimer2.jpg]From A Children's Primer of the Way


Contents




		1 The Path of Courage

		1.1 Guidance on the Path








		2 Paragons and Exemplars


		3 Symbols of Courage


		4 Further Reading

		4.1 The Seven Virtues


		4.2 Religion














The Path of Courage


Courage is a popular virtue amongst the soldiers of the Empire who must face bloodthirsty foes and the spectre of death. However, the Virtue of Courage has lessons for those in all walks of life. Courage calls for citizens to stand firm in the face of all that would cause them to falter. The senator whose conscience compels them to vote against the populist measure; the proud leader who must face the shame of a secret exposed; the general who must pass on ill news to their people – all of these must draw on the Virtue of Courage in their time of trial. It is easy for many citizens to pay lip service to the Virtue of Courage but harder to cling to when the challenge finally comes.



Guidance on the Path


Through meditation on the auras of Courage, and study of the lives of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distil this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



		 The Virtuous face unwelcome truths as boldly as any barbarian charge.


		 Do not fear to act; only be shamed by inaction.


		 Cleave to what you know is true, even where others wish you to doubt.


		 Never accept defeat; adapt your strategy and try anew.


		 Despise cowardice which steers the spirit to weakness and inaction.




'I shall despise the cowardice that steers me to weakness and inaction. I shall face unwelcome truth as boldly as any barbarian charge. I shall not fear to act; only be shamed by inaction. I shall never accept defeat; I shall adapt my strategy and try again. I shall cleave to what I know to be true even when others wish me to doubt.'


A Highborn Litany of Courage


Paragons and Exemplars


Recognised paragons and exemplars of Courage include:



		 The oldest recorded paragon, Korl, whose legendary learned the secrets of metal in the darkest places of the world and used them to craft the first axe, with which he drove back the dark forest and slew the beasts who dwelt within.


		 The exemplar Permion of the Highborn who opposed the wicked power of the corrupt Patrician’s Council and empowered the Assembly of the Virtuous in its place.


		 The exemplar Gilda Ashwine of Dawn whose fortitude and commitment freed her family and brought down the corrupt earl who had enslaved them.


		 The exemplar Inga Tarn of Wintermark whose fearlessness and forthrightness inspired generations to seize the opportunities life presents.




Symbols of Courage


Common symbols of Courage across the Empire are those associated with the iconic tools or weapons of favoured paragons and exemplars. One of the most common and prevalent is the axe. This is symbolic of the axe created by Korl as both a weapon and a tool with which to tame the wilderness and overcome obstacles. Axes and hatchets are popular weapons among priests and pilgrims dedicated to the path of Courage for this reason. The hammer, the iconic weapon of Inga Tarn is likewise favoured as a weapon by pilgrims, and is especially popular among those dedicated to Courage in the southern Empire especially the Marches - a common saying is that a pilgrim in the south is much more likely to encounter problems that can be solved with a hammer than with an axe.


In Wintermark, courage is often signified by a jackdaw, while in Varushka the virtue is associated with the strength of the boar and the bear. Jotra, the Rune of Battle which represents challenges to be overcome, is used by some magicians as a symbol of Courage.


Those who take a less martial approach to the virtue use the Blue Rose as a symbol, in honour of Gilda Ashwine. During the Spring flower festival celebrated by the urizen by contrast, crimson and scarlet blossoms are associated with this virtue, perhaps representing shed blood.



Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Courage here.


		 You can learn about the skills that priests can use to support the virtue of Courage here.
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 The Path of Ambition


Though many citizens associate the Virtue of Ambition with an eye on a senator’s seat or even the Imperial Throne, this path embraces many subtler expressions also. The artisan who aspires to create something never before seen; the merchant who strives to be wealthier than any other; the youth who aspires to forbidden love – all may be guided by Ambition to turn their dreams to reality. There are as many Ambitions as there are citizens who can dream of them, though not all possess the strength of purpose, character and will to pursue the Path of Ambition to its fullest, for the cost of doing so is often high.



 Guidance on the Path


Through meditation on the auras of Ambition, and study of the lives of paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



		 Aim high; pursue your dreams; nothing is beyond your grasp.



		 Even the most impenetrable forest may fall one tree at a time.



		 Consequences are the price of Ambition; no price is too high to realise your dreams.



		 It is better, by far, to try and fail, than fail to try.



		 Despise the weakness that comes from pettiness and lack of vision.






 Paragons and Exemplars


Recognised paragons and exemplars of Ambition include:



		 The paragon Tian, who legend claims ascended the highest mountain in all creation to steal fire from the sun.


		 The paragon Aldones di Sarvos, one of the founders of the League.


		 The exemplar Atuman of the Highborn, who lead his people to the shores of Highguard.


		 The exemplar Adelmar the Lion, founder of the School of Arms and an inspiration to weapon masters throughout the Empire.





 Symbols, icons and trappings


The path of Ambition has many symbols and icons across the Empire, but one of the most common and prevalent is flame. This is not only symbolic of Tian’s quest to steal the fire of the sun, but fire possesses many of the qualities of purest ambition. It is ever hungry and never satisfied, for the moment it is satisfied, it dies. Some pilgrims of Ambition even go as far as to burn a brand on their arm or hand in recognition of the price Tian paid or as a reminder of how dangerous Ambition can be.


More mystically inclined individuals point to the Wintermark rune Naeve, which represents hunger, as a symbol of Ambition.



 Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Ambition here.


		 You can learn about the skills that priests can use to spread the virtue of Ambition here.
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The Path of Loyalty


It is easy for citizens to claim Loyalty but, as with many of the virtues, its proof lies in the testing. For those that claim to be loyal, or to inspire Loyalty, all may seem well in times of peace and prosperity. It is in hardship, when errors are made, that temptation arises, if not to betray, but to doubt and undermine. Time and again, history has shown that when Loyalty is needed most, it is most scarce. The Empire stands on the foundation of the Loyalty of its citizens. If they be not loyal, then the Empire surely cannot stand. Day-to-day loyalty is seen in the student to their teacher, in the soldier to their commander, between lovers and spouses, and between the citizens and the Empire.



Guidance on the Path


Through meditation on the auras of Loyalty, and study of the paragons and exemplars, the priests of the Way have gleaned insight into the heart of the virtue and how best to pursue it. There are collections of parables, tales, sayings and teachings that distill this for Imperial citizens to learn from. The following are a handful of teachings and sayings deemed to be essential to understanding the path:



		 Know your heart and what commands its devotion above all else.


		 Even the wicked can be loyal when times are prosperous and judgements are unfailing; the truly virtuous are loyal even through hardship and misfortune.


		 Loyalty is not displayed by words or deeds alone, but by the unity of both.


		 The Virtuous build up their fellows; they do not tear them down.


		 Despise treachery; even the strongest may err, but deceivers will lie again.




Paragons and Exemplars


Identifying the paragons and exemplars of Loyalty has taxed the theologians of the Synod and the Highborn before them for they rarely act alone. Furthermore, in some incarnations the paragons and exemplars inspire great Loyalty; in others, they demonstrate exceptional Loyalty to another. 
Recognised paragons of Loyalty include:



		 The Marked.




Recognised exemplars of Loyalty include:



		 Lady Elayne Silverlark of Dawn.


		 Bolstering Bill, a character generally believed to have been a Marcher - if he existed at all - who appears in a number of comic songs, stories and poems in various parts of the Empire. He (or very occasionally, she) is presented as a simple yet well-meaning soldier, usually wielding a polearm, whose companions encounter any number of amusing or hair-raising scrapes and who survive or triumph with the aid of their companion, Bill combines good humour, honest camaraderie and more than a little tough love with an absolute commitment to never leaving a friend behind. While the truth behind these tales is contested, the character of Bolstering Bill is often considered to be an exemplar of Loyalty. Even the critics of the Bolstering Bill stories note that it is likely that many of them recount the adventures of real people, and have simply been ascribed to Bolstering Bill by later generations of storytellers to make them more accessible to their audiences. (see also the Good Neighbour, a polearm occasionally called a Bolstering Bill).


		 Cora Holdfast, a Navarri Brand (and later guide) who was instrumental in establishing the Anvil Hospital and the Imperial School of Medicine. Her no-nonsense approach to the problems she found in Anvil in the aftermath of Empress Britta's death made her a powerful agent of change, and where a challenge was greater than she could handle, she organised others to join her. After her account of a traumatic Pure Liao Vision, she attracted pilgrims of Loyalty faced with hard choices. She was murdered only a few years into this work, but her work lives on at her Inspirational Shrine at High Chalcis.




One figure whose status is somewhat unclear is Ruth of the Seven Stars - a paragon of Loyalty in pre-Imperial Highguard, possibly recognised as an exemplar in 82YE, but who has never been officially included on lists of inspirational figurs.



Symbols of Loyalty


The Path of Loyalty has many symbols across the Empire, but one of the more common is a chain. This symbolises not only the humble origins of the earliest paragon as a slave, but is composed of single links given length, strength and purpose by being inextricably linked to others. Along similar lines, a rope of many strands is a common symbol. Some priests and pilgrims dedicated to this path wear chains around their necks, or either a chain or rope around their waist indicating their ties. Although the exact description of the slave tattoos of the Marked is lost to time, several priests and pilgrims will be tattooed, often with some reference – obvious, oblique or symbolic – to that which holds their Loyalty.


The chain and the rope are sometimes a matter of contention for the Preachers of the Imperial Orcs, being too closely representative of the slavery they and their ancestors endured at the hands of the Empire. Some have adopted the horse (especially the horse skull) to represent Loyalty, while others favour the clasped hands (a common expression of respect between individuals).


In the League, the ring is a strong symbol of Loyalty, tied inextricably as it is to both  custom and hearth magic. indeed gifts of rings have become a powerful symbol of Loyalty throughout the Empire, and are often used as part of a ceremony where someone undertakes an obligation for another, or as a part of marriage vows. Interlinked rings - usually two but sometimes three (especially in Wintermark and the Brass Coast), or seven - represent bonds between individuals in a similar fashion.


In Navarr, thorns are sometimes used as a symbol of Loyalty, and the blood they shed is seen as a reminder of the price of sacrifice (an idea that many Navarr consider to be closely tied to the virtue as well as to their own nation's history). Thorny briars are a common feature of the tattoos used to mark oaths.


In Wintermark, the hawk and the falcon are symbols of Loyalty, while in Varushka the virtue is associated with the hound. Some magicians use the rune Lann, which represents equitable bargains, to symbolise Loyalty.


Some Urizen point to the astronomantic constellations of the Chain and the Three Sisters as manifestations of this virtue - albeit with different, nuanced interpretations. During their Spring festival, they represent Loyalty with blue flowers.



It is more shameful to distrust your friends than to be deceived by them.




Further Reading


		 You can learn about the various spiritual roleplaying effects created by priests dedicated to Loyalty here.


		 You can learn about the skills that priests can use to support the virtue of Loyalty here.
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 Overview


The constellations have been known since time immemorial – they figure, largely unchanged from their present forms, on some of the oldest buildings and artifacts in the world. Many magicians – especially those of Urizen – believe them to be a map or chart of the powers of the world reflected above – as if the sky were a great dark lake and reflected on its surface was the means to understand, control and manipulate the forces of nature. 


At its core, astronomancy is a magical tradition that involves identifying patterns in the stars associated with fundamental magical and natural laws, and drawing power from them to fuel ritual magic. These patterns - the constellations - are held by many astronomancers to be the same tools the Creator used to forge Creation. Like the runes and the narrative principles of dramaturgy, Astronomancy is a means of placing magic in context and understanding it. 



[image: The Night Sky (Constellation)]


 Invocation and Command


The stars are handles – physical ways to grab the force of magic. Nobody in the Empire imagines The Stork is an actual stork. That arrangement of stars you can see in the sky is the way it is to represent one of the primal powers of creation; by using that imagery and incorporating it into your rituals, you are tapping into that primal power and associating your ritual with it. 


Astronomancers believe that the sky is limitless, and so are the powers it represents; the constellations known and codified by the Empire are merely the tip of the iceberg. Every star is part of a constellation and every constellation is a representation of a cosmic principle, a natural force or a universal power. The codified ones are simply those whose meaning and purpose is clearly understood; there exist many more to discover, comprehend and codify. Every Astronomancer dreams of naming a new constellation and adding them to the great catalogue. 


Using the constellations the easy way, an Astronomancer can draw the design on an implement or artifact, arrange things or people to recreate the design below (such as standing your ritualists in the shape of The Fountain or The Chain) or simply invoke them during a ritual to shine favourably or unfavourably upon the outcome or a specified target. By naming propitious stars to someone you could bless or curse them. 



 As Above, So Below


Astronomancers firmly believe that echoing the structure of the constellations strongly influences the environment – it is not uncommon to find an Urizen spire's encampments laid out in the form of The Net, or Astronomancer’s chambers arranged specifically to evoke a particular constellation.



 Tulpas


The constellations are not sentient or sapient in any meaningful way – they are symbols of potentiality, emblems of cosmic forces ill-understood by the Empire’s magicians. But sometimes during a ritual, a combination of the existence of the constellation, coupled with the efforts of the magician, will cause the manifestation of a Tulpa. These are thought-forms; concepts and ideas given form by magical will and the motive power of the Constellation. 


Tulpas are curious creatures – constructs of will and magic that make it easier to form a connection between the constellation and mortal magicians. The process by which a Tulpa forms and manifests is structurally and magically very similar indeed to the process by which a national Egregore is formed; some Astronomancers view them perhaps as the understandable face of principles too vast and alien for our minds to clearly understand. As the Varushkan Egregore sometimes represents a way for magicians to understand what it means to be Varushkan, to interact with the soul of a nation in a meaningful way, so Tulpas of the Claw allow a magician to interact with the principle of conflict between living things.



[image: The Night Sky (Illus.)]


They are bridges, formed by magicians to connect them to these potent principles. Essentially the magician gives the magic a physical form or a spiritual form that is easier for mortal minds to interact with. In a real sense, if the magician were not doing the ritual the Tulpa would not exist - it is like a combination of the cosmic principle and the ritual itself. It exists from moment to moment at the point where magicians work magic using it. Through the principles of Astronomancy, the tulpa allows magicians to connect to the power of the constellations; they are not entities in the way the eternals are entities; the Urizen in particular describe them as being much more like cosmic ushabti.


Whilst Tulpas traditionally form their own bodies, astronomancers who are deeply aligned with a constellation during a working sometimes experience what they describe as “brushing by” or "alignment" with a Tulpa. The ritualist’s mind brushes the consciousness of a Tulpa during a ritual and the ritualist finds themselves behaving in a way which personifies or exemplifies the principle of the Constellation. The ritualist does not lose control or consciousness, they remains in control of their own actions; but all factors to do with the constellation are amplified.



 Constellations


There are eighteen constellations recognised by Imperial astronomancers, from which they can draw power.




 Constellations of Astronomancy


		Constellation 
		 The Law 
		 Common magic




		The Chain
		Things hold together
		Bonds, oaths




		The Chalice
		Things heal; things apart come together
		healing, mending, connections




		The Claw
		Things bleed
		Battle, destruction, violence




		The Door
		Things move and change
		transport, travel, personal transformation




		The Drowned Man
		Things end
		Curses, misfortune, ending




		The Fountain
		Things live
		Growth, fertility, foundations




		The Great Wyrm
		Things change and transform
		magic, grand transformation




		The Key
		Things are revealed
		scrying, opening, skills




		The Lock
		Things can be hidden
		wards, defence, concealment




		The Mountain
		Things are not easy
		obstacles, effort, trials




		The Oak
		Things endure
		strength, endurance, fortitude




		The Phoenix
		Things learn
		knowledge




		The Spider
		Things are watched by a hidden eye
		hidden forces, eternals, sovereigns




		The Stallion
		Things procreate
		fertility, growth, wealth




		The Stork
		Things matter
		decisions, responsibility, leadership




		The Web
		Things are connected
		relationships, synchronicity, sympathy




		The Three Sisters
		Things are connected by blood
		consequences, ties of blood, sorrow




		The Wanderer
		Things are not what you think or Things go awry
		destiny, fate, chance





In each case, the common magic mentioned is just a starting point or summary. The individual pages for each constellation contain a lot more information about the use of a constellation in ritual magic or spellcasting.



 Further Reading


		 Traditions
		 Astronomancy


		 Blood Magic


		 Dramaturgy


		 Rune Magic


		 Music of the Spheres.







		 Ritual Theory


		 Spellcasting





This selection of articles can be downloaded as a PDF book (or as html only)







Retrieved from "http://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Astronomancy&oldid=46859"

	  

        


Ritual_theory

		
			Magic Theory

		Magic

		Rules




	      
	  
	    
            
              Ritual theory 


	      	      		Empire/

 		Magic/

 Ritual theory


	                  


	  


  
	  
	    Contents




		1 Overview


		2 Resonance and Dissonance


		3 Laws

		3.1 The Law of Intent


		3.2 The Law of Presence


		3.3 The Law of Dominion


		3.4 The Law of Bonds


		3.5 The Law of Scale


		3.6 The Law of Transience


		3.7 The Law of Synergy


		3.8 The Law of Boundaries


		3.9 The Law of Essence








		4 Limits

		4.1 Restore Life


		4.2 Resist Effects


		4.3 Mind Control


		4.4 Conjuring


		4.5 Teleportation


		4.6 Invisibility


		4.7 Enchant Bourse Resources


		4.8 Supernatural Effects


		4.9 Divination


		4.10 Army Movement








		5 The Role of Eternals

		5.1 Agreement


		5.2 Eternal Nature


		5.3 Communication


		5.4 Response


		5.5 Rituals that deal with Eternals








		6 Further Reading








Overview


Imperial magicians who have studied the lore of the realms can use mana crystals to manipulate a realm to create magic effects. The most effective way to do this is to master one or more of the formulaic rituals that are part of Imperial lore, but the outcome of these rituals is fixed. If a magician wishes to achieve an entirely new effect, something not contained in Imperial lore, then they will need to prepare an arcane projection to create the spontaneous ritual effect.


A good understanding of the theory of ritual magic is essential for creating effective spontaneous magic. There are the known laws of magic that govern the rules by which it operates, as well as its limits and the role of eternals in magic. This page summarizes common Imperial knowledge about the power of the realms.



Resonance and Dissonance


Ritual magic is not limitless in scope and there are a number of fundamental laws that are common to all the realms, and certain limits that it cannot easily overcome. In addition to this, each of the six realms (Spring, Summer, Autumn, Winter, Day and Night) have strengths and weaknesses, often referred to as resonance and dissonance. Where a realm is resonant with a theme, rituals that produce that outcome are easier to cast using that realm than any other. For example, the Spring Realm is resonant with healing magic, so rituals that heal the wounded are easier to perform using the Spring realm than any other realm.


Where a realm is dissonant with a theme, then it is much harder to create a ritual effect that produces that outcome, if it is even possible. For example, the Autumn realm is dissonant with healing magic, it can repair broken items and damaged buildings, but it has almost no ability at all to heal the wounded.



Laws


The Law of Intent


Sometimes called the first law of magic, the Law of Intent stipulates that a formulaic ritual can achieve only what the ritual was designed to do. Many magicians claim it is called formulaic magic for this very reason. The ability of Rivers of Gold to enhance the production of a business by 180 rings is the fundamental intent of the ritual. It is not possible to perform the ritual on a mine or a farm, nor to cast it with more mana crystals to get more money. The ritual can only be performed exactly as it was originally intended when it was formulated.


At first glance, spontaneous magic appears to offer a more flexible alternative, but the truth is that it is no more flexible than formulaic magic and often less so. Some variations can be part of a formulaic ritual, if the ritual is designed and constructed that way. When a magician creates a ritual projection to create a spontaneous effect, they must specify the intent of the ritual as exactly as possible. This can be much more demanding than an equivalent formulaic ritual - for example an arcane projection to divine the properties of a magical item would be useful only for that magical item.



The Law of Presence


The magic of the realms is most effective on things that are present, and creating effects at range is much more difficult. Common spells such as weakness, or heal require the caster to be close enough to touch the target or else use an implement to deliver the spell. Ritual magic can overcome this limitation but only by drawing on other laws of magic to supplant the Law of Presence.



The Law of Dominion


The Law of Dominion is an important way to overcome the limitations of the Law of Presence when performing ritual magic. Authority over somebody or something creates a magical link that flows from the being with power to the subject of their authority. A general with command of an army, or any Imperial citizen who owns their own personal resource are both effective examples of the Law of Dominion.


A common use for this law allows rituals that are designed to enhance the production of a resource can be cast at Anvil provided the owner of the resource is present. Likewise a general can be used as to provide an arcane connection to the army they command, regardless of the distance. The Imperial regio is the most powerful expression of this law, providing as it does an arcane connection to every territory in the world that falls under the dominion of the Empire.



The Law of Bonds


The create bond spell commonly creates a magical link between an individual and their items. Such links are essential in most cases if the owner is to make use of the item, but they also come with a known risk. Magicians have created formulaic rituals that use the Law of Bonds, the link between the item and its bonded owner to affect the target (usually with a curse) even when they are not present.


Similar bonds are created between an individual and a band to which they belong. These bonds can also be used in formulaic rituals that try to employ the Law of Synergy to affect more than one target. Where a ritual has the right intent, it is possible to use the Law of Bonds to affect multiple band members present with a single casting.



The Law of Scale


Magical rituals operate on a natural scale, a size at which they are most effective. Although it is possible to reduce the magnitude of these rituals by making them less potent, doing so provides rapidly diminishing returns. Often there is a minimum threshold beneath which the magic simply stops working altogether.


For example, the 150 magnitude ritual Quickening Cold Meat calls a thousand spirits from the Winter realm to inhabit nearby corpses. An identical formulaic ritual to call forth only five hundred spirits might only be magnitude 140.


The natural scale for a ritual is usually set by the nature of the intended target. Rituals that target individuals or groups are much lower magnitude than rituals that target an army. The Law of Scale makes it increasingly difficult to create a ritual that affects an Imperial army that is lower than magnitude 70.


Magicians are usually more interested in creating more powerful versions of existing rituals, making them more potent or longer lasting. While this is always possible, similar penalties apply when attempting to exceed the natural scale of a ritual. A ritual that grants someone two ranks of endurance is always more than twice the magnitude of a ritual that grants a single rank.



The Law of Transience


The natural duration of most enchantments is a season. It is possible to create enchantments that last for longer than this time, but the difficulty and magnitude of the ritual rises exponentially as the duration increases. One of the few exceptions to this are the rituals developed by Marcher landskeepers to improve the productivity of farms. A year is the natural cycle of any farm, which is what allows the rituals to span this duration without becoming infeasible.


Enchantments with shorter duration are eminently possible, and are usually easier to create than an equivalent ritual that would 
last a season. However the difference is much less than might otherwise be expected, an enchantment that lasts only a day can be easily two thirds the cost of one that lasts three months. There are two common exceptions to this rule - both curses and effects that conceal (primarily found in the Night realm) regularly have a year duration. While it is possible to create enchantments that last for a year, they are significantly more expensive than those which last for only a season. 


Only the inclusion of ilium in a ritual allows it to exceed this natural limitation of magic.



The Law of Synergy


The best way to make formulaic rituals more effective is to perform them on multiple targets at the same time. Rituals designed to take advantage of the Law of Synergy allow the ritualists to perform a single ritual that will affect more than one target for less than the cost to perform each individual ritual. The limits of the power that can be achieved using the Law of Synergy are thus set by the skill of the magicians attempting the ritual, rather than the inherent magnitude of the ritual.


The Law of Synergy often needs to be combined with the Law of Bonds to work effectively. Many formulaic rituals are designed so that they can be cast on members of the same banner, sect, or coven.


It is not possible to use the Law of Synergy with spontaneous magic. It is possible to create a spontaneous effect that covers a fixed number of targets, but you can cannot make an arcane projection for an effect whose magnitude changes the more targets you add in. Only a formulaic ritual is sufficiently complete to allow the flexibility to affect a variable number of targets and take advantage of the Law of Synergy in this way.



The Law of Boundaries


Non-magicians are sometimes surprised that the boundaries drawn on maps can have an effect on magic. In practice is it more the case that the things that affect where territory and region boundaries are drawn, the course of a river, the eaves of a forest, or a range of mountains also affect magic.


Powerful formulaic rituals that target a wide area are often limited in their extent to a single region or territory. The power of the magic is constrained by these natural boundaries limiting its extent. The Law of Boundaries can also be important when combined with the Law of Synergy. The resources owned by Imperial citizens have an intrinsic connection with the territory they are situated in and it is often possible to use this link to create formulaic rituals that target one or more resources in a territory.



The Law of Essence


Everything that exists in the realms or in the mortal world has an essence, a set of essential qualities that make it what it is. Magic can relatively easily change the accidental properties of a thing, but the more fundamental the qualities of something are, the harder they are to change. For example, Spring magic can be used to heal an individual preternaturally quickly, provided that their wounds have been tended and they would have recovered anyway. It cannot heal a traumatic wound, because it is not in the nature of such wounds to naturally recover in time.


The Law of Essence is particularly important for some Night magic rituals that create a glamour to change the accidental properties of something but not the essence, but it is also important in other realms. Powerful magicians can influence chance, make things stronger or weaker, but they cannot make something do something completely outside its nature. They cannot make water burn, or stone float in the air, they cannot make a person fly or create a rain of fire. The Law of Essence is relevant in spellcasting as well - the operate portal cantrip targets a structure whose essential nature is that of a portal or gate. It won't affect any structure or object that doesn't have these essential qualities.



Limits


Restore Life


The Spring realm is powerfully resonant with healing magic, but no Imperial magician has ever been able to create a ritual that restores life to the dead. Some Winter magics allow a magician to contact the recently departed, or even summon back a shade that can be questioned, but like the Spring realm it appears to be powerless to help those who have passed on. In Empire, once a person dies, they are dead for good.


Many magicians have spent their entire lifetime searching for ways to cheat death. None have ever found a way to restore the dead to life, but a few have found ways to cheat death, or at least postpone it for a while. Although there are no rituals of this kind in Imperial lore at this time, anything like this would definitely need to be cast on the target while they were still alive.


There are rituals that allow a magician to give a semblance of life to a corpse, the most famous of which is Quickening Cold Meat. However these rituals work by conjuring creatures from the realms, usually drudges, to inhabit the corpse and cause it to move. The Winter realm has a strong affinity for magic involving dead bodies, but rituals of this kind make use of the body to house a spirit of the realm, they do not restore the body to life in anyway.



Resist Effects


It is possible to use the Winter realm to create wards that harm those who cross them, and Night magic can hide the true nature of something, but beyond this there are few if any rituals that can offer protection to a subject. No magician has ever been able to create a ritual that allows the subject to resist a magical effect such as that caused by the repel spell. Nor is it possible to use ritual magic to make a subject immune to the blows of swords, bows, or other weapons. There are many rituals that make a subject stronger, allowing them to suffer more such blows before they are defeated, but none that make it so that the subject can resist or otherwise ignore the effect.



Mind Control


Many rituals create powerful emotions, feelings, or sensations in those that experience the effects, either as a side effect of the magic or as the main purpose such as The Chamber of Pallas. These rituals can have a powerful effect on those that encounter them, but all serious magicians agree that the nature of the target's response is fundamentally set by them, not by the magician who performed the ritual. Magic is simply not powerful enough to control the mind of another living being, forcing it to act as the ritualist desires.


Of course there are ways to use magic to control your enemies, using it to threaten, cajole and coerce people. However these methods are not intrinsically more reliable or powerful than a threat of violence. Skilled magicians can use ritual magic very effectively to influence others, but they cannot control them.


In the same way, magic cannot compel someone to speak the truth, and it cannot read minds. This means that there is no effective "truth detection" magic in the Empire. It is possible to create an urge to be forthright or plain speaking, but it is not even possible to create a roleplaying effect that makes a character want to speak the truth.



Conjuring


It is not possible to use ritual magic to force another being to appear before you, either a mortal or an inhabitant of the realms. There are Autumn rituals that allow you to send communications to another being, such as Call Winged Messenger, but the target is free to respond as they chose. They are under no compulsion to respond and they would need to use methods of their own to appear if they were far distant at the time.


Likewise, there are rituals that allow you to contact certain named eternals, such as Swim Leviathan's Depth. Some of these rituals create an opportunity to meet with the being at a regio later. Almost always, the eternal will appear as requested, but it is well understood that the ritual itself does not compel the being to appear, rather it is the nature of the eternal that causes them to act like that. Having long ago agreed to respond if called, they are bound to do so for all time by their nature, not by the ritual itself.


It is possible to create rituals that request or invite inhabitants of a realm to enter the mortal world, albeit only with their agreement, but it is not possible to summon them.



Teleportation


It is possible for magicians and others to move from the mortal world to a regio, but they cannot travel on from there, they must return to the mortal world through the same door they entered by. It is not possible to move onwards from a regio, nor to re-enter the mortal world in a different location. This limitation is a fundamental restriction of magic of the realms - it cannot convey a magician from one place to another.


A ritual like Call Winged Messenger will convey a message to a target, but this ritual works by literally summoning a winged messenger from the Autumn realm to carry the message. It takes time for the message to reach the target, it does not travel instantly.


Interestingly this limitation is violated by the power of the Sentinel Gate. The Gate is a magical item, and as such it is a thing of the mortal world only and does not draw on the power of the realms. Whether it is this that allows it to exceed the limits of ritual magic is unknown, but certainly all attempts to reproduce the power of the Gate using ritual magic have always failed.



Invisibility


Although Varushkan folk lore is replete with stories of wolves that are invisible, undetectable to the mortal eye, most magicians consider these tales fit only for a child. There have been countless attempts to use Night magic to render an individual invisible, but none have ever succeeded. The Night realm can mask a thing, change its shape or appearance, but it always leaves something in its place. There is no realm that can be used to make something invisible.


Although Night magic resonates with glamours that change the physical appearance of something, as well as rituals designed to baffle and divinations it cannot hide itself. If an army is enchanted with a Night ritual to conceal it then a divination like The Eye of the High Places that is lower magnitude than the shroud will still reveal that there is a Night enchantment in place. Similarly it is not possible to use Night magic to baffle a ritual divination so completely that it returns the wrong answer.



Enchant Bourse Resources


Mithril, white granite, weirwood and ilium are the most precious resources found anywhere in the Empire, so valuable that control of known deposits is closely regulated by the Imperial Bourse. Countless attempts have been made over the centuries to develop ritual magic that can increase the production of these resources, but all have failed. Even attempts to scry for unworked deposits have proved unsuccessful.


Urizen magicians who have studied the problem for many years have concluded that materials of this kind have a degree of raw magical power inherent in them. This power appears to be a fundamental part of the mortal world, rather than having any connection with the realms. When the materials are in their unworked state waiting to be harvested, they create an interference that confounds any attempts to use the magic of the realms to locate or gather it. Sadly this natural resistance to magic is largely lost when the materials are removed and refined or processed.


So potent is this natural effect, that it has on occasion proved useful. The deposits of white granite in the Brilliant Shore were discovered centuries ago by a young icewalker who took shelter in the area while the region was assailed by a magical storm conjured by the Thule. When the magician noticed that the storm passed over the cave where they were sheltering, they realized that something in the area must be weakening the curse. Further investigation of the cave discovered the white granite deposits, and provided the Wintermark people with a valuable resource.



Supernatural Effects


Magicians can use the magic of the realms to change the mortal world, but it has an inherent tendency to resist this change. The more unnatural the change, the greater the resistance. One way that a magician can create a completely unnatural effect is to bring some force or object from the realms into the mortal world. Powerful rituals like Quickening Cold Meat summon Winter spirits to inhabit corpses so that they follow the magicians' will. The fortress "created" by Frozen Citadel of Cathan Canae is in fact one of the many that exists in the Summer realm and the ritual brings it into the mortal realm for a season.


Experienced magicians appreciate that the best approach is to create magical effects that work with the essential nature of the target rather than trying to create something unnatural. If a magician wishes to burn a forest down, it is infinitely easier to create a forest fire than it is to create a rain of fire.



Divination


Normal divination rituals use the power of the realms to glean useful information. The Day realm with its emphasis on predictability, facts and figures, provides measurements and known quantities. Divinations in other realms are usually similar, providing specific information of interest to that realm, such as the Autumn ritual Ties that Bind which lets a magician discover details about a bonded item they have an intimate connection with.


Divinations of the Night realm are unusual because the disordered chaotic nature of this realm means that divinations that draw upon it tend to provide unpredictable answers. Responses are often in the form of riddles and symbolic visions, as in the Signs and Portents ritual. These rituals tend to provide secrets and mysteries, or at least omens of them, as they have been detected by the Night realm. The realm itself makes no attempt to understand or prioritize these secrets, it only perpetuates them.


In neither case is it possible to create a ritual that asks a question of the realm itself. The realms are not sentient and they cannot analyse information to provide conclusions, opinions, or judgements The only way to create such a ritual is by involving an eternal of that realm. There is only one such ritual currently in Imperial lore; Swim Leviathan's Depths asks Leviathan to answer a specific question. Leviathan will answer the question, but can only do so based on the knowledge it has. Involving a sentient agent in this way makes it possible to achieve something that would not normally be possible; but at the risk of Leviathan not knowing the answer or even simply being wrong.


Arcane projections for spontaneous divination effects must specify very precisely the information that is wanted and the subject of the divination. Such projections cannot be used to glean other information or even be cast on a different subject. Only formulaic magic possesses this degree of flexibility. For example, it is easy to make an arcane projection that determines information about the history of a specific item; it is not possible to create an arcane projection that lets the ritualist perform that spontaneous effect on any item.


Divinations that deal with esoteric information are likely to only ever exist as spontaneous magic that targets a specific named item - one where we can be confident the desired information exists. Likewise it is only ever possible to use divination magic to gain information the referees have reliable access to.



Army Movement


It is not possible to curse a territory so as to impede army or navy movement in any way. This cannot, for example, stop an army or navy moving into, out, or through a territory, nor restrict how far armies can move if they start in or move through that territory.



The Role of Eternals


A number of formulaic rituals in Imperial lore carry the name of an eternal indicating that they involve the active co-operation of that creature. All eternals are sentient and able to communicate - in a way that the realms fundamentally are not. A formulaic ritual or spontaneous effect that involves an eternal allows magicians to perform magic with the active assistance of an intelligent power of the realm, rather than simply drawing on the realm's natural resonance. This cooperation allows magicians to create an effect that can exceed the normal limits of magic, so such rituals are especially valuable.


Eternals are not gods, but each eternal has a palette of abilities that come from an innate connection to the magic of their realm. Paradoxically, a coven of magicians is often capable of a wider array of magical effects than an eternal is, even when using the magic of that realm. For example, while Leviathan has a range of powers related to divination, it has little ability to purify venom or help a warrior to strike down their foes. Attempting to secure Leviathan's assistance to create a personal combat enchantment, for example, is doomed to failure.


The nature of eternals is such that once their agreement is procured it cannot be renounced, so most eternals are reluctant to agree to such arrangements. Imperial magicians who abuse these rituals will soon incur the wrath of the eternal whose patience they try. This means that eternals are often cautious about having rituals that secure their assistance entered into Imperial lore.



Agreement


It is not possible to create a ritual that involves an eternal without their solemn agreement to be bound to that ritual. A magician who wishes to create a spontaneous effect involving an eternal must first procure their consent. The nature of this consent varies from one eternal to another - but in most historical cases, the eternal provided the mage with a token of some kind, an arcane symbol of their agreement.


The length and nature of the negotiations are likely to be dependent on the nature of the eternal. Some will request payment from the magician creating the ritual. Others may ask for political favours from the organisation that backs them. It is common for the magician to create a ritual in such a way that the power of some of the mana crystals used to cast it is tithed to the eternal involved, as ongoing payment.


Once the participation of an eternal is secured, the magician can create an arcane projection for the spontaneous effect they have agreed. Anyone who possess the ritual projection can use it normally, including the Dean of the Lyceum or the Provost of the Halls of Knowledge creating a formulaic version of the ritual. Eternals who understand the nature of the Empire and the workings of the Conclave are likely to discuss whether a ritual is to be added to Imperial lore or not before they agree to be bound to it.


For example, the ritual Swim Leviathan's Depth allows a magician to ask Leviathan a single question. The question must ask why something has happened or is happening, but provided that condition is met, the Leviathan will answer the question to the best of its ability based on what it knows. It would be impossible to create such a ritual without the cooperation of an eternal - the Day realm can be used to cast a number of important divinations but you cannot query the realm directly, nor ask for its opinion.



Eternal Nature


An eternal can specify certain actions or conditions that will form the basis of the ritual - the obvious example is the precise method used for creating a Missive for Sadogua (the five-by-five grid and the inclusion of a rune). The eternal is free to ignore any attempt to perform the ritual without these components; in some cases the ritual will not function at all without the appropriate conditions being met.


Eternals may insist that certain conditions be met to secure their co-operation. For example, it is widely believed that the magicians who secured the co-operation of Ephisis in the creation of Ephisis' Scale agreed that the Empire would always support free commerce. If the Empire were to abandon this principle, Ephisis would be free to renounce the contract and this ritual would cease to function. If this happened, the ritual would fail without any effect or mana used.


In almost all known cases, the eternal stipulates behaviour by mortals that will void the agreement - no eternal has created a ritual that they themselves can choose to break. No matter what is said, the eternal is bound to the ritual once they agree to it, while the magicians who negotiate with them are free to act as they wish - if they are prepared to allow the eternal to end their association.


The eternal cannot later withdraw from the agreement should they change their mind or become dissatisfied with the other party. A spontaneous ritual projection may only endure for a season, but if it becomes a formulaic ritual then the agreement is binding for as long as the ritual is practiced. For these reasons most eternals do not enter into these agreements lightly.



Communication


Communication with an eternal is no different to any other ritual that involves that eternal. Such rituals require the binding agreement of the eternal involved - otherwise they cannot be performed either spontaneously or as a formulaic ritual. In Imperial lore, only the Night Eternal Sadogua - often called the brother of wizards - has agreed to be bound in such a way. Any Imperial magician may perform the formulaic ritual Missive for Sadogua to contact the eternal. 


No other eternal has thus far been persuaded to make themselves available to any magician who wishes to make free use of their time in this way. Most others prefer to use ad hoc methods to communicate with those they favour; providing magical items or other means to allow more limited contact. Alternatively, if a magician is able to convince an eternal to come to an appropriate regio at an agreed time then they can use the operate portal cantrip to allow the eternal to meet with them there.


Before the recent conjunction it was possible to use spontaneous magic to force a message or a package on an eternal. There was no evidence that such messages were well received, or even read. Now that the conjunction has passed, and its wake has altered the nature of spontaneous magic, it is no longer possible to manage even this.


Imperial magicians who wish to communicate with an eternal are best advised to seek them out. Either their heralds, when they are about their business in the Hall of Worlds or the mortal realm, or the eternal themselves if they enter a chamber. Most eternals that have business with the Empire will make themselves available to the archmage - if they are friendly. Some archmages take it upon themselves to facilitate communication between eternals and Imperial magicians, others prefer to control contact to ensure that these powerful agents are treated appropriately by having them deal only with their equals.



Response


Ritual magic involving an eternal almost always involves a response of some kind from them. If the response is an item or set of items, such as the Autumn ritual Ephisis' Scale, then the response usually comes within the hour. More complex rituals such as Challenge the Iron Duke may not bring a response for many months or longer as the Master of Challenges contemplates what task to set the challenger. An eternal named in a ritual cannot delay their response but neither can it be rushed - they must take the time needed to give it their full attention.



Rituals that deal with Eternals


The following formulaic rituals are known to deal directly with an Eternal.



		 Balanced Scales of Lann (Ephisis)


		 Before the Throne of Estavus (Estavus)


		 The Celestial Library (Phaleron)


		 Challenge the Iron Duke (Barien)


		 Clarion Call of Ivory and Dust (Kaela)


		 Clear Counsel of the Everflowing River (Sung)


		 Combing the Beach (Roshanwe)


		 Crystaline Focus of Aesh (Kimus)


		 Fire in the Blood (Arhallogen)


		 Golden Ramparts (Meraud)


		 Ephisis' Scale  (Ephisis)


		 Knights of Glory (Eleonaris)


		 Missive for Sadogua (Sadogua)


		 Noble Mien of the Hawk Lords (Meraud)


		 Pallid Flesh of the Dead King (Tharim)


		 Sorin's Rite of Agony (Sorin)


		 Swim Leviathan's Depth (Leviathan)


		 Tribute to the Thrice-Cursed Court (The Thrice-cursed Court)




Further Reading


		 Ritual theory
		 Spring magic


		 Summer magic


		 Autumn magic


		 Winter magic


		 Day magic


		 Night magic






		 Spellcasting


		 Rituals
		 Formulaic Rituals


		 Spontaneous Magic
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Overview


Totemic magic is a broad category that covers a number of lesser known traditions of magic. Totemism involves using a natural object, animal, or supernaturally significant being a symbolic channel through which to work magic. Each approach to totemism considers itself a unique tradition, despite the similarities between the various "schools." The most commonly known forms of totem magic in the Empire are:



		 Heraldic magic - primarily used in Dawn, witches draw on the symbolism of powerful magical creatures.


		 Spirit animals - primarily used in Wintermark and Varushka, but also practiced in parts of the Marches and Dawn, this approach calls on the symbolic nature of natural creatures, most commonly birds (in Wintermark), or the Virtuous Animals (in Varushka).


		 Theurgy - viewed with some suspicion, this school of totem magic uses the names and characteristics of paragons and exemplars as channels for magical power.


		 Goetia - most commonly used in Urizen, this school likewise has some questionable associations for some magicians. It involves calling on the name and characteristics of eternals. 




Totemic magic bears strong similarities to dramaturgy, in that there are a series of specific entities that are used to create a magical effect. It is generally seen as much less subtle than dramaturgy, and less versatile. Totem magic tends to deal best with straightforward, primal magics and struggle when used to perform more sophisticated, complex magic. Evoking the miraculous healing power of the hydra to restore a crippled limb is one thing; finding a magical beast that resonates with the complex serendipity at the heart of a ritual to increase the prosperity of a business is an entirely different matter.


This is not a universal quality of totemic magic. Theurgy, for example, has the opposite problem. It is much easier to evoke the name of a paragon of Prosperity to "bless" a ship so that it derives greater profit from foreign trade than it is to find a paragon or exemplar who symbolises the restoration of a broken leg.



There is usually little crossover between schools of totem magic - a Dawnish witch might find it distasteful to evoke rats and crows to curse an enemy, preferring to call up the rough, slouching appetite of the manticore; their Marcher counterpart by contrast might see evoking a manticore as foolish, when the natural vermin of the fields and hedges are much easier to work with. The exception is goetia - Contents
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while magicians who focus solely on goetia are sometimes viewed with suspicion, it is a rare coven that does not occasionally evoke the name of an eternal when performing a ritual particularly associated with their domain. Indeed, many magicians deny they are working goetia at all, claiming their use of an eternal's name or nature is purely ceremonial.
The physical form of a totem may be used in totemic magic - a picture, a statue, or the actual physical components of the creature - but the core of the practice is in the symbolic nature - not what the totem looks like or what it does, but what it is believed to mean. 


Regardless, totem magic traditions are considerably less refined, and less unified, than traditions such as dramaturgy, astronomancy, or music of the spheres.



Techniques


There are three main techniques used in heraldic magic, and they largely differ in terms of who takes on the role of the totem. Totemism is often explained as having the quality of girding someone in the symbolic power of an iconic being. Magicians who disdain the reference to the Dawnish hearth magic often talk in terms of "donning" the nature of the totem, or "rousing" or "calling up the power" of the symbolic channel. 


The first approach is for the magician themselves to take on the role of the totem. A heraldic magician might make themselves into a firebird, and bestow their healing touch on an injured friend; a magician who evokes a spirit animal might take on the might of a bear or boar to inspire their allies with additional vitality, or the mien of a raven to examine a magical aura; while a theurgist might evoke the name of Good Walder, taking up a wooden club, and going forth to exercise the wrath of that paragon when delivering a curse of penury to a wrongdoer. By taking on the symbolic nature of the totem themselves, the magician becomes a very active part of the magic. They may demonstrate their new identity with props (the club for a theurgist evoking Good Walder, for example, or a burning torch when drawing on the power of the firebird), through their body language and actions (voicing the mighty roar of a bear, or performing a spinning dance designed to evoke the image of the kraken's flailing limbs), or through costume (a mystic may ceremonially don the mask of an ox before blessing their allies with incredible fortitude).


Alternatively, the target of the magic may take on the totemic role. The magicians weave the nature of the totem with words and symbols, as the target takes on its characteristics. This may leave odd lingering effects; a warrior who takes on the role of one of the grim legionnaires of Kaela as part of a ritual to gain Unyielding Constitution may find that the lingering effects of the ritual are more pronounced, or find themselves detached from their emotions. Likewise, when a coven girds a scholar in the nature of a sphinx to grant them supernatural insight, they may find that the enchanted sage becomes disconnected from events and wishes to observe them rather than involve themselves in the world around them.


The third, and perhaps most common approach, is to cast the magic itself in the totemic role. This is common with goetia in particular, where the name of an eternal is called out and they are petitioned to lend their power to a ritual, or in theurgy where the name of an inspirational legendary figure is evoked along with a petition that they offer their assistance to the targets of the ritual. This method is also commonly used with spellcasting - rather than symbolically becoming a unicorn to shatter an enemy’s shield, the magician might ‘summon’ one to the tip of their rod instead. 



Totemic Magic in the Empire


Heraldic Magic


Heraldic magic is primarily used in Dawn. It is perhaps the most formal and widespread tradition of totem magic in the modern Empire, with a shared body of knowledge and several tomes detailing magical beasts and their correspondences. As powerful legendary beasts are a common part of the heraldry of Dawnish houses,  witches who practice this tradition often keep track of which noble houses are employing which beasts and in what context.


Heraldic magic sometimes uses an additional technique rarely suited to other forms of totem magic - the metaphor of the ritualists or the targets of their ritual defeating or overcoming a symbolic beast. For example, when performing a ritual such as Bound by Common Cause, the ritualists may create a hydra (the many heads representing a warband of many enemies) for the general who will be the subject of the enchantment to overcome. They might evoke the spirit of a hydra or a manticore as the "sickness" that must be "defeated" during the performance of a ritual to purify a patient of disease or poison. Overcoming these totemic challenges does not always involve a battle - a ritual to grant insight might involve a ritualist in the role of a sphinx engaging in an exchange of riddles with the target of the ritual.


A key element in this form of totem magic comes from how the creature is presented. A proud chimera beneath a crown brings a very different resonance to a fearsome chimera poised to attack, or a sleeping chimera. A wounded gryphon is a very different element in a ritual to a ferocious strutting gryphon. 



List of beasts and associations




		Beast 
		 Associations




		Gryphon
		strength, pride, potency, hunting prowess and keen senses,




		Unicorn
		Strength, ferocity, nobility of spirit, protection of the weak or innocent,




		Pegasus
		Speed, grace, pride




		Chimera
		Ferocity, danger, destructiveness, terror, battlefield prowess.




		Firebird
		wisdom, insight, knowledge, resurrection or reincarnation, healing and purification




		Yale
		Strength underestimated, defence of home, stubbornness and tenacity




		Hydra
		poison and regeneration, life and death, threat, danger, strength found in unity, revenge




		Sphinx
		Wisdom, intelligence, knowledge, serenity; protection, magic, riddles and mysteries




		Manticore
		Hatred, bloodlust, savagery, disease, death, carrion, jealousy and hoarding




		Mandowla
		Strength, straightforwardness.




		Dragon
		Overwhelming force, majesty, wealth, hoarding, tyranny, oppression, demands for sacrifice




		Wyvern
		Viciousness, cunning; poison, ferocity, stubbornness




		Wyrm
		cleverness, influence





[image: Suaq Coat.jpg]This Suaq coat is decorated with representations of
many totem beasts.


Spirit Animals


The symbolic characteristics of animals are evoked most often in Wintermark and Varushka, but there is also a tradition of Marcher magic that calls on symbolic animals. While they are often lumped together in a single tradition, practitioners from different nations use subtly different groups of animals. Varushkans, for example, primarily draw on the Virtuous Animals for their rituals, although whether they reference the associated virtue directly or not varies from cabal to cabal. There is some evidence that this form of magic predates the foundation of the Way, and adds credence to the idea that the virtue associations of the animals were a later addition to an already extant body of lore. Varushkans often weave the magic of totem beasts through the telling of stories, sometimes acting them out as a narrator describes the events.




 		Virtuous Animal		Common Associations


		Bear		Physical strength, leadership, authority, devastation


		Bee		Wealth, business, castles, transformation


		Boar		Fearlessness, fertility, confrontation, truth


		Fox		Deception, concealment, darkness, dreams


		Goose		Watchfulness, war, alarms, armour


		Hare		Vision, alacrity, comfort, children


		Hound		Warding, enemies, protection, bones


		Spider		Intrigue, connections, traps, poison


		Squirrel		Preparation, concealment, treasure, walls


		Stag		Rulership, authority, crowns, lineage





In Wintermark, the virtuous birds are often used, but there is a long tradition of using other animals in magic, especially among the Kallavesi and the Suaq. A Kallavesi coven may don animal masks and wrap themselves in hides to evoke the strength of the bear, while a Suaq coven may enact a symbolic hunt to bless their herds with fertility. The Steinr are not left out - songs, poems, and tales of powerful beasts and the heroes who over come or tame them are common.


In the Marches, the tradition of calling on spirit animals is roughly divided into two categories. Domesticated animals are called on for positive aspects - oxen for strength and fortitude, hounds for loyalty and keen senses, pigs for cleverness and adaptability, cats for cunning and subtlety, rabbits and hares for speed and agility, and so on. Wild animals are considered more dangerous - while wolves, bears, and boars may be evoked to grant great strength, they are often tied to uncontrolled or dangerous magic. A Marcher magician who instils the spirit of a bear into a target is much more likely to use images of bloodlust and berserk rage than a Wintermark or Varushkan magician working similar magic. Vermin - rats and carrion birds especially - are often evoked as part of a curse. Interestingly, the Marcher magicians include several plants in their list of totems - from trees such as the strong oak and poisonous yewtree to healthy wheat and beautiful meadow flowers.


As with goetia, it is not uncommon for a coven that otherwise practices a different tradition to call on a spirit animal for a specific ritual. There are Freeborn magicians for example who will use the imagery of albatross or dolphin to support a ritual designed to guide a ship through dangerous waters who would scoff at the idea of totems.



Goetia


Goetia is relatively common, but covens specifically dedicated to the tradition - who work all their magic by petitioning eternals - are rare. It is one thing for a coven to offer a respectful nod to Sorin when performing Hunger of the Draughir, but quite another for a coven to dedicate all their rituals to powerful supernatural beings. In the past such covens have been found guilty of idolatry. There are plenty of recorded incidents where a goetic coven slipped over the line into cultish behaviour, reverencing an eternal or group of eternals to the point where they became agents of forces inimical to the Empire.


The tradition is most commonly practiced openly among Urizen, especially among illuminates, who have a more practical attitude to the eternal realms and their inhabitants. Many covens who practice goetia are extremely focused - such as a conspiracy of League reckoners who draw on the Whisper Gallery to work Night magic, or a secretive Highborn cult that reverences the Winter eternals and ascribes mastery of various rituals to each in turn.



Theurgy


Theurgy is much less common. In the past, the use of paragons and exemplars to work magic was often denounced as blasphemy by the Imperial Synod. The last case of a coven prosecuted for treating a virtuous figure as a symbolic channel for magical power was in 348YE, but modern practitioners of the art tend to avoid drawing attention to their tradition just to be on the safe side.


While it has been used in all parts of the Empire, especially by the illuminates of Urizen, theurgy has always been most popular in Highguard - where it is also paradoxically viewed with the greatest suspicion. Some theurgic scholars argue that what they are doing is inspiring the target of the ritual, or the ritualists themselves, with the iconography of the paragon or exemplar - that they are empowering human beings to draw on hidden reserves of spiritual power to more effectively wield their magic. Critics are unconvinced; there is a strong sense that theurgy is too close to the superstitious ancestor-worship practices of the orcs, and the Axou, and that it attempts to cast inspirational human figures in the role of spirits, demiurges, or even gods.



Totemism and magic items


As with other traditions, especially rune magic, totemism is also employed by artisans. An obvious example is the Roaring Chimera Rod that uses the martial power of the eponymous beast. There are many other examples - magic items decorated with spirit animals, or with the feathers, bones, or fur of creatures both mundane and legendary; objects marked with the symbolism of an appropriate eternal; there is even a case to be made that items such as icons are employing a form of theurgy.


Thanks to Greg Weir for additional work on Heraldic Magic.
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 Description


This useful healing spell purges the target of harmful conditions, specifically those that cause weakness or are the result of venom. Both of these conditions linger until treated, and this spell is one of the most effective ways to treat them; the spell will heal either or both conditions. A physick by contrast needs to carry two herbs to achieve the same effect, and even an apothecary needs multiple herbs and specialist knowledge to duplcate the effectiveness of this spell. Indeed, not even ritualists can directly match the power of the purify spell - rituals in Imperial lore tend to remove either one condition or the other, not both


Easy access to this spell is one of the reasons that minor poisons are virtually unknown in the Empire - it quickly purges a target of minor poisons, but is unfortunately  ineffective against the lethal prepartions of an unscrupulous apothecary. 


All magical healing requires the magician to focus their attention on the patient, and anything that disrupts that attention causes the spell to fail. This spell can save someone's life in an emergency - especially if a patient who has been envenomed is critically hurt, but casting this spell on someone who is still embroiled in a fight is extremely difficult, potentially impossible. Several magicians know the value of having a burly companion or two on hand, either to drag their potential patient out of the fray or to protect them for the precious seconds it takes to complete casting purify. 



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


If the target is affected by VENOM or WEAKNESS, then all such conditions are removed. It cannot cure more powerful poisons or curses.



 Swift casting


		 The purify spell can be swift cast for 2 mana





When swift cast, in addition to removing VENOM and WEAKNESS, the purify spell will also remove the ENTANGLE or PARALYSE conditions, then all such conditions are removed.



 Sample Spellcasting Vocals


		 "I hold this soul from the abyss / And burn away all its weaknesses / Purge the venom so it shall not die / I heal, I cleanse, I purify!"


		 (gesturing expansively) "Cavul's wing spreads across the sky, holding dominion over the pure air of the heavens. By my command, let it beat; let its cold, crisp air wash my patient free of all impurities. Let magic purify her!"


		 (tying a favour inscribed with Cavul or the Chalice to the subject) "Friend beloved of my heart / Despair you not of mortal life / Though tainted by blackest art, / Friend beloved. Of my heart / Take a piece and now depart / Mana'd love quells poison's strife! / Friend beloved of my heart / Despair you not of mortal life!"





 Common Elements


		 Rune Magic: The rune Cavul has powerful associations with purification, and the rune of blood is generally useful for healing and is especially appropriate when dealing with venom. Some magicians combine the two runes together, as this spell could be seen to literally "purify the blood". The slightly darker runes of ending or weakness might also be used - in both cases, the imagery would revolve around ending or weakening the negative condition.


		 Astronomancy: As with the heal spell, magicians might invoke the Chalice with this spell, but they are just as likely to call up imagery associated with the cleansing water of the Fountain, or the strength and fortitude of the Oak or the Stallion.


		 Dramaturgy: The persona of the Doctor is often used with this spell; while she is not connected to traditional healing, removing impurities from the body (especially venom) supports her themes. Removing weakness has strong resonance with the Captain, although some magicians might take on the role of the Witch, especially if they have the time to prepare a "magical draught" to serve as a prop.


		 Other traditions: The firebird is sometimes evoked with this spell; her flames purify flesh and spirit alike. Water and fire imagery are a good fit, but so is the shedding of blood; Navarr magicians might inflict a minor cut on the patient, using the symbolism of the flowing blood to draw the venom or weakness out of the body. Marcher magicians often eschew fire and bloodshed in favour of a handful of fresh soil with which they seek to absorb the impurities causing the negative condition.


		 Realms: Purity is strongly thematic for the realm of Day, while restoring bodily integrity calls on themes of Spring. Restoring strength - removing weakness specifically - is a strong theme for the Summer realm.
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 Eternal of Night


 Sobriquets


Janon is most commonly known as the Shadowed Fire. This epithet refers to the strong symbolic connection between the eternal and the rune Zorech, but also to the idea of a fire that warms the body, but provides only a limited amount of light. Some stories credit Janon with the ability to peer out fires that burn low in the presence of lovers, for example, while poets often claim that the shadowed fire is a metaphor for the mortal spirit, whence comes all passion.


Like many Night eternals, Janon collects names to itself. Some artists call it the Muse of Fire and claim the inspiration it brings can come at the price of health or sanity. It is variously called Firebrand and Torchbearer - it encourages anyone with strong philosophical, political or social stances to express their causes without fear of censure.


The Faraden call it the Night Sword and claim that it sometimes offers boons to those who give up everything in the name of vengeance (indeed, there is said to be a ritual specifically designed to sever a Faraden vengeance-seeker for their past that involves burning symbols and mementos of the life they leave behind in pursuit of justice). 



 Appearance


Janon appears proud of the fact that it is a wyrm (that is, its true form is that of a wingless lizard as distinct from the serpent-form Night eternals who possess feathered wings such as Sung). As with other wyrms, this tends to mean that the Shadowed Fire is more earthy and concerned with practical matters than the more cerebral and philosophical serpents such as Soghter. Janon is rarely encountered in anything approaching its 'true form' however - as with most Night eternals it loves to change its shape. Old stories suggest its true form is that of a ruby-red lizard with patches of golden scales, who glows like the embers of a banked fire.


The Shadowed Fire puts on bodies in the way a human might put on a suit of clothes. It is known to claim that a body, like a sword or a harp, is nothing more than a tool. It should be honed, of course, but the body is not the person - the person is the burning spirit shaped by passion, that hides inside. Since the Imperial Orcs became part of the Empire, Janon has increasingly been seen adopting the form of an orc.


The heralds of Janon usually refer to themselves as members of its band - as its companions. The only constant among them is that they tend to be easy-going, open with their emotions and passions, and capable of reckless action at the drop of a hat.



 Concerns


Janon burns with passion, and encourages others to be like it is. Inevitably, this passion sometimes takes the form of carnal pursuits - Janon is known to be prone to regular infatuations with mortals from all walks of life. However, it would be foolish - perhaps even dangerous - to assume that Janon is a dissolute rake. It encourages all passions equally - it is as likely to help someone take vengeance on a hated enemy as to help a general rouse her shattered troops before a battle, or encourage an uncertain senator to make a landmark speech about a contentious topic.


It is known to have a love-hate relationship with followers of Way. It encourages mortals to embrace their passions, and several times it has worked through allies in the Sevenfold Path Conclave order to give support and inspiration to the priests of Ambition, Courage, Loyalty and Pride. Unfortunately, it has also offered succour to cults of Anarchy and Vengeance. At various points, its involvement with such blasphemous or heretical cults has lead to a (usually short-lived) Declaration of Enmity. 


Worse, Janon is known to offer its aid to the Jotun barbarians on occasion. It makes little effort to conceal this fact, but as near as agents of the Shuttered Lantern can tell, its aid is limited to evocation in a few rituals - the Jotun favour more direct magics in their battles against the Empire.


Even when it is not patronizing heretical cults or barbarian enemies of the Empire, Janon is unequivocal in its belief that passion must be followed despite the constraints of society. Laws that exist to censor, or restrict freedom of expression, are anathema to it. It is said to work occasionally with Lashonar to encourage mortals to rebel against repressive tyrannies. Its support of individual freedoms is not unilateral - on rare occasions where someone has used the defence of their own freedom as a way to take it away from others, Janon has been known to whip itself into a devastating fury with unfortunate consequences. 


Janon enjoys the company of artists, but also warriors such as the Freeborn kohan, political individuals committed to a cause, and anyone with an interesting obsession.



 Boons


Janon encourages people to follow their passions. It is said to have the capacity to recognise people with reserves of inner strength; it is known to be able to revitalise those reserves, stoke their power and even occasionally give boons that let mortals use their heroic passions in different or more effective ways in pursuit of their driving ambitions. Consequently, it is often evoked during rituals such as Embrace the Living Flame or Still Waters, Running Deep.


The touch of the eternal is known to create powerful enchantments similar to Freedom of the Soul, Secrets of the Empty Heart or Unfettered Anarchy as it deems appropriate. It also has some ability to free individuals from the imposition of unwanted passions or obsessions, especially those that come from curses.


Janon apparently loves tempest jade and  orichalcum, and those seeking its aid sometimes offer gifts crafted from these materials.








Retrieved from "http://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Janon&oldid=48399"

	  

        


Sadogua

		
			Eternals




	      
	  
	    
            
              Sadogua 


	      	      		Empire/

 		The World/

 		Eternals/

 Sadogua


	                  


	  


  
	  
	    [image: "Father of Bats" by Marcher artist James Riverbank. Painted in 258YE it was purchased by a herald of Sadogua for an undisclosed boon shortly after completion. It occasionally shows up in private collections or public auctions but no collector seems to keep hold of it for long.]The Botherer of Wizards presents himself as a philanthropic patron of magicians


Contents




		1 Eternal of Night

		1.1 Sobriquets


		1.2 Appearance


		1.3 Concerns


		1.4 Boons












 Eternal of Night


 Sobriquets


Sadogua is most commonly known as the Brother of Wizards; the eternal claims to be male, although this does not prevent him from taking on female guises when the mood strikes.


Sadogua likes grand titles and collects them. He clearly enjoys being flattered, especially when the flattery is amusing. Common sobriquets include the Toad King, the Black Beast, Wyrm-King or the Father of Bats. He is sometimes referred to as the Glutton, the Lazy or the Black Sloth - names that he appears to find amusing rather than offensive. His associations with the rune Diras occasionally lead to him being called Shuttered Lantern (although this can cause confusion with all the other meanings for that phrase). The hakima Isobella i Javos i Guerra dubbed him Eater of Secrets due to his observed habit of consuming written secrets and mysteries. Not all Sadogua's names are quite so flattering - some Dawnish magicians have taken to calling him "the Globberslotch" for example. Yet it appears that the Brother of Wizards is just as pleased with names that reference his slovenly, slothful, gluttonous nature as those that recognise his role as a companion to magicians.


In the Sumaah Republic he is called "Forfører" which translates roughly as 'seducer', while the Asaveans call him "o Patrício Preto" which means 'the Black Patrician'. In Jarm they often call him "Wujek Sadogua" which means 'uncle Sadogua'.



 Appearance


Sadogua makes no bones about the fact that he is a wyrm (that is, his true form is that of a wingless lizard as distinct from the serpent-form Night eternals who possess feathered wings). As with other wyrms, this tends to mean that the Brother of Wizards is more earthy and concerned with practical matters than the more cerebral and philosophical serpents such as Soghter. It is extremely rare to meet Sadogua in anything approaching his 'true form' however - as with most Night eternals he loves to change his shape.


His most common appearance is as a rotund, jolly humanoid, sometimes with naga features. He often incorporates elements of toad, bear, or bat into his form and on more than one occasion has appeared with orc-like characteristics. The only constant is a golden chain, which may be worn around the neck, wrist, waist or ankle and seems to shift its appearance as readily as its master does. He almost always has a wand, staff or rod to hand and regularly consults divinatory devices such as crystal spheres or runes.


While Sadogua generally appears lazy, self-indulgent, lustful, avaricious and gluttonous it is dangerous to underestimate him. Several magicians have warned that this genial appearance is almost certainly a mask to conceal deeper and darker motivations. Ultimately, he seems committed to the supremacy of magicians. While it is unlikely his every action is motivated by a desire to advance the status of magicians, it is certainly his overriding goal.


Sadogua is almost never encountered alone; he is gregarious and affable, and usually has at least two heralds - which he refers to as his Children. Questions about where these Children come from are always deflected. Some scholars have pointed out that a number of them bear naga features. These Children reflect the personality of Sadogua - they tend to be curious, friendly and prone to self-indulgence. Most also possess magical abilities.



 Concerns


Sadogua likes secrets, but does not obsessively collect them like some eternals of the Realm of Night; he appears to view them as useful tools in games of intrigue and manipulation rather than things that have value in themselves. He is often openly contemptuous of the Whisper Gallery and other beings who value secrets as discrete items. Many magicians have reported that he eats secrets - the more scandalous they are, the more flavoursome he finds them. It is not clear if this is a metaphor or if the eternal gains sustenance from doing so. 


He is usually eating - and is said to offer additional favour to anyone who shares food or drink with him or his Children. He is likewise known to enjoy pleasant company, verbal interplay, gossip and romance. He enjoys games of skill and chance, but more for the pleasure of playing (and, allegedly, the chance to learn about his opponents) than from any drive to win. Few things make him angry - the denigration of magicians appears to be one of the few things likely to raise his ire; blatant disrespect annoys him, and anything that forces him to waste energy or tire himself out can make him exceptionally irritable.


He loves to serve as a patron of the arts, especially musicians and poets. He is also known to be an especial fan of the culinary arts, and the arts of the brewer. While he is gluttonous and avaricious, he is not selfish - artists and chefs are likely to receive the benefit of his largesse in the form of small boons in recognition of their skill.


He is known to dislike priests of the Way, with the exception of the priests of Prosperity. During the reign of Empress Teleri he was the subject of a Declaration of Enmity that was not repealed until 132YE. The foundation of this enmity is unclear, and he will not speak of it, but it is assumed to have involved magicians from the Sevenfold Path. Since that time, he has presented a more appealing face to those magicians who follow the Way, although his sincerity is very much in question. On rare occasions when he has expressed an opinion, he has dismissed the Way - and indeed most forms of religion - as 'unnecessary restraints'. He is known to be more tolerant toward the heterodox faith of the Asavean Archipelago.


At the end of the day, Sadogua appears to firmly believe that magic and magicians should be promoted at all times. Magic allows the individual to change the world. and magicians wield that power. Mundane humans are parochial, limited, restricted and ultimately boring. Anything that restricts magic or the freedom of magicians is anathema to Sadogua, and should be swept aside. Magicians are the only people fit to lead their fellow humans, and magic is the only tool that anyone need ever master. It has unlimited versatility, and in time it can solve almost any problem - and the problems it cannot solve are inconsequential. While he favours the Lore of Night over the other lores, he is a rare eternal who sees value in the mastery of any form of magic, and actively encourages magicians to seek out their own path to power.


Sadogua is prone to complicated enmities, and another uncommon quality is his awareness of and keen interest in eternals of other realms. He is known to dislike the eternals Meraud, Kimus, Basileus Kade, and Wise Rangara and appears to view them as 'rivals' for the affection of the Empire's magicians. For unknown reasons, he appears to be deathly afraid of the Leviathan, and will do nothing that might incur that eternals wrath. Other eternals tend to be viewed with a measure of amused contempt.


The Highborn magister Zenobia daughter of Jocasta warned that Sadogua not only lies constantly, but that he actively encouraged idolatry and anarchy. These claims have been repeated by numerous critics down through the ages. Sadogua and his allies rarely bother to respond to such claims. The Freeborn naga sutannir Daniego i Casiddia i Riqueza pointed out in response to Zenobia's claims that what Sadogua definitely does is encourage Pride and Ambition in the Empire's magicians, as well as being a staunch supporter of the virtue of Prosperity (for all that he encourages magicians to find easy ways to solve their problems).



 Boons


Sadogua may be greedy, but he is not selfish. He appears to enjoy giving small tokens of his approval to those who entertain or assist him. These tokens are usually physical in nature, and commonly take the form of exotic flavours of mana, potions, and other consumables, and trinkets that aid with or duplicate the effectiveness of magical spells of all sorts. Those who advance his agenda or assist him in some significant way receive more lasting gifts, but again he would rather give someone an object than investing them with any portion of his power.


He appears to be a master of the Lore of Night, with wide-ranging abilities to enhance or empower the performance of almost any ritual. He has a special fondness for both the night pouch incantation and the Secrets for the Shadow Courier ritual - things that conceal treasured items, rather than magic that conceals or reveals secrets, seem to be especially dear to him.


He often engages in trades with magicians, and is known to have an insatiable desire for iridescent gloaming, ambergelt, dragonbone and tempest jade - often quite literally eating measures and ingots of these materials with every sign of gusto.


He loves to promote magic. Rituals such as Missive for Sadogua draw on his power directly - he is slightly more likely than other eternals to bind himself to a ritual promise if he can be convinced that doing so will offer assistance to many magicians without requiring too much actual activity from the lazy eternal.


Several magicians have mentioned that Sadogua is comparatively easy to manipulate, not least because he enjoys giving gifts and receiving praise. He rarely becomes angry if he is tricked, seeming to take it in good part and praise the cleverness of an opponent who has bested him in some way. Magicians are not advised to take his good nature for granted, however, and occasional he treasures gained from Sadogua have proved to possess unpleasant curses or side-effects.
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 Overview


The Volodny are a circle of magicians from Varushka who present a threat to the entire Empire. 


They collaborated with the warlord Alderei the Fair to oppose the First Empress. They are said to wish to destroy the Varushkan people, and the Empire that they are part of.


The Volodny have made dreadful pacts with the Eternals of the Wasteland (the Winter Realm), and are said to be immortal as long as they maintain these pacts. They are known to have "hidden their hearts" outside their bodies, and cannot be permanently killed unless their hearts are found and destroyed.


While the Volodny focus their attention on Varushka, they are a threat to the entire Empire and their malign influence could be felt by any Nation.



 Known Volodny


Conservative estimates suggest there may be as few as five volodny, or as many as fifteen, still in existance. This is by no means an exhaustive list and includes volodny believed to be deceased.



		 Bas Celik - called the Binder. Believed to be active in the Empire since the death of Empress Britta.


		 Koshiev the White - alleged leader of the volodny executed during the fall of Alderei the Fair. 


		 Górować - a powerful Night mage who was instrumental in the battles between Navarr and Vard in Hercynia


		 Shadowsmith - an artisan of unparalleled skill associated with the city of Temeschwar.


		 Kareina of the Swans - called Silvertongue. Attempted to turn Urizen against the Empire, and appears as a diplomat


		 Breknia- allegedly a weak volodny believed to have been destroyed several centuries ago





 Historical Research


In 377YE, a Varushkan magician commissioned research into the nature of the volodny Bas Celik. The document contained numerous points of general interest concerning the volodny as a whole, and has recently been made available to imperial scholars.
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 Overview


Magical traditions are methods and approaches that magicians in the world of Empire use to perform their magic. A tradition represents a shared set of guidelines that magicians can use to add additional significance to their rituals, not a prescriptive list of elements that must be included or your ritual will fail. The different traditions represent different ways of performing magic and while they are primarily useful for ritual magic, they have applications in spellcasting as well as crafting items.


The most prominent magical traditions in the Empire are astronomancy, blood magic, dramaturgy, rune magic and music of the spheres.



 Traditions in the Empire


The prominent magical traditions represent different frameworks, common ideas that magicians have shared that help them to wield magic. It is very common for a coven of magicians to use the established motifs and themes when working their magic; while some magicians develop their own unique approach to magic, using different symbols and words of power, most employ the tradition or traditions they were trained with. 


Traditions may take different forms in different lands. The League is famed for the dramaturgy of its League troupes, with complex mystical symbolism for different arcane elements, but this is far from the only way to use storytelling and performance to create magic as the guisers, mummers, and cabalists would be quick to point out. Individual magicians find their own way to use the traditions to inform their magic.


Some magicians choose to concentrate on a single tradition, devoting their lives to mastering that approach to magic; others prefer to dabble, adopting whatever devices seem to best suit the magic they need.



 Other Traditions


The traditions commonly employed by Imperial magicians are far from the only magical traditions known; while the traditions of dramaturgy and astronomancy in particular are known all over the world in one form or another, many foreign magicians employ traditions entirely unfamiliar to the Imperial conclave. The Feni, for example, are known to use paint to create magical effects, using hides, the walls of caves and even people as canvas, while those who live in foreign lands beyond the borders of the Empire employ even stranger techniques.


It seems likely that the Thule, and the other barbarian orc tribes have their own traditions, although little reliable information has ever been recovered and what little is known is confused and difficult to be certain of. The Jotun appear to invoke patron deities to perform miracles, while the Asaveans often invoke one of their dizzyingly wide variety of gods, demigods, household gods, and mysterious spirits when working their rituals. The Druj seem to make extensive use of complex herbal recipes to control their rituals, while the Axou apparently draw on the spirits of their dead ancestors to grant them power. In some cases, foreign magicians use entirely different names for the realms of magic themselves - for example both the Faraden and the Grendel - and disagree with Imperial magicians on the precise definitions of what those realms represent.



 Game Design


The magic traditions primarily exist to give players a basis for their roleplaying expression when performing rituals. Without a context for magic, it can be difficult for players to find sensible ways to phys-rep the magic they are performing. The traditions exist to give players a medium to roleplay the magic they are performing.


The traditions are also useful for letting magicians talk to each other about magic. They provide a common language with elements for magicians to reference and discuss.


Ultimately traditions exist to enable roleplaying - we don't determine which traditions can or should be used with different magics. We don't mark rituals, so there is no wrong way to use a magical tradition. The right way to use them is anything that reflects the philosophy of the tradition and improves the game for those involved.



 Further Reading


		 Traditions
		 Astronomancy


		 Blood Magic


		 Dramaturgy


		 Rune Magic


		 Music of the Spheres.







		 Ritual Theory


		 Spellcasting
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“One life - make it count”




The Empire is an empire of humanity, but the Imperial Orcs are not human and never will be. Orcs are creatures of two worlds, guided by the whisper of those who have gone before in their souls, driven by a lust for battle that burns in their blood. While the barbarian orcs embrace these urges, the Imperial Orcs strive to temper their primal instincts with military discipline. So many choose the life of the professional soldier serving in the Imperial armies that Imperial Orc culture has a porfoundly martial nature.


Yet two generations ago the Imperial Orcs were slaves. First they won their freedom by strength and indomitable will, forcing the Empire to recognise the injustice it perpetrated against them. Reluctantly the Empire gave them freedom - but nothing more. They were recognized as the tenth nation of the Empire, but they had no land to call their own. In the decades that followed they spent blood and tears fighting the Empire wars, always pursuing the promise of a home where they might put down roots. This long march to war ended recently when they were granted the territory of Skarsind. Now the Orcs have face an entirely new challenge - to build a nation worthy of their ancestors, worthy of their descendants.


Like battle and the voices of the ancestors, loyalty is part of the orc soul. The barbarian orcs feel a powerful instinctive loyalty towards their tribe; they need to feel as if they are part of something larger than themselves. When they lacked a land of their own, the Imperial Orcs strove to make the Empire their tribe. Now they have their own land, some are openly questioning what must come next. Should they strive to make Skarsind the greatest territory in the Empire or seek out new territories to conquer?. Their efforts have won them recognition and a place in the great councils of the Empire, but they remain the smallest nation. They will need more before they can stand among the other nations of the Empire as equals.


Orcs know they have only one life to live; they strive to burn brightly and leave a better world for their children to inherit.



Five things to know about the Imperial Orcs


		 Loyal to the core. Our loyalty to our legion, our nation and our Empire makes us who we are.


		 We are citizens. We won the right to be part of this Empire and we are proud of our place in it.


		 We are building a nation. We have a homeland now - but a nation is so much more than lines on a map.


		 War is in our soul. Fighting is spiritual and it allows us to hear our ancestors.


		 Life is precious. You have just one chance to make your mark. Do not squander it.




What the Imperial Orcs are not


		 Traditional orcs. While the Imperial Orcs draw on some ideas found in other settings, they have their own unique culture and background. They are not the orcs of Lord of the Rings or Games Workshop's Warhammer setting; many elements of those settings do not fit and have been deliberately excluded.


		  Brutal or callous savages. Imperial Orcs are few in number and if they are to build a nation they cannot afford to lose warriors every time they fight. They enjoy battle, but they strive to minimize losses and they take no particular pleasure in killing.




[image: Skywise Tulva.jpg]


If you are planning to play an Imperial Orc please read the species brief as well as this page



The nation


Core Brief


		 Introduction


		 The people


		 Culture and customs


		 Look and feel


		 Orc species brief




Further reading


		 History


		 Leadership


		 Economic interests


		 Military concerns


		 Religious beliefs


		 Magical traditions


		 Hearth magic


		 Lineage and species attitudes


		 Territories


		 Children


		 Music




This selection of articles can be downloaded as a PDF book (or as html only)
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Overview


The merrow are touched by the realm of Day, a realm of reason and shining light where sky and ocean merge. They are rational, calm, curious people who are fascinated by the complexity of the cosmos.


Merrow prefer roles that allow them to remain principled and detached. They are at home in the Conclave - some of the Empire's most brilliant magicians have been merrow - but they also flourish in the Synod, where their calm reason allows them to judge others impartially. A few merrow have a fascination for economics but many find trade and commerce prosaic. Few merrow are effective battle leaders, they often lack the charisma and passion to motivate soldiers, but they do make effective generals, having a ready mastery for strategy and tactics. The passion and oratory required of politics, as well as the inevitable grubby compromises, often vex them.


The merrow lineage is intended to appeal to not only players who want to create scholastic, intellectual or magician character concepts, but also to anyone who enjoys gathering information. Spies, scouts and loremasters of all types all make good merrow characters. Fans of Lovecraft and his successors can be mysterious or sinister Deep Ones and play up the alien and magical elements. People who don’t like Lovecraft can emphasize the calm, focused celestial bureaucracy elements and play up the ordered and cerebral parts of the merrow nature.


Inspiration for merrow might draw on any of  the historical or religious philosophers like Aristotle or Confucius. Historical and literary scientific figures like Marie Curie, Ada Lovelace, Agatha Heterodyne and Dr Frankenstein are good as are masters of deduction and reasoning like Sherlock Holmes, William of Baskerville, Cadfael or the mentats from Dune. While Star Trek's Vulcans are an obvious inspiration, brilliant technical musicians like Johann Sebastian Bach are also great merrow characters as are calculating spymasters like Stella Rimmington, calm warriors like Li Mu Bai from Crouching Tiger, Hidden Dragon and a legendary strategist like Pallas Athena.
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What they are not


		 Emotionless robots. Although merrow are calm and cerebral, they still experience the full range of human emotions and none of them have any difficulty identifying, understanding and sympathising with human emotions in other people.




Sobriquets


Tritons, Merfolk, Fendwellers, Vodyanoi



Iconic trappings


[image: Merrow-HalfFaceMask.jpg]


		 Gills. Gills are the definitive trapping of a merrow. These need to be represented by latex prosthetics, as make-up lines drawn onto the skin are not identifiable enough as gills. Gills should be in pairs on either side of the face or neck, or in some rare cases both.




Other trappings


		 Barbels. Many merrow have barbels. Barbels are hanging tendrils around the mouth, like those of a catfish, the moustache of an oriental dragon, or even something suggestive of D&D illithid facial tentacles. You will need to use a prosthetic to create barbels.


		 Mottled skin. Some merrow have patches of mottled skin that are light or dark blue. This can range from patches of mottling or discolouration to a whole body effect. Make-up can be used to create this effect. If you are adopting this trapping for your character you should either paint or cover all visible skin or else design the areas that are coloured to make it clear that you have mottled skin - do not paint your entire face in one solid colour and then leave your neck and ears unpainted.


		 Scales Merrow may have areas of their body that are covered in thin blue scales, like the scales on a fish. You can achieve this effect with make-up or prosthetics; in the latter case it is a good idea to paint the skin around the scales in a matching colour to blend them in.




[image: UrizenMerrow.png]


		 Inscrutable eyes. Merrow eyes often contain no distinct iris or pupil and are either entirely white or entirely black. Cosmetic contact lenses can be used to achieve this. The iris should be the normal shape but should be entirely white or black.


		 Bulging eyes. High lineage merrow sometimes have large protruding eyes that bulge out of the skull sockets. These eyes are usually entirely white or black in colour. This is a very hard effect to achieve but can be done using lenses that cover the eyes which are set into a prosthetic or domino mask worn on or over the upper face.


		 Crest Some bald merrow have a crest of protruding skin over the centre of the head, like the crest of a newt. The best way to do this is usually with a prosthetic skull cap but if you are naturally bald you may be able to attach a prosthetic crest directly to your skin.


		Fins. A few merrow have fins or fronds: long crests of skin that hang down from the arms. It may be possible to create these effectively using costume or prosthetics.




[image: Evolution4.png]


		 Webbed fingers. Some merrow have webbed fingers. This may be possible using thin thin gloves that have been adapted or specially made prosthetics that fit between the fingers.


		 Quiet Demeanour. Merrow don’t have to whisper but they often express their cerebral nature by speaking in a calm, low voice. This effect can be enhanced by remaining still and avoiding hand gestures and large body movements while talking.




Minor trappings


Minor trappings are alternative trappings that have been requested by players and which have been approved as part of the setting. They are considered to be rare and are always found in combination with one or more of the regular physical trappings; they should not be used by themselves. 



		 Blue-green hair. A few merrow have been born with blue-green hair. This can be achieved with a wig or dye. In a few extreme cases some or all of the hair is replaced with long thin blue-green tentacles.




[image: Merrow-BlueHair.jpg]


Roleplaying merrow


Merrow blood influences the character of the one who possesses it. Not every merrow expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not. 



		 Merrow are curious. They want to know things. Some are experts – they are fascinated by an area of understanding and seek to master it. Others are polymaths and want to know absolutely everything. Merrow tend to be split between those who like to study books and discuss knowledge and those who prefer to be active in the world testing things and trying out new ideas.


		 Merrow are calm. Merrow are far from emotionless, but they tend to experience their own emotions in a more detached way than many humans. They are conscious of them, but not moved by them. As a result they tend to assume a calm demeanour and are rarely if ever overcome with emotion. This emotional detachment means that some merrow must make a conscious effort to be a part of events as they happen, otherwise they find themselves simply observing. A merrow at a banquet for example, may find themselves watching and analysing the conversations happening around them rather than taking part.


		 Merrow are cerebral. All merrow tend to analyze things, looking to understand what is happening and why. They seek to find a rational explanation for things and like to test theories and ideas to see if they are correct. They enjoy games of skill and finesse and dislike games of chance. Many merrow find the idea of things beyond their rational understanding or ability to control frustrating and unpleasant. 




[image: Close-gills-3293.png]


		 Merrow are focused. Some merrow are very single-minded. They pursue the things that interest them with stubborn doggedness, but find it difficult to show interest in other matters, no matter how important they are to others. They may even become oblivious to the things that do not interest them. Merrow fixate on goals as well as ideas or problems, allowing them to focus very intently on their objectives when they choose to.


		 Merrow are relaxed in water. Merrow feel calm and relaxed underwater. They don't panic as others might when submerged, and all their bodily functions slow when they are underwater. Coupled with their gills, they are able to exist underwater for much longer than an equivalent human. Because of this many merrow live their lives on or in the water.


		 Merrow may degenerate into madness. Some merrow become so obsessed with the pursuit of knowledge that they lose sight of anything else. Often the subject of the obsession is esoteric or irrelevant to the human experience. Their focus becomes obsessive and they find themselves unconcerned with the interests and welfare of others. They are uncaring and unmoved by suffering and may perform horrific experiments to expand their knowledge or watch dreadful events out of interest as to how they will play out.




The blood


[image: Merrow-EarsMakeUp.jpg]


Despite their appearance, merrow are as warm-blooded and mammalian as any human. They mate and breed just like humans do, they give birth to live offspring and all have at least some body hair.
The only sign of the lineage in new born children is usually faint gills on the side of the neck (these may be phys-repped using make-up). It is very rare for children to show any more traits of the merrow lineage than this initially. As they grow older, most merrow children who spend time in water find that their lineage continues to grow stronger, with their gills becoming pronounced and scales and webs appearing in some cases.



Lines of the merrow


Merrow find a special place in a few nations of the Empire. 



		 Marchers tend to treat merrow with suspicion, finding them cold and too clever by half. As a result most merrow born in the Marches gravitate to the fens of Bregasland where they can find acceptance as part of the community of Fendwellers.




		 The Reckoner guilds of the League are dominated by those of merrow and naga blood.




		 Merrow children from the Brass Coast are often sent to be raised in Urizen, in the belief they will have a happier life.




		 The clannish vodyanoi of Varushka are seen as especially grasping and miserly.




Merrow Images



[image: Thoughtful Merrow.jpg]
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[image: Merrow Couple.jpg]Artwork by Andrea Cradduck
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	    [image: Marchers prepare.jpg]The Marchers prepare for battle, Spring Equinox, 379YE


“Pride in small things, loyalty to great ones”




For centuries, the Marcher Households have followed the beat of the Empire's drums. Aided by the Landskeepers' magic and inspired by the faithful of the monasteries, the Marcher armies have been built from the strength of the yeomen's arms, the courage of their hearts, and the knowledge that they fight for the green fields of home. Stubborn as stone, they give ground grudgingly, and even if they are forced to retreat they are not defeated: they will return.


The Marches are the guts of the Empire. They may not be pretty, but they are vital. They fought a war of independence long ago and they will die, one and all, before they give up their freedoms. None stands above another but that their neighbours put them there. Everything they have they have taken with blood and sweat, every season, their prosperity dragged from the soft earth with every harvest. Nature is their servant, bound and shackled with looming menhirs and iron ploughshares, a hound tamed and set to lie before their doors.


They understand sacrifice - not the easy sacrifice of blood for the harvest, but the hard sacrifice of lives spent day after day working for the future.


The Marches is the sleeping giant of Empire. Enemy boots churn up the rich soil, as the dog days of summer give way to the cold dawn of autumn – and to war.



Hearth and home, loyalty and land. Rivalry, pride and a nation of traditions. Sentinel hills, silent marshes, and standing stones that mark their dominance over the fields. Generation to generation tilling the good, dark earth as their forebears did, and reaping the harvests that feed all the Empire.

Hered the Wakened, Memories of Home
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 Five things about the Marches


		Land matters above all else.  Control and ownership of the land influences every aspect of Marcher life, most especially politics and magic.


		They have deep roots and long memories. Proud of their history and the long rivalries between Households, they never forgive a grudge.


		They're fiercely independent, proud and stubborn. They solve their own problems and stand their ground to defend what is theirs.


		They're governed by consent. They choose their leaders; Marchers are led not ruled. Everyone is born equal and respect is earned not demanded.


		They hold their traditions dearly. This is a land that dislikes change for change's sake, a land comfortable with routine, where Imperial Virtues are just plain common sense.





  What the Marchers are not 


		Pagans. The Marchers use magic and hard work to tame and control the land; they subjugate it to their will, they don't worship it. The Landskeepers draw on many of the visual imagery of druids, but they are a core part of the agricultural Marcher society, not a throwback to an earlier age.


		Authentic. The Marches is a low-fantasy nation designed to allow people to use the extensive costume resources of The Anarchy, the Wars of the Roses and the Hundred Years war. However the Marches is still a fantasy nation, owing as much to The Wicker Man (1973) or Pratchett's Tiffany Aching series as the Ellis Peters' Cadfael stories or the Cousins' War; this is no place for arguments about historical authenticity.





 The nation


[image: Robert.jpg]"Unbar the way; release the locks; undo the gate: now Robert knocks."


  Core brief 


		 The people


		 Culture and customs


		 Look and feel





  Further reading 


		 History


		 Leadership


		 Military concerns


		 Economic interests


		 Religious beliefs


		 Magical traditions


		 Hearth magic


		 Lineage and species attitudes


		 The Marches icons and artistry


		 Territories


		 Children


		 Music


		 Costumes


		 Tales





This selection of articles can be downloaded as a PDF book (or as html only)
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Eternal of Winter


Sobriquets


Most commonly, Sorin is called the Hungry Wolf. 


He is also known as the Tomb King, the Empty One and sometimes as Devourer-of-Hope. among the Icewalkers of Wintermark he is called the Hunger-Crow. 


He is occasionally called Father of Draughir or Master of Whelps although these names have more to do with his association with cruel strength and mastery over suffering than with any biological connection to the Draughir.



Appearance


This Winter eternal appears as a deathly pale, emaciated man dressed in tattered funereal finery, often with a furred mantle and often in the Highborn style. He usually wears a crown of fingerbones, or carries a rod made from bones wired together with weltsilver and tipped with dragonbone - the trappings of a heathen king. These trappings are reflected in his demeanour - he expects to be treated as if he were a royal sovereign and has little patience for familiarity or disrespect.


He inhabits a sand-choked wasteland, sometimes called the Silent Kingdom.  He rules this empty demesne from a palace of black basalt and polished bone that stands at the heart of a nameless necropolis city. His realm is scattered with tombs, mausoleums, burial mounds and memorial stones from all know nations of the world, and many more beside.



Concerns


Sorin is an eternal of hunger and thirst. He represents physical lack of sustenance, but is much more interested in the way that privation and suffering build strength. He is cruel, but not needlessly so - he does not encourage others to be cruel for the sake of it, but to allow them to survive and gain strength. If he were asked, he would say that he is cruel, because the world is cruel. 


He is fascinated by terrible choices and no-win situations. Deep moral and ethical dilemmas, and their resolution, are as interesting to him as more straightforward challenges. He constantly asks whether the ends justify the means, probing those he deals with to expose any hypocrisy. He never judges, however; he simply forces people to confront their own failings and weakness whenever he can. Sorin is not above manufacturing situations where individuals or groups will be forced to make difficult decisions. He is sometimes seen as a dark mirror of the Summer eternal Barien, an idea that he finds amusing (up to a point). 


The Wolf of Winter has no patience for opinions or beliefs. He deals in hard facts as gathered through actual situations. One of the most dangerous things for a mortal to do when dealing with Sorin is to put forward a belief about themselves that has not been tested - the Tomb King sometimes sees it as an open invitation to create a situation where their belief will be tested, almost invariably with terrible, tragic results. "People believe that they can withstand adversity, but until they are confronted with it, belief is all it is. Until you are tested, you cannot know for sure that the morality you profess is true, only that you believe it to be true. Belief blinds more people than it enlightens; it binds more people than it liberates."


The Tomb King is known to favour draughir more even than is natural for a Winter eternal. He seems to view them as his children, and has at times been described as being indulgent or paternal towards them. He can even offer a boon that will transform a human into a draughir, or strengthen the lineage of one who already possesses it. 


He is known to have an intense dislike of the Thrice-cursed Court - some stories claim that at one point he was part of their court but that he managed in some way to free himself from his curse of eternal hunger and thirst by "sharing" it with the world. Sorin refuses to comment on this story, and becomes angry if pressed.


He is strongly associated with the rune Naeve and, paradoxically, occasionally with Verys, the rune of strength.



[image: Devourer-of-Hope]


Boons


The hungry wolf fosters and encourages strength, but only the strength that comes from abandoning weakness. He encourages the ambitious to embrace expediency in pursuit of their goals. Sometimes the price he demands is straightforward (he is known to have a taste for dragonbone as well as for relics of the honoured dead). Often, it is a pact, oath or agreement to engage in or refrain from a certain behaviour - one boon he has offered several times is a boon of martial might that comes at the expense of the ability to create bonds with other people.


Sorin can provide boons that help people endure privation - whether that privation comes in the form of wounds or the slow suffering of hunger, sickness or thirst. One of these boons takes the form of a draught of wine that will transform a human into a draughir over the course of a single night - or strengthen the lineage of one who already possesses it. According to stories, if he infuses this wine with a droplet of his own blood it can transform someone who already possesses lineage into a draughir.


He can also offer some metaphysical boons - Sorin is said to be able to remove the pain of grief from an individual with a touch, for example, as well as the memory of a loved one.


Wintermark scholars point out that the rune Naeve, which has strong associations with Sorin,  represents more than physical hunger. It also represents the hunger for power - ambition. Many magicians who seek an audience with Sorin do so in the pursuit of boons that will increase their power (such as that granted through the ritual Sorin's Rite of Agony). Some seek his assistance in gaining temporal power, but they must be prepared to endure an inquisition at Sorin's hands if they want his aid in such matters, and they should be prepared to answer truthfully.


Finally, Sorin has a strong resonance with ideas of kingship. He seems more keen than most eternals to help establish regio in the mortal world. He can lay terrible curses on those who attract his displeasure. He can send powerful malign spirits to the mortal world to form potent animated horrors (often using his hounds for this purpose). He has been known to provide additional might to rituals such as Quickening Cold Meat, as well as to offer members of his tomb guard to fight alongside mortal warriors.


Unlike some eternals of Winter (the Thrice-cursed Court for example), Sorin appears to deal "fairly" with mortals. If he offers a gift, he will make the consequences of accepting that gift apparent - there is never a hidden curse when dealing with Sorin. This is not to say that his gifts are without price, quite the contrary. His belief that strength comes from suffering means that his boons are invariably two-edged swords. Much of the challenge of dealing with Sorin lies in deciding if the price he asks is worth the benefit he offers.


Also, boons of Sorin have been known to backfire with tragic consequences; he is utterly merciless and uncompromising in pursuit of payment for a boon. The story of the Marcher steward who received Sorin's aid to defeat a monstrous wyvern that was terrorising her yeomen agreed to offer a blood sacrifice to the eternal of "the first living being to touch you after your victory." In the end, despite preparations, the first living thing to touch the steward was her own daughter. When the steward refused to honour the pact, Sorin granted malign life to the skeleton of the wyvern creating a monster much worse than it had been in life. The beast rampaged across the stewards land and that of her neighbours until she was forced to fulfil her agreement with Sorin.


Wise bargainers pay in advance when dealing with Sorin.



"You cannot eat hope, nor drink it, nor shelter in it from the gaze of the noonday sun, nor warm yourself with it when the night is dark and the snow falls. You cannot strangle a murderer with pride, nor free yourself from shackles of despair with love, nor defend your walls with mercy, nor find your way across the wasteland with compassion."


[image: Note the dark Axos-style robe and the bone mask. Even the diplomatic heralds of Sorin adopt a sepulchral appearance, in service to their King.]A dour herald of Sorin about their master's business on the field at Anvil.


Heralds of Sorin


The heralds of Sorin usually appear as either very high lineage draughir or animated corpses or skeletons. They are usually clad as courtiers or knights, and reside in his gloomy sepulchral city. According to some magicians, Sorin seeks the mortal remains of particularly famous individuals and binds Winter spirits into them to create many of his more powerful heralds - while they may have the countenance of a dead champion, however, they have none of their memories. Unlike Kaela, Sorin does not usually welcome living beings as heralds.



The Tomb Guard


In plazas and parade grounds across his dark realm stand motionless legions of skeletal or mummified soldiers. They often bear tattered, faded banners and are often accompanied by musicians, scouts and heralds. Historians claim that some of ters are possessed of a grim intellect, but live only to fight at Sorin's command. From time to time he will offer a magician the ability to call on a band of his tomb guard.



The Hounds of Sorin


Sorin is said to command a great pack of starving, ghostly wolves that serve as his eyes, ears and occasionally messengers. Some of the hounds are thus given a humanoid form, with a variety of wolf- or dog-like characteristics, and sent out as agents. Sometimes, Sorin will bind one of these ghostly canines to a skeleton or corpse to create a monster. He can also infuse a living being with the essence of one (or more) of his hounds to grant them great physical prowess at the cost of unholy hungers. A few people who have gained Sorin's ire have spoken of being hunted by invisible hounds that invade their dreams, and there are several stories of such people vanishing without a trace one cold winter's night.
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	    [image: Moody Magus.jpg]Urizen priests seek ways to combine their understanding of the
 Net of the Heavens and arete with the Way of Virtue.


Faced with what is right, to leave it undone shows a lack of courage.




With its emphasis on philosophy and an ordered and rational life, it is no surprise that virtue and religion are important in Urizen. Most Urizen try to live virtuous lives and many believe that virtue is essential for Arete, that people can only be truly effective when they act in a virtuous manner, or that Poise cannot be achieved while giving in to base urges. In particular, a philosophical understanding of the Way of Virtue is regarded by most Urizen as a matter of concern and interest to all, rather than the prerogative and business of priests.


The Way of Virtue promotes behaviours that allow civilisation to prosper. Individuals who are virtuous encourage others around them to be more virtuous, and discourage self-serving or slothful attitudes. Highguard priests argue that virtue and vice are “contagious”, that virtuous individuals promote virtuous behaviour in those around them, and vice versa. The priests of the Urizen do not deny this idea, but from their understanding of the Net of the Heavens the priests of Urizen perceive a deeper truth.



 Illuminates


The Illuminates of Urizen are priests who combine a unique appreciation of the Net of the Heavens with a dedication to the Way of Virtue. Where other Urizen seek to understand the world around them in terms of pivotal nodes, individuals and events which dominate and control those around them. The Illuminates seek, instead, to identify virtuous individuals and work to make them into pivotal nodes, to put them in positions or bring them to events that will prove pivotal.


The idea is compellingly simple; by making a virtuous individual into a pivotal node, that node then influences all those nodes that are connected to it. The more pivotal the node, the greater the influence – the more virtue takes root and spreads across the Empire. The obvious way to make an individual into a pivotal node is to put them in a position of command within the Empire; a courageous general will inspire their troops to greater loyalty and courage, a prosperous senator will enable prosperity and ambition throughout their nation. Ultimately though anything that serves to make a virtuous person become a pivotal individual achieves the Illuminate’s objectives.


Vice is just as contagious as virtue, so Illuminates also seek to identify vile individuals, those who lack the virtues, and eliminate them. There is nothing particularly underhand about this; most Illuminates are priests who actively serve in the Synod, which has the power to remove anyone from Imperial office if their behaviour is deemed sufficiently unvirtuous. By bringing evidence of vile behaviour before the Synod, the Illuminates can remove those whose behaviour is influencing the Empire in the wrong way.


On the face of it, the Illuminates appear little different to most Highguard Inquisitors or to any other priests concerned with vile behaviour. The difference is that the Illuminates are not concerned with the behaviour itself, but rather with the influence that the behaviour has on others, by way of the connections between them. A high ranking Imperial general whose selfish behaviour does not affect their ability to do their job is of little concern to an Illuminate.


The other approach for Illuminates is to identify pivotal individuals and encourage them to become more virtuous. All the nodes in the Net of the Heavens influence each other, as well as the space between them, so a powerful node can still be affected by bringing another node into contact with it. A powerful senator prone to graft and corruption may be made more prosperous and loyal simply by the presence of a secretary in their entourage who is known for their honesty.


The goal of the Illuminates is to work to make the entire Empire more virtuous. But rather than deliver sermons to a congregation of dozens they seek to transform pivotal individuals; the ultimate goal is that all the nodes of the Net of the Heavens should be occupied by virtuous individuals. By such methods the Illuminates will transform the entire Empire.



 Questors


Some Urizen regard the Way of Virtue as an unfinished work, as incomplete revelation. These individuals, often called Questors, seek to challenge themselves and others by questioning the dogma of other priests. They use doubt and logic as tools to explore the meaning of faith and the purpose of virtue. They are often at odds with the priests of Highguard, and are known to question what the exact role of priests should be in religion – they regularly propose that priests have a responsibility to guide and offer advice, but that they should not attempt to make individuals undertake or avoid certain types of behaviour because by doing so they are damaging the soul’s progression towards enlightenment.


There is a subset of Questors who go so far as to actively discourage the use of evocative liao ceremonies, such as consecration or anointing, claiming that they interfere with the pure rational and objective pursuit of a virtue. These Questors, referred to by some as Lucidians for their commitment to clarity, are often excellent exorcists but who are as like to banish a virtuous aura as a malign spiritual presence, an attitude which has caused some tensions and conflicts with other priests, including accusations of Idolatry (from the Lucidians) and Blasphemy (from Wayfarers and other priests).
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	    Courage is the first of human qualities because it is the quality which guarantees the others.




[image: They may only contribute a single army to the Imperial military, but that army possesses an influence that belies its size.]Urizen are not pure theoreticians; they apply their mastery to change the world.


Overview


The Urizen contribute only a single army to the Imperial Military, but they have a history of providing important arcane assistance in wars against the Empire's magically capable enemies. This history began even before they joined the Empire, with several notable Urizen magicians providing pivotal assistance to the Empire in the war against Alderei the Fair and the Volodny sorcerers. This earned them the hatred and enmity of the Volondy, but it created a precedent for future conflicts. When the Imperial Armies march to war against a foe that uses magic, the Urizen magicians work to provide what support they can.
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In theory each Urizen Spire maintains its own defences, but it is common for spires to collaborate to construct a spire in such a way that it can protect all its neighbours. These military spires – called citadels – are built at strategically important points and are usually heavily fortified. They attract individuals of a martial bent from all over the nation, drawn by the opportunities to practice their skills and hone their fighting Arete.



[image: Sentinel]The prowess of warriors of Urizen makes them an important element
 of the Imperial armies


Citadels are often constructed on Urizen's borders, where they can guard important passes, but there are dangers throughout the mountains of Urizen. Brigands and bands of indigenous orcs threaten civilisation and the many powerful magical auras that afflict the region create problems of their own. A key advantage of the Heliopticon is that it allows for the transmission of messages between spires without the need to traverse the dangerous valleys and passes that lie between them. 


Swords, spears and glaives are the favourite weapons; axes, maces and flails are considered to be heavy and ungainly weapons by many. Urizen masters teach their students to see a weapon as a tool to control the space around them, they prefer longer weapons with which they can keep an enemy at a distance. The Urizen disdain wrestling and pugilism. This is partly a result of their desire to keep people outside their personal space but fighting without a weapon is seen as ineffectual and barbaric – a waste of effort and energy that is the very opposite of the Net of the Heavens and a higher mind. “Animals fight with their hands” is a common rebuke for Urizen children caught fighting.



Sentinels


Although most Urizen view skill with ritual magic as a sign of fitness to govern, ultimately it is excellence they respect. Arete is about skill, precision and effectiveness with one’s chosen art; a skilled warrior receives more acclaim than a careless mage. Those who train themselves to fight without using magic are unlikely to be considered for high office but they can still gain the respect of their peers. To do so requires more than just skill at fighting however; to demonstrate Arete as a warrior requires an individual to show a mastery of all aspects of warfare.


Those Urizen warriors who strive to achieve this ideal call themselves sentinels. They combine study of strategy, tactics and the mastery of weapons and armour with knowledge of history, magic, religion and philosophy. They study not only the practical arts of fighting, but also the theories of how and why men and women fight, what it means to be a warrior, and the ethics of violence and killing. A few possess some magical ability, but just as often they are dedicated fighters who leave the practice of magic to their charges and allies. 



[image: Urizen General]The General of the Citadel Guard is always a weighty voice in the Military Council


Imperial Armies


Urizen fields one Imperial army; the Citadel Guard. The Urizen also have a great deal of interest in the position of Warmage, appointed by the Imperial Conclave by declaration of candidacy, to serve as a de facto general, albeit one without command of an army.



[image: Citadel.jpg]


Citadel Guard


		 Army Quality: Cyclic magic




One of the oldest continuously active armies in the Empire, the Citadel Guard (unsurprisingly) incorporates a large number of magicians, battle-magicians and sentinels trained to fight alongside them.  In addition to the skilled and well-equipped combat magicians there are also diviners who use the magic of Day and Night to gather intelligence about the magical capabilities of their enemies; scouts and disciplined raiders who focus on denying those resources to the enemy; and potent ritualists who can channel the magic of the Empire to bring down [curse|curses]] and enchantments on the territory where the army campaigns.


The first Urizen General leads the Citadel Guard, and is appointed (or re-appointed) at the Summer solstice each year.



Further Reading


		 Sentinel


		 Citadel Guard
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	     Description


A Biting Blade is a respectable weapon that grants additional power to a skilled soldier, as well as offering the ability to strike a significant blow to an individual who is not a professional warrior. The weapon is sometimes simply referred to as an Orichalcum Blade or (in the poetry of Wintermark) a Dawnfire Blade or Duskfire Blade in reference to the slight reddish tinge to the metal produced by alloying orichalcum with steel.


The Biting Blade is the weapon many common folk think of then they think of a traditional 'magic sword.' Artisans in Wintermark especially like to inscribe the rune Jotra on a biting blade, and Dawnish crafters often shape the pommel into the head of a gryphon or engrave one onto the blade directly.



 Rules


		 Form: Weapon. Takes the form of a one-handed weapon.


		 Requirement: Any character can bond to this item.


		 Effect: Once per day, you may call CLEAVE with this one-handed weapon.


		 Materials: Crafting a Biting Blade requires seven units of orichalcum. It takes one month to make one of these items.





The ragged stranger watched as the Steinr smiths completed their long forging, the chant rising and falling as they hammered at the hot metal one last time.  Sing-song voices echoed strangely around the forge as the golden-red rays of a winter's sun sank slowly behind the mountains.
"Red the fires of the forge

Red the blade and red its thirsts

Red the wine that it drinks so deep

Red the mouths that it opens wide

Red the dying light of day

Red its dreams"



With one last chorus of hammer-strikes the blade was gathered up in tongs and a great cloud of steam rose up with a hissing noise into the dusk air.  A few more moments of examination and testing and the Steinr women turned to the stranger, offering the fruit of their long labours.  The eldest smith spoke for them all, "The debt is settled, outlander, you have your blade.  Make no mistake, we have felt this one's skein - it is a crow-feeder, a widow-maker, a flesh-cutter and a spiller of blood.  Bond yourself to this, and you'll know nothing but strife for the rest of your days."



The ragged man leaned forward and took the blade in one scarred hand.  Even with an unwrapped hilt and before cleaning and sharpening, he fancied he could feel the proficiency of murder this thing represented - a yearning toward mayhem and death.  He hissed a breath inwards through his remaining teeth.  Oh yes, this would do most excellently for his revenge...
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	     Description


An Apprentice's Blade is often the first item crafted by a young artisan at the beginning of their career. While they require only the most trivial amount of orichalcum ore be worked into the metal, the process of creating the correct alloy is very time-consuming. Most apprentices have to begin the process several times, melting the blade back down again, painstakingly extracting the precious ore, and alloying the steel all over again. Once the proportions needed to create the alloy are correct, the metal must be folded and refolded hundreds of times in a seemingly never-ending series of forging and quenching and hammering. 


Completing one of these weapons is often a rite of passage; even the most dour master must admit that a crafter who can create one of these items is an apprentice no longer. Mastering the art of crafting this item is often considered proof that the artisan possesses self-discipline, due respect for the materials, and the ability to undertake complex crafting processes.


The Wintermark rune Jotra is sometimes engraved into the pommel of an Apprentice's Blade, or more commonly onto the scabbard that holds the weapon. They are sometimes called a Banner-bearer's Desperation among the Winterfolk, as they are often used by banner-bearers caught in dangerous circumstances.



 Rules


		 Form: Weapon. Takes the form of a one-handed weapon.


		 Requirement: Any character can bond to this item.


		 Effect: You may spend a hero point to call CLEAVE with this one-handed weapon.


		 Materials: Crafting an Apprentice's Blade requires no special materials. It takes two months to make one of these items.






"Look boy, the price is ten crowns, take it or leave it. I'm not dropping the price for a prince, let alone a guttersnipe like you."


"Seven Crowns is all I have, take it and leave me the blade, or things will go badly for you."


"Are you threatening me boy? Oh I see, you've hired yourself a bravo. And she's going to seal this deal for you is she? Well why don't I give you a little demonstration of why my steel is worth ten crowns."


"Don't be a fool, you're a blacksmith not a warrior. You can't possibly fight my cicisbeo. Take the 7 crowns, it's a good offer."


"Boy, just because your hired thug is fucking you, doesn't make her a cicisbeo. She's a pretty lass, but if her hand draws that sword, then ambition take me, I'll take her bloody arm off."


"Don't make threats you can't keep blacksmith. Take the pouch, leave the sword, walk away. I'll let you chalk it up to experience."


The bravo's blade darted from her scabbard as she lunged forward to strike, eager to pierce the blacksmith's heart. Giorno had none of the bravo's speed but he staggered to his left and the strike took him in the shoulder. He screamed in agony, and lashed out with the sword in his hand letting the red hot fire of the wound fuel his anger. He had little skill with arms but he poured his strength and his pain into the blade feeding the magic he'd locked there. The bravo was already darting back, but not before the sword fell across her forearm. Across it and then through it, as the eager magic chewed into the muscle and the bone. The Bravo dropped to the floor screaming and clutching the bloodied stump of her ruined hand.


"I'll keep my sword and I'll keep your pouch boy. Seven crowns will pay for a physick to treat the wound your thug just gave me. And a lesson for you about smithing. The apprentice's sword is ten crowns, and it's worth every ring of that. It might be a simple enchantment, but it's the best enchantment to have if you don't know how to fight but you've got some fire in your soul. I'll let you chalk that up to experience."
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	    [image: Empower.jpg]Empower lets a magician offer magical support to allied warriors.
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Description


This spell allows a magician to support heroic soldiers on the battlefield, helping them to use their martial skills at key moments. It is equally effective when used to grant strength to a neophyte warrior as to a veteran hero. Anyone who can wield a weapon can benefit from the magical enhancement that empower provides.


It is often associated with the Dawnish; there are many stories of enchanters using it to direct their fellow nobles. It is also popular with the Urizen both for supporting their sentinels, and for directing a warrior to unleash a specific valuable attack at a pivotal moment in an engagement.


Some magicians view this spell as strengthening or inspiring their target. More cynical or arrogant magicians think of it in terms of using a warrior as a living weapon to achieve their aims on the battlefield. Magical scholars point to it as being similar to a short-lived enchantment - they draw parallels with magical rituals such as Swan's Cruel Wing or Horizon's Razor Edge. The magical energy provided by the spell is very short-lived, however, and does not interfere with a magical enchantment - meaning it can even be used to empower warriors who are already benefiting from more powerful magic such as Barked Command of the Iron Serjant.


Several magic items exist that allow a magician to make more use of the empower incantation, such as the Roaring Chimera Rod and Glamourweave Robe which allow a magician to cast the spell many more times each day. The potent ritual Glorious Crown of Enchantment likewise increases the number of times the spell can be cast, with the additional advantage that its power can be replenished with the correct potion or access to a chamber enchanted to restore reserves of magical power.



Casting


		 Type: Offensive spell


		 Cost: 1 Personal mana




Effects


You may allow the target to make a single heroic call based on the weapon that they are using within 10 seconds. They may call STRIKEDOWN if they are wielding a polearm, IMPALE if they are wielding a two-handed weapon or CLEAVE if they are wielding a one handed weapon, or a one handed spear. The target cannot use an implement to deliver an empowered blow.



Sample Spellcasting Vocals


		 Ophis reveal your hidden strength! EMPOWER!


		 Inga Tarn guide your hand! EMPOWER!


		 (to an orc) Ancestors guide your hand!


		 As the lion roars, let fury fill you! EMPOWER!


		 For one moment, the Stork guides your hand. EMPOWER!


		 One blow to turn the tide! EMPOWER!


		 Share of my strength! EMPOWER!


		 Listen to your ancestors and strike now! EMPOWER!




Common Elements


		 Rune Magic: Any of the Gryphon Runes will serve caster and target well when invoked, though some prefer to invoke Hirmok or Cavul to lend expertise - granting the target "dominion" over their weapon or gifting them with "purity" to strike truly, rather than simply granting them strength. Mawrig may be invoked, particularly when the subject will use their new strength to cripple an enemy with a single blow.


		 Astronomancy: The Oak is by far the most common of the constellations called upon when casting this spell, though as with invoking Cavul, The Stork may also be used to imbue the subject with the skill needed to make a decisive strike. The Claw can be called upon, particularly when the subject will go on to CLEAVE an enemy with their new strength, or more rarely, The Mountain may be used to lend monstrous strength to a polearm's STRIKEDOWN.


		 Dramaturgy: The Captain is strongly associated with this spell, both for the caster - one who gives strength to others - and for the subject, who strikes truly and Virtuously. The Bishop may also be invoked, lending strength to another.


		 Blood Magic: A blood magician who is also a warrior may use their own blood, but more often the magician makes a small cut on the arm or shoulder of the target - enough to spill a little blood. Depending on the situation, the warrior may already be bleeding - and tracing a quick sigil in blood a warrior has already spilled while fighting has a strong resonance with this spell.


		 Other traditions: A Dawnish witch might evoke the spirit of the mythical unicorn or the martial prowess of the chimera when casting this spell. A theurgist might invoke the name of a warrior-paragon such as Adelmar the Lion, or the name of an inspirational figure known for wielding a specific weapon (for example, Inga Tarn might be evoked to aid someone using a two-handed weapon). A goeticist might call on Zakalwe, Janon, Estavus, or almost any Summer eternal.


		 Realms: This spell is strongly associated with the lore of the Summer realm. Some magicians - especially those who see themselves as directing or commanding the warriors around them - see a resonance with Autumn lore








Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Empower&oldid=63784"

	    
	  

        


Night_pouch

		
			Spells




	      
	  
	    
            
              Night pouch 


	      	      Night pouch


	                  


	  


  
	  
	    This is a placeholder page for content that PD are actively working on.

Contents




		1 Description


		2 Casting


		3 Effects


		4 Sample Spellcasting Vocals


		5 Common Elements






 Description


This spell enchants a bag or pouch so that its contents cannot be accesses by anyone except the caster. It is ideal for keeping small items of personal value in, or for protecting private correspondence. It is common for couriers, messengers and diplomats with magical powers to carry a night pouch for sensitive documents.


It is possible for strangers to access the contents of a night pouch through the ritual Piercing Light of Revelation, although doing so destroys the magic and usually the physical pouch. A ritualist versed in the lore of Night can use ritual magic to create a durable enchantment similar to a night pouch through the use of Secrets for the Shadow Courier.



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


This spell enchants a suitable bag or pouch so that it cannot be opened by anyone except the caster. The contents of the bag cannot be accessed by anyone but the caster without ritual magic or a special ability. The spell lasts until time out. At time out, the contents of an unopened night pouch is lost.


Any player who has access to this spell may carry a small pouch or small bag; the spell will not affect a bag more than 18” deep or 6” wide. PD will issue every character who has this spell with a night pouch ribbon. When you cast this spell you should fasten your pouch with this ribbon.



 Sample Spellcasting Vocals


		 (whispering and tracing Diras) Diras! Diras! Diras! Thrice banished and thrice banned, let not these treasures fall to blind and blinding light. Diras! Diras! Diras! Thrice signed and thrice sealed, let these secrets hide within this veil of guarding Night!'


		 I work as the bee works, gathering nectar from bloom and blossom. I strive as the bee strives, and golden treasures are my reward. Let my treasures be as honey, secure in the safety of this my honeycomb. 


		 (pointing to each star in turn while concealing the pouch in the other hand) Star of the east, stretch out your veil! Star of the south, receive that which I hide! Star of the west, let none pass save I, who hold the key! Stars above, lock all within your veil of secrecy! 


		 (concealing the pouch beneath a cloak ) Diras! I invoke your aid in this dark hour; imbue this pouch with hidden power; holds its treasure out of sight; let none but I claim its gifts this night. 





 Common Elements


		 Rune Magic: While the night pouch itself is usually marked with Diras, the rune of secrets, some magicians prefer to use the rune of wealth. Both of these runes are commonly evoked during the casting of the spell, although couriers and diplomats might include Queros, the rune of plots, if they plan to store sensitive documents in their night pouch. A rare few risk invoking the power of the Unknown Rune, the rune of absence and silence.


		 Astronomancy: An astronomancer making a night pouch often evokes the constellation of the Lock, which has resonance with themes of concealment and security.


		 Dramaturgy: Both the personae of the Witch and the Mountebank are good choices when creating a night pouch, although the mountebank is often considered to be a better fit when the spell is intended to contain illicit or politically sensitive items. The Cloak has connections with concealment and disguise, and is often used to physically hide the night pouch from all observers while the spell is cast. 


		 Other traditions: Some magicians evoke the names of paragons or totem animals associated with prosperity when casting this spell. 


		 Realms: As the name suggests, the spell is connected with the realm of Night - its magic revolves around concealment and obfuscation.
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	    [image: For glory!]The more people know of your glory, the faster you will pass through the Labyrinth of Ages


The Dawn zeal for a glorious life infects both yeoman and noble alike. Every challenge is an opportunity to relish, a chance to better oneself, to prove one's worth. Most nobles devote their life to honing their skills and seeking out opportunities for glory. Every yeoman who takes the battlefield knows that life is presenting them with an opportunity to prove themselves and so the Imperial army recruiters can afford to pick and choose from long lines of volunteers.


Although triumph is the ultimate goal, the glory comes as much from attempting dangerous and difficult deeds as from succeeding. What draws disdain is not failure but inaction, passing up a chance for glory because of indecision or a fear of defeat. The Dawnish take failure as seriously as they take success, but mindless stupidity is not tolerated - glory accrues to those who did everything imaginable to succeed, not to those whose only plan was to throw themselves on their enemies swords.


The Dawnish believe that the more people know of your glory, the more quickly you will pass through the Labyrinth of Ages. They consider glory superior to the Wintermark notion of heroism because glory requires the acknowledgement of your peers. Glorious acts are intrinsically difficult, it is not enough to be successful, the glorious individual must prove the act was noteworthy by accomplishing it in an impressive or dramatic way. Finding a loophole around a challenge isn't useless - but it isn't glorious - for that is something anyone could have achieved. Glory is also different to heroism in that only your own deeds matter, you are judged purely on your own merits, you cannot achieve glory by riding on another individuals success.


Troubadours argue over what constitutes the most glorious deed - the difficulty and challenge of the deed are important but so is the motivation of those involved. Glorious deeds are not just difficult or dangerous they serve a higher purpose. To slay the dragon is glorious but it is more glorious still to do it for love.
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	    All people by nature desire knowledge. 




[image: UrizenScoobyGang.jpg]An ambitious people with a desire for order in all things.


The Urizen live in the mountains in settlements called spires: clusters of buildings, halls, galleries, and balconies that are carved into a hilltop or the side of a mountain peak. Spires tend to specialise: a given spire might be known for its fine craftsmanship, the beauty and artistry of its musicians, its dedication to martial affairs, or its mastery of one or more spheres of magical power. 


These majestic peaks have shaped Urizen society. They are defensible, but can only support a small population. As a result, Urizen is the smallest nation in terms of population, although its numbers have been slowly increasing since it joined the Empire. The small size gives every person a clear sense of their own importance and their place in the community. The Urizen philosophers claim that the high peaks allow them to maintain a sense of perspective on the world, giving them a physical distance from the turmoil of day-to-day life in the Empire that they need to be able to consider problems dispassionately. 


The Urizen prize rationality and learning above all other qualities. They favour an ordered approach to life and their culture is shaped by the philosophies and ideals they have embraced. They are an ambitious people with a desire for perfection in all things and most Urizen spend what time they can in study, contemplation, and practice. Scholars and philosophers are prominent, but magic is considered the highest discipline of all in Urizen and their most prominent citizens are usually powerful mages. 


Urizen love to see practical applications of knowledge, lore, and philosophy. While learning for its own sake is laudable, the Urizen value much more highly knowledge that is used to create tangible benefit – to change the world, even in a small way. They are credited with creating whole branches of natural philosophy and mathematics, formalising and codifying ideas such as algebra, geometry, and trigonometry. They are most proud of practical inventions such as the telescope or the many magical rituals they have created. They apply their learning to make their lives more comfortable and fulfilling, and strive for the ideal of achieving something elegantly and with the least expenditure of effort.


Urizen aspires to a sense of timeless tranquillity. They seek to cultivate serenity and calm in themselves and in their environment. Most Urizen live a structured life that provides a foundation for them to build their identities around. They are not moribund or calcified, but disruption of the personal daily routine is a clear sign that there are problems that demand their attention.


A desire for order and perfection in all things is what drives most Urizen. They seek mastery of the self, often through philosophies such as Arete and Poise, and they employ the teachings of the Net of the Heavens to make the world around them flawless and sublime. Most strive to move the Empire towards a utopia. While different spires disagree on what constitutes the perfect society, they broadly agree it should involve the largest amount of happiness for the largest number of people. 


The archetypal Urizen is an educated person who applies their learning and discipline to every part of their life. An individual Urizen might easily be an implacable blade-master, oratorical reformer, dedicated natural philosopher, wise theologian or powerful magician. Wherever possible, they seek to expand their understanding of the world and their role within it, and apply that understanding to achieve their goals.



 Names


Urizen names are inspired by Roman and Byzantine names. They do not use the classical Roman three part name, and comic pidgin Latin should not be used, but the classical roots give a single name the right air of timelessness.


Formally, all Urizen append the name of their spire to their title. Spires are small enough that the occupants can avoid naming children with names used by other living residents of the spire, so the Urizen have no need of family names. If two Urizen with the same name do end up living in the same spire then one or both of them are usually given an appropriate epithet by the peers, e.g. "Portia the younger".



[image: UrizenTeaching.jpg]Philosophers and teachers who favour an ordered approach to life.


Spire names tend to be in English, and are usually descriptive. For example; Evenspire, White Marble Spire, Spire of the Immaculates.



 Sample names


		 Male: Aeneas, Aquila, Belisari, Cyrus, Drusus, Felix, Florian, Hadrian, Majorian, Marcus, Octavius, Seneca, Severus, Tacitus, Vaanes, Zeno.


		 Female:  Adula, Alba, Camilla, Flavia, Julia, Livia, Martina, Megaris, Nicasia, Octavia, Priscilla, Portia, Sabina, Sophia, Tatiana, Valeria.





 Naming resources


		 Roman names


		 Byzantine male names


		 Byzantine female names
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  The Brass Coast 


[image: FreebornMobileCorsair.jpg]


The rolling pampas breeds a people driven by a hunger for life. Never be afraid to speak your mind, be bold and adventurous and take joy in life and the wealth that daring brings. more...






  Dawn 


[image: Bohemond De Rondell.jpeg]


Land of knights, war-wizards and yeomen, where nobility comes from a proud spirit not a fortunate birth. Live for glory, die for love and seek immortality in the tales of the troubadour-priests. more...






  Highguard 


[image: Highguard march to battle.jpeg]


The birthplace of the Imperial Faith and the First Empress, where virtue drives action in pursuit of the highest goals. Rise to the challenge and lead all humankind towards its manifest destiny. more...









  Imperial Orcs 


[image: Skywise.jpg]


With land for the first time in history and a burning drive to rise above the legacy of the past. Grasp your opportunity and carve out a future for your legion, for your people and for your Empire. more...






  The League 


[image: League ball.jpg]


Humanity finds its true home in the cities, ruled by the ruthless servants of the Empire. Turn every situation to your advantage and remember that wealth is just a means to an end. more...






  The Marches 


[image: Marcher Dancing.jpeg]


Stubborn as stone, the Marches are the guts of the Empire. Nature is their servant, bound with looming menhirs and iron ploughshares, a hound tamed and set to lie before their doors. more...









  Navarr 


[image: Leafstalker.jpg]


The fierce Navarr travel the Empire binding its people together and watching everywhere for signs of danger. Scions of an ancient line, they have lost one empire - they will not lose another. more...






  Urizen 


[image: Urizen ritual.jpg]


High mountains grant unmatched perspective, and let the wise see what should, what can, what must be done. Wield reason and magic in the pursuit of excellence, and the perfect world. more...






  Varushka 


[image: Thorns in Battle.jpeg]


A rich land of dark tales and darker beasts where the past lies uneasy in its grave. Stake your claim to the wealth beneath the hills, but always be prepared to make the hardest choices. more...









  Wintermark 


[image: Horsa.jpg]


A harsh and unforgiving land, home to warriors, mystics and hunters. Stand fast against the cold, strong in body and spirit, and choose to live and die as a glorious hero. more...
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 Overview


The Urizen look draws heavily on classic fantasy images of high elves and wizards. The colours are primarily a wide range of light pastel shades but strong dark colours like midnight blue or blood red can be appropriate for the right character.


Robes are worn long and draped over the body with layers of different materials in complementary shades. The materials themselves are usually plain, the most common decoration is complex embroidery of looping spirals. Materials suggest a refined, elegant people - linen and silk.


Jewellery is common particularly worn around the neck and in the hair. Stylised gold or silver chains in loops and swirls that are suggestive of a net are best.



 Feel


Calm, refined, poised, elegant, wise, ageless, graceful, serene, focussed



 Breakdown


 Influences


Ars Magica, wizards, Lord of the Rings high elves



 Materials


Primarily cotton, linen or silk. Wool is possible but less common, fur should be avoided except for trimming.



[image: Hellboy 2]


 Colours


The pallette is usually light pastel shades but some characters may adopt a dark primary colour: midnight blue, blood red or hunter green.



 Clothing


Urizen clothing is usually layered robes that hang from the shoulders. Often the layers are tied at the waist or belted before flaring out again to cover the legs. Sleeves are often long and voluminous.


Ideally, clothes are layered to achieve warmth, rather than being made from thicker or warmer materials like wool. Cloaks and mantles may be added for warmth in cold weather.


Garments may include high collars, or have material gathered around the neck. Most outfits are made in two, or three at most, complementary colours and are often embellished with intricate looping embroidery.


Garments are often belted or worn with a sash which may be long and ornamental.



 Armour


Whether metal or leather, armour is often banded or segmented to ensure ease of movement. Women’s armour may be shaped to fit the contours of the upper body; the ideal armour gives a sense of being fitted, as if it were in were an extension of the wearer’s body.



 Shields


Shields are often heavily curved to remain close to the body in use. The ideal shield is highly ornate and reflects the high-fantasy character of the nation.



 Weapons


Pole-arms such as spears or staves are favoured rather than longer or heavier equivalents like pikes or halberds. Glaives, a long shaft ending in a blade are popular. Swords are favoured in place of axes or maces. Urizen weapons suggest grace and speed rather than weight and power.



 Urizen Costume


The favoured Urizen costume is long robes or coat like garments that hang from the shoulders. These may be worn loose or belted or buttoned at the waist. This garment is tied with an embroidered sash - an iconic look for the nation.


A complete outfit includes layers of garments in matching or complementary colours, often with a high collar or material worn around the throat. Garments often include intricate embroidery of looping swirls in a contrasting colour.


Light pastel shades are common, but garments can include darker colours for contrast.


Dark shades of blue or red can work well especially if highlighted with a lighter colour. A costume of purely dark shades like the purple and black outfit is difficult to pull off. The iconic design, complex cut and layering make this one look right.
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 Jewellery


Silver and gold jewellery is common, usually worn around the neck, brow or hair. The ideal pieces are long interlocking chains suggestive of a net.
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 Armour


Armour is usually fitted closely to the body and often banded to emphasize flexibility and movement. Helms, shields and pieces of armour are often shaped and curved in stylised ways to appear more elegant.





[image: UrizenArmour.jpg]






Armour should be well fitted. The classic fantasy shaped breastplate is an ideal option for female Urizen warriors if they want to wear that.



 Weapons


Bows are far more common than crossbows, which do not fit the style of the nation with its emphasis on lithe, graceful movements. The ideal weapons are stylized swords, potentially with a slight curve to the blade, that look light and designed for swift graceful movements.
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	     Description


A Shieldbreaker is often a one-handed axe, hammer or mace. It is especially favoured by the Steinr, who use it to great effect when fighting the well-armoured orcs that infest the lands to the west of the Empire. Many artisans take pride in proving the superiority of their craft over that of the barbarians, showing that anything the orcs could create could be broken by their arts.


Swift and lightly armoured skirmishers among the Navarr, Marcher beaters, and Highborn unconquered make use of these weapons to even up the odds against shield-bearing opponents and to soften such foes up for their comrades in the main battle-line. Hammers and axes are the most common forms among these groups, who sometimes call them Bull’s Eye Bait as skilful use of these weapons will open up the target for a deadly shot from allied archers.


Runesmiths often inscribe the rune Verys, Rune of Might, on a Shieldbreaker. Although some smiths prefer to use Mawrig, the Rune of Storms, weapons bearing this mark are often considered to draw their wearers into dangerous situations; they are used by the frayed but many others prefer to avoid them. This weapon is popular with many orcs, both the Imperial Orcs (especially their reavers), and barbarians.



 Rules


		 Form: Weapon. Takes the form of a one-handed weapon.


		 Requirement: Any character can bond to this item.


		 Effect: You may spend a hero point to call SHATTER with this weapon when you strike a shield.


		 Materials: Crafting a Shieldbreaker requires eight ingots of orichalcum, eleven ingots of tempest jade, seven ingots of green iron, three measures of ambergelt, and seven measures of beggar's lye. It takes one month to make one of these items.





The tallest of the youngsters stepped forward from the line to answer, his head held high as he spoke though the slight twitch of his pointed ears belied his nervousness.  Though still a boy he bristled with pride for soon he would pass his citizenship test and be recognised truly as an Imperial. The weight of the honour hung heavy on his shoulders , few among the denizens of the Empire appreciated this the way an orc did. His hand tightened around the handle of his training shield and he took solace in the feel of the leather creaking in his palm.
“Your shield is your greatest tool, it can protect you from harm better than any armour. If it has survived many battles then the worth of it is proven already. Your shield is your life”  he smiled, confident he had given the answer that the senior warrior had wanted.


“Wrong” the old orc bellowed, the dozen younglings before her flinched at the sound and stiffened their backs. She fixed the aspirant that had spoken with her remaining good eye; the other lost years before fighting the tribes along the western borders. She considered the memory for a moment, it was a good story, the scar had been well earned. It had worth to these youngsters too. 


“But...” the young orc stuttered. “I’ve heard  tales of the legion’s warriors in battle, shields locked and proud as they battle the barbarians. Shields that could endure whatever the enemy can muster. We’ve all heard.”


“Wrong” she repeated, calmer this time. She turned to the other aspirants and walked along the line, examining each in turn. Her awkward gait courtesy of the blow that saw her retire from the legions front lines. Another good memory but for another time. “I thought as you once, that shield and armour were my greatest gift, I was wrong. Raise your shield youngling.” The young orc barely had time raise the battered wood before him as she swiftly unclipped the darkened metal mace at her hip and brought it down with skilled precision. The blow knocked the young orc to his back, where his fellow aspirants hurried to pick him up, all eyes looking fearfully at the elder orc. 


“My shield!” the young orc cried, looking in horror as thin lines spread from the centre boss like ice shattering underfoot. The creak of splitting wood increased until with a final crack it fell into pieces before them. His fellow aspirants helped him to his feet as the older orc looked on with a wry smile.



“Look to your fellows first, children. That is where true strength lies. Shields can be broken many ways - with a big enough weapon or with simple enough enchantments or the blows of the unnatural - but the bonds of blood ....unbreakable” She allowed the weight of her words to hang in the air for a few seconds before speaking again. “You,” she pointed to the young orc whose shield lay in pieces, though a bruised ego the only injury he’d sustained , “pick up your mess. All of you, class is over for today.”
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	    We do not act rightly because we have virtue or excellence,
but we rather have those because we have acted rightly.
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  The Net of the Heavens 


The Urizen embrace an image of the world they poetically call the Net of the Heavens. It is a metaphor that defines human interaction and history as being made up of “nodes” or “knots” – pivotal people and events that shape everything around them. For actions to be effective they must operate on these nodes, otherwise effort is wasted. By influencing a powerful node, an individual can exert influence over events and individuals they have no personal connection to and produce results out of all proportion to the energy expended. Learning to  possess Arete and Poise are seen as prerequisites for being able to reliably manipulate the Net of the Heavens.



[image: Poise.jpg]Arete and Poise are inextricably linked.


  Arete 


The principle of Arete, the idea of excellence in all things, is central to the Urizen way of life. The word means something close to "being the best you can be", or "reaching your highest human potential". It encompasses courage and strength in the face of adversity. Arete is frequently associated with bravery, but more often, with effectiveness. The person of Arete is a person of the highest effectiveness; they use all their faculties: strength, bravery, wisdom, and guile, to achieve real results. Arete involves all of the abilities and potentialities available to humans.



  Poise 


Linked to Arete is the idea of Poise. The Urizen are wary of instinct and emotion, believing that people who allow their passions to move them rather than their higher minds are prone to acting irrationally and ineffectually. To allow the self to be overwhelmed by emotions undermines the basic goals of Arete. “When one speaks angrily,” an old saying goes, “only the anger is heard.”


Many Urizen actively disdain uncontrolled public expressions of emotion, and this gives them a reputation for being haughty, cold individuals. In truth they feel their emotions as deeply as any, but they strive to master their emotions and subordinate them to their rational spirit. The Urizen believe that you draw your strength and impetus from your emotions, but the emotions must be controlled for this to be usefully directed. 


Rather than subdue or suppress their emotions, Poise is the practice of allowing yourself to feel your emotions as deeply as possible yet retain perfect self-control. Practitioners seek to hold themselves in a state of equilibrium so that they channel the strength of their emotions at the perfect moment. A common drill used to develop poise is the “deep breath” – a simple meditative technique where before undertaking any challenging activity the individual takes a breath and holds it while taking a moment to harness their emotions and decide how they will act. When the student breathes out, often explosively, they spring into action.



Anybody can become angry - that is easy,
but to be angry with the right person
 and to the right degree and at the right time
 and for the right purpose, and in the right way
 - that is not within everybody's power.





 Privacy and politeness


Urizen place great stock on politeness and good manners. Their nation is a place of competing and sometimes incompatible philosophies. It is also a nation where it is easy to become isolated from your neighbours. As a consequence, a level of assumed respect reduces the likelihood of a misunderstanding souring relations.


Urizen tend to value their privacy, and be very aware of their personal space. Theirs is a mountainous nation, but the spires are built on a larger scale than most Imperial citizens would be familiar with. The citadels, towers, balconies and houses of Urizen often extend a short distance into the stone of the mountain itself, and these galleries are intended to be as airy and open as Urizen engineering can make them. As a consequence, some Urizen suffer from symptoms akin to mild claustrophobia. 


This extends to their social lives as well – Urizen generally have a larger “personal space” than other people, and some become uncomfortable if they are pressed together with other people for long periods of time. Even spouses tend to maintain separate apartments, albeit with a shared communal area. Urizen bow to others as a mark of respect rather than shaking hands. A handshake is a greeting between close friends, while a hug or embrace is rare except among lovers, trusted confidants and close family members. Physical intimacies are always offered, rather than forced on someone.



  Communal meals 


Urizen food tends to be simple, but supplemented by a dazzling array of spices and sauces designed to make a limited palette of foodstuffs raised on the mountainsides more interesting. Most Urizen communities make an effort to attend a communal evening meal, characterised by lively discussion and debate. This expectation that the day will end in a communal meal helps to create a feeling of community and continuity for the Urizen people. Many spires add additional traditions, such as music and poetry, to cement the importance of this “community time.” A religious spire may add prayers before and after the meal, while a martial spire might use regular sparring to “work up an appetite for supper.”



  The Heliopticon 


Much of Urizen is hard to cross and physical messengers travel slowly. The nation is united through the use of the Heliopticon – a series of polished bronze mirrors used to send messages across great distances to nearby spires using a simple code of short and long flashes (this is represented by international morse code). To an outsider the Heliopticon is a technical marvel, but the Urizen appreciate that the true brilliance of the Heliopticon is the cipher of flashes used to send the messages rather than the method used to create them.



  Art 


Artistic Urizen love poetry, but their work tends to follow strict structural rules. Urizen poets are expected to be technically excellent, and are applauded for their clever use of structure and meter. They also value sculpture and painting, again preferring a technically adept piece of work that appeals to the reason and is aesthetically pleasing.



  Funerals 


Most Urizen embrace the idea that this flesh is just a vessel through which the soul happens to be passing on its road to enlightenment. After an individual is dead, the body should be treated with respect but it is fundamentally an empty husk. Bodies are interred with minimal ceremony in quiet mausoleums built on the lower slopes beneath a spire. They are rarely entombed with grave goods or marked with great ornamentation. Influential and inspiring figures are recalled in bas-reliefs and statuary that decorates a spire, but it is a rare Urizen whose biography, journals and collected letters cannot be found in the library at the heart of a spire.
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Magic is seen as a mark of a rational and learned mind and more importantly as the most powerful tool that an individual or group can wield. The Urizen maintain that those who best understand the world are the ones best suited to lead it, and they look to their most powerful mages for leadership. Every citizen is encouraged to learn a little magic, whether it is practical spellcasting or superior craftsmanship, but ritual magic, the mastery of the lore of the Realms, is regarded as the highest calling. 


Most Urizen spires appoint an arbiter whose role is to resolve disputes, and represent the spire to others. Traditionally the individual who is deemed to demonstrate the most complete Arete is asked to take the position. In most spires this will be the wisest and most skilled mage, but a martial spire is more likely to choose a weapon-master than a magician.


There is little history of open military conflict between Urizen spires. Cooperation between neighbours is the norm in Urizen, but disputes between spires whose councils differ on political, social or ideological grounds are commonplace. Even before Urizen joined the Empire, such conflicts were almost always settled through debate, often with the assistance of a judge or mediator from a neutral spire. 


Urizen are passionate about politics. Being able to debate competing points of view and achieve consensus is seen as a high art form that raises humans above animals. It also makes civilised people superior to barbarians who practice brute force approaches to leadership. The Imperial Senate is held up as a great triumph of the Empire, although they are often disappointed by the way the other nations choose to exploit the Senate, especially how they pick their Senators. 



 Leading a territory


Urizen Senators are determined by magical ability. All Urizen who live in a contested territory are eligible to vote, provided they demonstrate some mastery of ritual magic. Each spire in the contested territory can put forward a candidate, and each citizen receives a number of votes based on the breadth and depth of their Realm lore skills. The candidate with the highest number of votes becomes the Senator for the territory.



[image: UrizenExplains.png]Urizen Senators are determined by those with magical ability.


Candidates are encouraged to engage in open debate about their intentions, political views and agendas while the election is taking place, leaving votes to be collected by civil servants or representatives of the spire in question. The Egregore often chairs the debates, although it is not uncommon for a third-party mediator to be selected from outside the territory.


An Urizen who moves from one territory to another may encounter some obstacles to voting; if they voted in the elections for their old territory, they cannot vote in the election for their new territory until a year has passed since they last voted to appoint a senator.


Many Urizen dream of a utopia and strive to share that dream with the Empire, partly by example and partly through education. The belief is that the wisest and most educated should lead by example, and that mages who have the greatest understanding of the cosmos and the greatest personal power should shepherd their fellow humans for the good of all.


The senators for each Imperial territory are re-elected at specific equinox and solstices during the year. The senator for Redoubt is elected at the Summer solstice, the senator for Morrow is elected at the Autumn equinox, and the senator for Zenith is elected at the Winter solstice.



 Tallying the votes


Any Urizen magician who lives in the territory is eligible to vote, provided they have at least one rank of ritual magic skill. The number of votes each magician is eligible to case is based on the triangular number of ranks they have in each lore. This means that a character receives one vote for each character point they have spent on realm lore - so a character with three ranks in one realm lore has the same number of votes as a character with one rank in each realm lore. Magic items and other temporary bonuses (such as from a potion or enchantment) do not count, nor do experience points spent to master extra rituals. 



 There are three principles in a person's being and life, the principle of thought, the principle of speech, and the principle of action. The origin of all conflict between me and my fellow-people is that I do not say what I mean and I do not do what I say. 




 Torchbearers


One of the most active political movements in Urizen is that of the torchbearers. This loose society is dedicated to uncovering the truth about important events and reporting their findings to as many people as possible. They adhere to a philosophy that suggests the only way to ensure the Empire remains "honest" is to ensure that the citizens are kept informed of what is going on around them, so they can make sensible decisions and appoint virtuous Senators. They dislike secrets, especially political secrets. The torchbearers regularly clash with those who rely on secrecy to get their work done, and with the Highborn archivists who are often frustrated by their insistence on spreading information to everyone without any regard for the potential repercussions.


The torchbearers are drawn to places where important events have happened. Some live among strangers, to learn as much about them as they can and help spread understanding between nations. Some are active in ensuring that the citizens of the Empire receive a good education. Others dedicate themselves to certain specific forms of truth – they become battle observers or political commentators. Most are involved in writing and publishing journals or pamphlets, or maintain a wide circle of correspondents with whom they share their findings. 


There is no formal torchbearer organization, and not all torchbearers are Urizen. Those who feel a strong affiliation for this philosophy tend to wear a badge, pin or piece of jewellery in the shape of a lit torch, to allow easy identification of other sympathisers.
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Description


This spell is a potent malediction that can neutralise the most powerful enemy champion or render an archmage as powerless as a raw recruit.The debilitation imposed by this spell is more than mere lack of strength - it is a potentially lethal curse. The victim cannot concentrate on even the simplest spell, cannot inspire themselves to heroic action and cannot use the powers of any magic items they are bonded to.


It is particularly insidious in that it does not go away naturally; it can be removed with herbs by a skilled physick, or purged by a magician using the purify spell or a ritual such as Renewed Strength of the New Day. Otherwise, it lasts indefinitely.



Casting


		 Type: Offensive spell


		 Cost: 1 Personal mana




Effects


You may call WEAKNESS against the target struck by your implement.


The weakness condition prevents the target from using any heroic skills, utilizing any enchantments, using any mana, or activating any magic items that are not "always on".


You must assume that the target has taken the effect.


The effect lasts until cured by the purify spell, or a similar potion or magic.



Sample Spellcasting Vocals


		 By what creeps, what crawls, by what does not; let all that grows recede and rot! 


		 "Oh mist-filled pits, dark, dank, unclear; touch all before me with frost-fingered fear!" 


		 "Kyrop drain the strength from your bones - WEAKNESS!"


		 "Drowned Man drag you down in the darkness - WEAKNESS!"


		 "By magic's might, be stripped of all your powers - WEAKNESS!"


		 "May Winter's cold grip your hateful heart - WEAKNESS!"




Common Elements


		 Rune Magic: TBC


		 Astronomancy: TBC


		 Dramaturgy: A Dawnish witch might echo the terrifying roar of the chimera, or the dire spirit of the manticore when casting this spell.


		 Other traditions: This spell has a strong resonance for the realm of Winter.
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Centuries ago, humans ascended the mountains of Morrow to move away from the orcs that were dominating the fertile plains. When they reached the peaks, they found ruins that were clearly not of human origin. They discovered no remnants of the original inhabitants, nor any suggestion that they had been destroyed in a catastrophe. There were simply great, empty halls carved into several of the most magically attractive peaks.


These echoing galleries formed the heart of the first half-dozen Urizen spires, and remain an enduring mystery that is still debated by scholars. The people who made these galleries were probably humanoid, albeit slightly larger than humans, and spent a lot of time studying the night sky. These forerunners had an advanced grasp of the lore of the Realms of Day and Night, but no apparent concept of the other four Realms. 


Initially the main appeal of their mountainous home was their defensibility. As they explored further they encountered many places with a strong natural aura of magical power. The mountains were also rich in mineral wealth that helped their crafters create numerous wonders. They used their magic to ameliorate the problems of creating dwellings and producing food on the inhospitable mountains. As the decades passed, the people developed into the Urizen.


The arrival of humans from across the sea was welcomed by the Urizen. They initiated diplomacy with the Highborn and the Dawnish, and maintained cordial relations with Highguard thereafter. 



 Joining the Empire


While the First Empress had the support of a handful of Urizen, the nation as a whole declined to join her nascent Empire. The First Empress was a powerful warrior and an inspirational general, but Urizen magicians predicted disaster if their nation joined an Empire led by a conqueror. Despite efforts to persuade them that their concerns were unfounded, the people remained adamant; they would not join the Empress' cause. One of her loudest critics, Tiberius of Sunspire asked her "Who will rule your empire when you are gone?" a question to which she was unable to supply a satisfactory answer.


At this time in Varushka, a cabal of undying sorcerors called the Volodny raised an army under a powerful Boyar named Alderei the Fair. Born of the Ushka tribes, distant cousins of the Urizen, some of the Volodny assumed that their distantly shared heritage, common interest in magic and refusal to join the Empire made the Urizen their natural allies. One of their number, Kareina of the Swans, initiated secret negotiations with several spires to gain support for their plans which involved the creation of an empire of their own, controlled by the Volodny. Foremost among the Urizen diplomats who met with her was a respected arbiter called Tiberius of Sunspire - the same man who had delivered the Urizen decision to representatives of the Empress. He presented a neutral face to Kareina, neither encouraging nor discouraging her, until such time as they had revealed many of the Volodny plans. He then chose to oppose the Volodny. "We would not support a conqueror whose heart was filled with the best of intentions," said Tiberius of Sunspire to the outraged Kareina. "Why would you believe we would support one driven by bitterness and spite?"


The Urizen would not commit military force to aid the Empire, but three dozen powerful magicians drawn from all across the nation travelled to Varushka to offer support to the Imperial forces. The Volodny had raised a dread pall over Alderei's armies that spread fear and confusion among his opponents. The Urizen magicians were able to use powerful ritual magic of the Day realm to first understand the magical effect, and then to pierce and scatter it for a short time, allowing the Imperial forces to attack Alderei. Taking advantage of the respite the spell offered, the Imperial armies defeated the wicked Boyar and scattered his forces.


Some of the Empress' supporters assumed this assistance meant the Urizen were prepared to join their cause, but once the battle was over the remaining Urizen magicians - many of them shattered in spirit, exhausted in body, or casualties of the battle - simply returned to their mountains. They took no part in mopping up the remainder of Alderei's supporters, and gave no indication that their people considered becoming a permanent part of the Empire to be any more appealing than they had before.



[image: Keir.jpg]Costume created by Simone McIsaac


The Urizen watched the development and consolidation of the Empire, and welcomed diplomats and trade, but maintained their distance. After the death of the Empress, they watched as her successor was appointed by the Senate, and as he in turn began to create and reinforce the structures of civillisation that ensured that the Imperial citizens would prosper. He travelled to their mountains along with a number of ranking civil servants, and met with many influential arbiters. He laid before them his plans for the construction of a rational, ordered society based on merit and personal drive. He made it clear that he would continue with or without the support of the Urizen, and that the Empire would remain militarily powerful, but that the assistance of the Urizen could keep it from collapsing into anarchy or becoming a barbaric force focused entirely on conquest. Several of his allies engaged in debate with Urizen critics, arguing that the Empire would be a force for civillisation and stability, using clear examples of the work they were already doing in that regard.


Swayed by a vision of an organised society, the Urizen consulted their auguries again. This time Urizen magicians predicted disaster if their nation did not join an Empire led by a peacemaker. After several more weeks of debate and discussion, they agreed to join, helping to create the Conclave as a body of representation for every magician that would share magical learning and ensure that it was used to the benefit of the Empire rather than its detriment. 


Urizen benefited strongly from joining the Empire. Food imported from the Marches allowed the spires to grow and freed people to devote more time to training and study allowing Urizen to develop into the nation of magicians and scholars it is today. The Empire gained more than just their magical lore and skills; shrewd interventions by the first Urizen senators transformed the tests of citizenship adding literacy, numeracy and theology to the requirements needed to pass. In the decades that followed, their adroit manipulation of the role of the civil service was instrumental in raising standards of education right across the Empire.



 Urizen on the Throne


Only one Urizen has occupied the the Throne so far, and he is perhaps the most infamous person to have worn the Imperial Crown.


Elected in 200YE, Emperor Nicovar at first was an excellent Throne. His attention to detail made him a brilliant administrator, and his court was hailed as a place of learning. He expanded the Civil Service, establishing multiple ways for them to support and aid the people of the Empire, and was expected to usher in a new golden age of reason and expansion. Unfortunately, it was not to be. A decade of increasingly attempting to micromanage every detail of the Empire slowly drove Nicovar mad. Things came to a head after nine years when he suddenly sent out troops to burn down the libraries and archives of the Empire - even his home spire of Ankarien was not spared. In the end, his rampage ended only when his trusted bodyguard Isaella assassinated him - but not before he had done irreparable damage to the Empire by destroying many of its largest repositories of history and scholarship.
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	    Overview


Urizen is not an economic powerhouse. There are a number of mines that produce magical materials, but there is rarely a surplus of anything else and the mountainous terrain makes the transport of bulk goods very difficult. Where they do excel is in the creation of magical implements. The masters of these professions are figures of influence and prestige in Urizen. While they rarely master the Realm Lores, the prevalence of magicians in Urizen means there is a constant demand for wands, staves, rods and ritual accoutrements of all sorts. Further, trinkets, amulets and talismans are popular with all levels of society – they represent tangible pieces of magical power that can mark status and wealth more effectively than any number of jewelled rings or necklaces.



Ushabti


Menial labour in Urizen is mostly performed by arcane constructs called ushabti. These humanoid figures are crafted by artifices from wood and clay, and animated by magical energies. They are unintelligent, unaware, and have no personalities, constructed to perform a handful of simple tasks repetitively. Field ushabti work the small farms, mine ushabti dig and extract ore, and builder ushabti perform construction work and general labour. A group of ushabti is usually overseen by a single person, who gives them their instructions and the small amount of mana they need to function. Ushabti left unsupervised have a tendency to get into trouble due to their virtual inability to react to unexpected situations. Their main value lies in allowing their supervisor to get a lot of menial work done with minimal effort, generally leaving the person free to read, study or practice while keeping one eye on the ushabti.


Ushabti are constructed without facial features. A few Urizen use servant ushabti, distinguished from the labouring ushabti by more delicate construction and usually "humanized" by giving them a clay or porcelain mask to wear. These servants are useful for simple tasks, but getting them to do anything more complex than serving wine or washing dishes tends to require so much supervision that it is rarely practical. 


While Ushabti are about as strong as a fit human they are fragile - a single solid blow is usually enough to disrupt the magic that animates them, regardless of attempts to armour their form. They are almost useless on a battlefield; although they are occasionally used to supplement defensive emplacements, they are rarely very effective except in large numbers. They function best in the mountains of Urizen, and are more effective the higher up the mountains they are. Outside the nation, Ushabti break down quickly, are even more unresponsive, and are generally considered fascinating curios rather than a potential replacement for human industry.    



In a country well governed, poverty is something to be ashamed of. In a country badly governed, wealth is something to be ashamed of.




[image: Urizen.jpg]


Architects


Some Urizen make a study of economics, the way that money moves around and influences the world. These scholars, called architects, see money as a powerful tool for influencing people and changing society for the better. Originally the architects were skilled masons, designing and constructing dwellings for the Urizen people. However the term has come to describe any individual who uses a meticulous approach to look for ways that investment and improvement can make the Empire more successful and effective.


Individual spires sometimes raise funds by performing rituals for payment, for other spires or representatives from other nations. For some spires this is little more than a way to raise funds to pay for mana and materials for their own work. But spires where most of the mages are architects or spires dominated by architects proactively seek to sell their skills in this way. Magic is the most powerful tool for influencing the Net of the Heavens and mages who are architects strive to develop and perform rituals that can enhance the effectiveness of every part of the Empire. Such spires can grow wealthy indeed, if they are skilled at utilising their magical Arete to transform and improve the Empire.


Architects disdain “shopkeepers”, people who buy things and simply wait for customers to purchase from them. Architects seek out individuals who can benefit from the skills or commodities they are selling and convince them to invest their money in whatever service the architect can provide. They make an effort to study the world around them to try to understand what improvements and investments are needed and who is best placed to carry that out. Through investment and mercantile activity they seek to change the world around them.


For many architects, this is nothing more than another expression of the Net of the Heavens, the idea that wealth is simply a tool and that they are seeking out the nodes, the people and moments in the net where wealth can be best employed to produce the most dramatic changes. Of course such opportunities might well yield some of the best profits, but riches are not the primary concern for most architects. The majority are driven by a desire to change the Empire, to strengthen and enrich it, so that it grows ever more perfect. A Merchant Prince of The League might bemoan the actions of a dozen imitators who copied their original idea – whereas a true Urizen architect would be delighted to achieve so much with so little personal effort. 



If you think in terms of a year, plant a seed; if in terms of a decade, plant trees; if in terms of a century, teach the people.
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Overview


Money is the most versatile tool in existence. Every Freeborn is to one degree or another looking to “make their fortune” because wealth brings status and luxury and it gives you a freedom that is denied to the poor.


Freeborn traders go beyond the frankness that is normal for everyday Freeborn and strive for a degree of honesty that would shame a priest. They regard it as a matter of skill to obtain the best possible price while being utterly open about the goods they sell. This probity is not driven solely by moral concerns, but also practical ones. The Freeborn have achieved an extraordinary reputation for not cheating their customers - a reputation that drives business to their door. Any Freeborn trader who stoops to lying about their merchandise for the sake of a better deal puts the prosperity of all Freeborn at risk. As a result, they protect this reputation very aggressively. Freeborn traders who do seek to twist a deal or sell a light load are dealt with without mercy.


About the only things the Freeborn do not buy or sell are slaves. Slavery of Imperial Citizens is illegal in the Empire, and the Freeborn take no part in the trade even when overseas. While the Freeborn do not hold with slavery, they approve of the idea of hard work as punishment, treating the wages a criminal might have earned doing a job honestly as payment towards the resolution of their crime.



[image: FreebornScrivener.jpg]Freeborn scriveners draw up contracts–for a price.


Contracts


When it comes to making financial agreements more complex than a direct exchange of goods, Freeborn are most comfortable dealing through contracts. As a consequence, Freeborn merchants usually seek out the services of a professional scrivener to formalise their agreements. A discreet, neutral scrivener can work out and witness a contract that satisfies both parties, and they are very much in demand. Combining the skill to express ideas simply and clearly in writing with a talent for arbitrating between individuals to help them express what they actually want, these scriveners are the backbone of Freeborn economic life.


The Freeborn prefer to abide by the letter of a contract, rather than the “spirit". Arguments about what was “meant” by the contract are inevitably circular and unhelpful. Where the meaning of a contract must be discussed or clarified, it is again to the professional scrivener that the Freeborn merchant turns. The best scriveners are also artists or employ someone capable of making their contracts look attractive and professional with fine calligraphy and colourful flourishes. A disproportionate number of scriveners are of the cambion lineage. Common superstition suggests that their connection to the Autumn realm helps them to instinctively understand how to frame a contract, and their blood marked on a document is traditionally held to grant good fortune to the enterprise involved.



[image: CM-140418-5962.jpg]


Paradors


When an outsider thinks of a Freeborn trader, they are often thinking of the proprietor of a parador. Brass Coast towns always have at least one parador, a communal social house of music, story-telling, drinking and dance. At the end of a hard day of work, the people of the Freeborn can often be found here discussing their latest ventures or telling extravagant and grand tales of their ancestors, friends and relatives. 


As with most Freeborn businesses, a parador is traditionally owned by an extended family which may maintain more than one structure, or operate a “travelling parador” akin to a circus or fair. In addition to the services and entertainments they provide, the best paradors are places of trade. While a lot of formal business takes place at the bazaar, the parador is where merchants go to relax and it is often where the real business of complex trade takes place. The parador is where merchants can informally come to an agreement concerning more risky ventures, bulk deals and investment opportunities over chilled fruit and wine.



Corsairs


The Freeborn are not the strongest military in the Empire, but there is one area where their strength is uncontested – on the open seas. Each Freeborn tribe includes dozens of families who make their living as corsairs, sea-borne raiders who prey on barbarian shipping passing through the Bay of Catazar. The Freeborn detest piracy, but they regard privateering as a perfectly legitimate form of warfare, albeit a highly profitable one. Corsair groups are usually Freeborn families who own one or more seaworthy vessels. Corsairs are not just privateers, they commonly engage in foreign trade. A common saying suggests that the only difference between a privateer and a merchant is that the privateers get their goods cheaper.


In the early days of the Empire, the Freeborn often vied with the League to be the first to forge trade links with the foreign nations who are not hostile to the Empire - and the corsairs regularly acted as guards and escorts to Imperial merchant ships of all nations.
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 Introduction


The game is set in a powerful Empire that is surrounded by hostile barbarians on all sides. The Empire has grown in power and size for centuries but has experienced a decline in recent decades with territories along the borders being overrun by barbarians. Around a fifth of the territory the Empire controlled at its height has been lost to a series of incursions that an Empire focused on internal politics was ill-equipped to repulse.


The game began shortly after the death of Empress Britta, leaving the collective player base as the most powerful individuals in the Empire. While the Imperial Senate has since elected a new Throne, Lisabetta, the challenge remains - to restore the Empire to its former glory by regaining the lands that have been lost, and to secure its future.


The Empire is formed from ten culturally distinct nations. Each nation has its own culture and customs but they are politically and legally unified. Although the players are all fundamentally on the same side there is rivalry between nations, with players competing with each other to lead the Empire and achieve their own goals.


Events represent the moments when the powerful and significant members of the Empire come together to shape its future. These are times when characters can take bold actions - there will be votes in the Senate and the Synod, opportunities to practise powerful magic, chances to make your fortune and battles to be fought that will determine the outcome of the Empire's military campaigns.



 Look and feel


The inspiration for the setting is drawn from the late Byzantine period to the early Renaissance era. In creating the visual styles for the nations we have been inspired by some of the images from the Lord of the Rings movies, the Assassin's Creed and Dragon Age computer games, HBO Borgias and the Game of Thrones television series, the Starz Camelot series and even the BBC Merlin series.


The setting and the style of the game has also been influenced by modern fantasy literature, especially the highly political worlds of Jim Butcher's Codex Alera and Joe Abercrombie's The First Law. 


The game is not a historical setting; history is just one of the starting points that has been used to create the distinctive looks and the culture of each nation. We want players to create characters and wear costume that fits the setting and their part within it. To help with this the wiki includes extensive information about each nation, the costumes that are appropriate and advice on how to create the right look.  The goal is for everyone involved to be ambitious and work together to create a game that looks stunning and sets new standards for immersion.



[image: Wecanbeheroes.jpg]"We can beat them, just for one day"


 The nations of the Empire


The Empire is formed from nine culturally distinct nations. Nations exist to provide the players with their primary source of identity - in the way that players in other fest systems are Malathians, Greeks or Lions, our players are Highborn or Navarr. The game is organised logistically along nation lines, with camps laid out for each nation. Nationality has no rules impact on a character’s skills or abilities, because we want to encourage players to choose their nation purely for its aesthetic and setting rather than for reasons of optimisation.


Nations are not politically independent, but they have a cultural identity that is identifiable and reflected in their dress, customs and attitude. The Empire has a single set of laws that applies to each citizen, and each nation elects senators to represent its political interests as well as generals to direct its armies in service to the Empire.



 The Senate


Political control of the Empire is primarily through the Senate. Each nation selects its own senators, who serve for fixed terms. Senators vote on motions and make decisions that affect the Empire directly. The debates and business of the Senate is facilitated and administered by our NPC Civil Service and the Speaker. The Speaker’s role will be to chair and officiate meetings of the Senate.


In the absence of an Emperor or Empress, the Senate is largely in charge. Creating an Emperor or Empress is the responsibility of the Senate, but is not easy and we do not envisage it happening in the early part of the campaign. Even with the Throne occupied, the Senate continues to have a vital role in shaping the future of the Empire.


The point of the Senate is to provide a focus for political conflict between characters. It gives PCs the levers to control the Empire - but in uptime, rather than in downtime.



 The Synod


The Synod is a political body and meeting place for the faithful of the Empire. It serves as the moral conscience of the Empire, but also possesses potent political powers supported by the Imperial Constitution. Membership of the Synod is open to all priests of the Imperial Faith with a congregation (represented by a personal resource), but a priest who is part of the Synod cannot simultaneously be a Senator or General.


The Synod has several powers including the ability to veto certain decisions of the Senate, to call Imperial Citizens before it to answer questions about their actions, and ultimately to dismiss senators and generals it deems to be corrupt or unvirtuous. They are also the only body able to intercede with the judiciary to plead for clemency for convicted criminals.



 The Military, the Bourse and the Conclave 


Three other "Imperial Structures" exist that rival the power of the Senate and Synod.


The Military is run by the generals who oversee war and conflict with the Empire's enemies. A position in the Military will give a character influence over the wars the Empire fights as well as the battles that take place at each event.


The Bourse is an arena for characters who are interested in trade and commerce. A position in the Bourse allows characters control of valuable resources that can be used to influence the economic development of the Empire.


The Conclave is a political arena for the powerful wizards in the Empire. Positions in the Conclave will be associated with magical prowess and power and characters involved in the Conclave will be able to shape the magical destiny of the Empire.



 The Civil Service and magistrates


The Empire has an efficient and orderly civil service that helps administer the Empire. These are NPC roles played by crew. Their job is to facilitate the player leadership and keep the game immersive and challenging. They present details of the setting to the players in a purely IC manner, bringing onto the field aspects of the game that might otherwise have required referees, print outs or computers. The Civil Service lets the players enjoy the challenge of controlling an empire without getting bogged down in the bureaucratic details of administering an empire.


The Civil Service will also perform tasks such as managing meetings in the Senate, holding trials for accused parties and presenting intelligence to help the generals choose which battle opportunities to pursue. The Civil Service makes it possible for us to recognize what players are doing, and to ensure that their actions and decisions are reflected in the game world. The NPC Civil Service carry out a wide range of logistical functions, without being in charge.


The Magistrates are a specific branch of the Civil Service whose role is to enforce the law. Laws are created by the players in the Senate, but enforced by our NPC magistrates. PCs can be directly involved in the legal process, gathering evidence and arresting suspects, but trials will be conducted and judged by our NPCs. This ensures that  breaking the law is meaningful and credibly dangerous, as well as keeping the resulting trials short and interesting.



 Eternals


The world of Empire is known to touch six other planes of existence. These are home to magical entities called Eternals, some of whom are interested in the human world. Players - especially magicians - can meet and negotiate with the Eternals. The Eternals are not gods but possess magical powers that players will find useful. They have their own motivations and personalities, and characters will be able to bargain with them to advance their own agendas.



 Lineage


Human PCs may choose one of six distinct lineages. Lineage represents a supernatural quality in a human character's make-up. This quality might be due to Eternal blood in their ancestry or represent exposure to powerful magic. The strength of lineage varies between individuals. Each lineage has a list of suggested roleplaying and physical trappings that offer guidance on how to play the lineage. The more of the trappings the player adopts for their character, the more like an Eternal and less like a human their character becomes. Characters with lineage are still human, and lineage has no impact on a character’s skills or abilities. It may however influence how other characters (especially Eternals) interact with them.


Lineage fills the role that race often plays in fantasy games. Only human characters have Lineage - orc characters, specifically, do not.



 Barbarians, foreigners and Orcs


Barbarians are people who are not part of the Empire, that the Empire is currently at war with.
There are several distinct barbarian powers which represent hostile tribes, kingdoms, and nations. The barbarians are designed to look cool in massive numbers in battles, to provide immersive, exciting and dramatic combat encounters, and to allow a range of interactions outside of combat. Most of the barbarian powers that currently surround the Empire are orcs. Players are not able to play barbarian characters - by definition, they are not welcome on the playing field.


Players are able to play Imperial Orcs. Imperial orcs are those orcs who were brought into the Empire decades earlier; as such, they are politically assimilated and loyal to the Empire. Imperial orcs have their own unique culture; effectively they are a nation of their own, although they lack territory and the political power that the nations of the Empire wield.


Other species exist in the world, but currently players may only create human or Imperial Orc characters.


Foreigners are people that are not part of the Empire, that the Empire is not currently at war with. 
The Empire trades with many of these foreign powers, and may host delegations from them. Foreigners have no ability to directly influence the future of the Empire, but may have political agendas that guide their interaction with the players.



 Technology


While the basic technology of the game is aimed at a magical-medieval tone, there are a few things that go beyond the historical equivalents in the setting. The technology page lays out some of the important elements of common technology in the Empire that distinguish the setting from historical Europe. Most of these additions are designed to provide in-character explanations for real world technology - to make the setting fit the game better.


It is important to note that Empire is not a game of technological exploration - technological advancement and invention are not themes of the game. This means that you cannot invent binoculars by putting two spyglasses together - this is against the spirit of the game and would fail if you tried it. Substances like gunpowder are not part of our setting and cannot be researched or discovered.






Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Game_overview&oldid=55287"

	  

        


Tykonus.png





The_Brass_Coast_history

		
			The Brass Coast

		Nations




	      
	  
	    
            
              The Brass Coast history 


	      	      		Empire/

 		The Nations/

 		The Brass Coast/

 The Brass Coast history


	                  


	  


  
	  
	    [image: BrassCoast.jpg]


Before the formation of the Empire, three sisters lived in Pharos. Members of the patrician families of the Highguard, each was a powerful magician in her own right. Dissatisfied with life in the city, and sickened by the chaos of the time of turmoil, they took their extended families - their extensive households - and left. They travelled to a new home on the opposite side of the Bay of Catazar, said to have been revealed to them by the divinatory magics of the three sisters. Freeborn storytellers still recount the epic tale of the exodus of the three tribes.


By the time the Empress began her crusade to unite humanity beneath her banner, the Freeborn were much as they are today – a disparate people of sprawling, extended families spread over three tribes, with each tribe tracing an unbroken matrilineal line back to one of the founders. While each family and each tribe treasured their individual freedoms, they were bound together into a loose nation by a shared heritage and by carefully negotiated contracts and treaties.


Initially, the tribes were suspicious of the Empress and hostile to the interests of the powerful Highborn priests who backed her. After a long negotiation between the Empress and prominent tribal leaders, they agreed to join the nascent Empire. The Freeborn negotiators were instrumental in slavery being outlawed and it was at their insistence that each nation would set the means to select their own senators. Their most significant contribution was the creation of the egregores, ensuring that every nation was able to preserve its traditions. They were unable to convince the priests of Highguard to acknowledge the central role of honesty in a virtuous life, but they are enormously proud that their influence ensured that their ideas of individual freedom and responsibility became a central part of the Empire's identity. 


Since that day, the Freeborn have been able to present themselves as traders backed by the full weight of the Empire. It is something they use, sometimes shamelessly, to their advantage when dealing with foreign powers. The stability provided by the Empire has allowed the Freeborn to sail far beyond their territories, bringing in great wealth to all the nations.


There has only ever been one Freeborn Emperor, Ahraz i Contero i Guerra, who freed the orc slaves and was instrumental in bringing them into the Empire. The Freeborn believe that it is in the Senate that true power lies and that the best Emperors have accepted this and served as figureheads and administrators rather than policy makers. Popular prejudice paints the Freeborn as poor politicians – a slur that several of them embrace. Their blunt frankness combined with a tendency to want to get to the point of any argument does not endear them to their political opponents, but they make up for this directness with a tendency to produce powerful and impassioned orators.
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Welcome to the Empire rules; here you can find out how to create characters and play the game. A short, printable summary of the key points is available. If you have any questions then check the FAQ first and if that doesn't help then please contact Profound Decisions and we will answer your questions.







 Playing the Game


[image: Vexille at Pledge.jpg]


This section tells you how to play the game - providing the rules and guidelines for creating your character as well as roleplaying the character at an event. 






 Combat


[image: JotunMarch.jpg]


All player-characters are able to fight in Empire if they choose. The combat rules explain what to do in skirmishes and battles and how to use your skills.






 Safety


[image: Orc prisoner.jpg]


Safety is important to ensure that events are as safe as possible. Everyone must make sure that they understand these rules even if they do not intend to fight.









 Groups


[image: FreebornFamily.jpg]


Players creating characters together can create a concept for a group to link those characters together. There are special rules some types of groups, called bands in Empire.






 Skills


[image: LeagueCrossbowman.jpg]


A character is defined by the skills that they possess. You can purchase any skill you want for your character, though some skills must be bought first.






 Magic


[image: MagicStaff.jpg]


Magicians are able to wield the force of magic, using it to drive enemies away or mend shattered weapons and bones. Read this section if you are interested in playing a magician.









 Resource


[image: RingsAndCoins.jpg]


Resources provide a character with wealth and precious resources. Every character in Empire may control campaign resources and a single personal resource.






 Potion


[image: Nickpouring.jpg]


Herbs can be mixed by characters with the apothecary skill to make potions and poisons. Potions can be consumed by anyone, providing valuable magical benefits.






 Magical Items


[image: DawnFighting2.jpg]


There are scores of different magical items that exist in Empire. They are created and sold by player-characters and many characters will have access to one or two.
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	    Every sinew used, every coin counted, every life saved.

Fainomaiken
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Overview


The Suaq are one of the three traditions of Wintermark. According to the scops, they are all descended from a single mother and are the brothers and sisters of seals. Regardless of the truth of this claim, they and their Kallavesi cousins have lived in the north-west since before written records, perhaps predating even the Terunael empire. They joined with the Kallavesi and the Steinr to defeat the trolls, and claim the rich alpine meadows and shifting iceflows of Sermersuaq as their ancestral home.


The stereotypical Suaq is shrewd, practical, and cunning. They dress in the colours of the far north - ivory and grey. Their traditional garb is a tight fur coat emblazoned with drawings and symbols of powerful creatures they have slain or enemies they have overcome, and bedecked with ivory or bone decorations. In warmer climes the coat is exchanged for tightly wrapped robes. They are always alert, anticipating danger or opportunity, listening to the wind and watching the flight of birds. Let the Kallavesi worry about the future; the Suaq solve the problems that are in front of them, and they solve them decisively.



Suaq Heroes


The Winterfolk admire heroism and believe that it speeds a spirit's passage through the Labyrinth of Ages. Wintermark legends are filled with the tales of cunning Suaq, who use guile to outwit their enemies, whether hunting dangerous prey through the snows of Sermsuaq with spear or bow, or tricking vain eternals and their foolish servants. The Suaq believe that heroism comes from outwitting their enemies, so that they can overcome problems through shrewd thinking while husbanding their resources carefully. 



Blood-on-the-Snow

Winters in the north can be harsh. There are stories of Suaq clans forced to turn to consuming the flesh of their own dead to survive - a practical if tragic response to a desperate situation. It is rarely talked about, but it does happen. 


One of the reasons it is considered dangerous is the influence of Agramant, the Wendigo, who the icewalkers call Blood-on-the-Snow. This dangerous eternal is drawn to, and encourages, cannibalism. Its crazed servants often hunt humans in the same way the Suaq hunt deer and seals. Feasting on the flesh of humans and orcs for pleasure is a particularly insidious form of madness.


Anyone may come to the attention of the Howler-of-the-Wastes, but icewalkers in particular have a complex relationship with the Wendigo. For many Suaq, dealing with Blood-on-the-Snow is seen as the ultimate test of their skills. They approve of the Conclave's decision to keep Wendigo under enmity - partly from the arrogant assumption that southern magicians are not suited to dealing with the deadly and insidious trickster. In private, however, more than one Suaq magician has risked everything by entering into a pact with the dangerous eternal spirit. Those who manage to keep their agreements straightforward, or who negotiate with extreme cunning, are able to employ powerful boons without risking their sanity or lives - or those of their family and friends.



"When you hunt the reindeer, and you are overconfident, the reindeer escapes and you go hungry. If you hunt the wolf, and you are overconfident, the wolf hunts you and does not go hungry."



The Suaq are an observant people who strive to respond quickly to changes. Their homeland is not gentle, and the landscape can shift with little notice. Those who walk the floes understand the need to place each step with care - they listen to the song of the wind and the ice and let it guide them. Their dangerous land demands that they remain alert to omens, ready to adapt their path at a moment's notice. The Suaq are happy to make plans - but in their legends they never allow those plans to cause them to miss the opportunity to seize a new advantage that presents itself. 


More mediators are drawn from the Suaq than any other tradition. The Suaq are canny and frugal and know the real value of things. It is not in their tradition to waste anything, and the greatest Suaq triumphs are those that secure the greatest good for the least cost. They like to weigh the evidence before acting, and if they sense something has been missed they make the effort to seek it out. They are not cowards, but they prefer to enter a conflict - whether on the battlefield, in the marketplace, or the floor of the Imperial Senate - with every edge they can wield. Sometimes called the middle people, the Suaq are well versed at mediating between the brash Steinr and the cautious Kallavesi; some extend this facility to arbitrate disputes between other peoples and even nations. Empress Mariika is seen as a great example of the canny Suaq hero, unafraid of taking unpopular yet practical action. In doing so she saved the entire Empire from bankruptcy - and worse.


Perhaps because of this, many Suaq are surprisingly prosperous folk who enjoy accumulating wealth. Some claim it harks back to their old need to lay down stores for the winter. Before the founding of the Empire, the majority of the merchants and traders that traveled from Wintermark to other lands were Suaq. Most enjoy negotiation and often relish haggling enjoying the test of wits. Wise merchants of the Coast and the League have long since learned not to under-estimate the acumen of the "simple folk from the north". The Suaq have a deep understanding for the versatility and power of wealth and are surprisingly adept at wielding it to open doors, secure aid, or acquire just the right weapon at the right time.


Above all the Suaq are cunning, a trait best exemplified by the craft of the icewalkers. They try to never confront a problem directly, always looking for a way to outmanoeuvre their opponents and turn the situation to their advantage. The great Suaq hero Fainomaiken, lover of the frozen eternal Cathan Canae, exemplifies the idea of using cleverness and trickery to achieve heroic goals. King Ulmo was another famous trickster whose cunning was chosen over the bravery of the Steinr or the wisdom of the Kallavesi when the three people united to form the nation of Wintermark.



Suaq Virtues


Of the three peoples, the Suaq as a whole have least to do with the Way. Spiritual matters are often left to the Kallavesi - the Suaq deal with the practicalities of survival here and now. That is not to say that they are particularly heretical or blasphemous - they simply have better things to do. When they think of the virtues, there are some which resonate particularly with their traditions.



[image: Oona Sherarding.jpg]Cold cannot compromise.


The Suaq are Ambitious in nature. They pride themselves on their ability to overcome problems and to change situations to their benefit. They know, deep in their souls, that nothing is beyond their grasp if they can just apply their cleverness; even the skein can be tricked if one can work out how. More than this, the ideal Suaq hero embraces the words of Fainomaiken - they aspire to secure the greatest possible good for their people. A Suaq leading a hunt or a war party aspires to bring every single one of their companions home safely if at all possible.


Like their cousins the Kallavesi, the Suaq value Wisdom. The Suaq hero learns so that they might find ways to change the world, not for the sake of learning alone. They are alert for new lore, carefully considering how it might aid them in their endeavours. They have little time for the procrastinator, or the pedagogue, preferring the understanding that comes from practical experience.


As hunters, they know the value of Vigilance. They are alert for dangers, but also for opportunities - they are ambitious after all. While the Highborn may be obsessed with internal and external threats, the Suaq take a more practical approach. Keeping one's eyes and ears open will not only grant forewarning of danger, but also put one in a position to be able to gain advantage for oneself and one's people.


The Suaq have a peculiar relationship with the virtue of Prosperity. As hunters, they understand that everyone must contribute to the health of a hall. But there is a widespread view among the Suaq that hard work is not an end in itself but rather a sign that one has not found a quicker, less arduous way to solve the problem. The farmer endures back-breaking labour to provide food that the hunter can catch in a day, and spend the rest of the week on other pursuits. Creativity, not hard work, is what leads to prosperity - and the hunter shares their bounty with those who need it in the knowledge that those they help today will help them in their turn tomorrow.



Further Reading


		 Look and Feel


		 Sermersuaq


		 Mediators


		 Icewalkers
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	    Darkness cannot drive out darkness; only light can do that.
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 Light


Light is a powerful hearth magic. Light dispels darkness; it allows one to employ one's sense of sight; it represents clarity and reason. It is the light of truth that drives away confusion and mystery, and it exposes poisonous secrets. The heliopticon is an example of the Urizen obsession with light, while the magical lightstones they invented are another. A common light in Urizen homes is a single lightstone or brazier surrounded by mirrors and lenses that focus and direct the light into all corners of a chamber. In enclosed environments such as Urizen spires and mines, fire is less than ideal. Consequently they prefer to light these places with either natural light, luminescent plants and crystals, or the reflected light of the sun or a single beacon.



 The eye


The eye has a particular significance to the people of Urizen. Events that are observed gain greater significance, and it is through observation that individuals gain the perspective to make decisions. A third eye marked on the forehead is a symbol for wisdom, while eyes are often carved or painted onto surfaces both to represent vigilance and to give additional significance to events that take place near them. An Urizen ritual group will often invite one or more people specifically to act as witnesses to their rituals, to grant them additional significance. Events that are not witnessed are often suspect or wicked events.


The sun and the moon are sometimes used to symbolise the “Eyes of the Heavens.” The sun is constant and a symbol of order and reason – it travels across the sky in predictable ways. Events performed when the sun is clearly visible in the sky are “witnessed” by the sun. Likewise, the moon is a symbol of transformation but one that is regular – it is the chaos of night harnessed to a pattern than can be predicted. At night the moon, especially the full moon, observes events. If one truly wishes to act in secrecy then one should act under the new moon, or when the moon is not visible in the sky.
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	    To conquer yourself is the first and noblest of all victories.




When a citizen of the Empire thinks of the Urizen, it’s usually a magician they imagine. Whether a priest, a soldier or a merchant, it is quite common for an Urizen to know an incantation or the fundamentals of a magical lore. 


The mountains of Urizen are rich in raw magical resources but they are even more rich in lore and recorded knowledge. There are libraries here that have been collected and expanded over five hundred years, but the magicians don’t rest on their laurels; they quest constantly to improve and increase their understanding of magic.


When Urizen joined the Empire they were instrumental in the creation of the Conclave, the great body of magicians that support the Empire with their arcane skills. 


Magic is viewed as the most potent tool an individual can wield to change the world. As nodes in the Net of the Heavens, mages are inherently more pivotal than those around them because they can use magic to achieve far-reaching and dramatic changes. Magic can be dangerous, however: too much magic can warp an individual’s consciousness or taint an area of land. Reliance on one Realm of magic can create imbalances with terrible consequences. What is more the Urizen know that individual magicians in other nations rival or even exceed the power of the Urizen though they lack their perspective and understanding and this makes them dangerous. Yet at the same time these magicians are the peers and potential allies of the Urizen magi, they just need guidance.


By bringing magicians together, the Conclave makes it easy for the Urizen to assess their peers, to identify those magicians amongst the other nations who are pivotal nodes. By working together in the Conclave, they can more easily influence their colleagues and thus ensure that the magicians of the Empire are effective and work to improve the Empire.



[image: Studious Phoenix.jpg]Knowledge is power, and power is to be wielded.


Magi


Some Urizen take an interest in the workings of other Imperial bodies, like the Senate, the Synod or the Bourse, but the majority regard the Conclave as the most important political arena in the Empire, a reflection of the importance which the Urizen place on magic. One exception to this attitude are the magi, the political magicians of Urizen. A magus sees an equivalence between politics and magic. In both, carefully chosen words and gestures, a strong will and a keen intellect allow one to achieve results far beyond what one could achieve using only one's body. Magic is notoriously unreliable at influencing the hearts and minds of thinking beings, whereas a charismatic steward of the Marches or a silver-tongued Sarvosian Mountebank can achieve incredible results without using the tiniest bit of actual magic. 


Whereas the stargazers and seers look beyond the world, and beyond the present, the magi are focused on the here and now. Using the Net of the Heavens as a model, they seek to become powerful nodes in their own right, building alliances and exerting influence over others to achieve their ends. They feel a natural affinity for other magicians, but they also realise the value of using their magical abilities to help their allies and build interlocking webs of favour and influence. Where reason and debate are insufficient, the magi use magic and more mundane methods to learn everything they can about their political opponents, reasoning that the more they know the more likely they are to find some lever that will allow them to bring their rival around to their way of thinking.


Magi do not restrict their political ambitions to the mortal world; the Eternals are powerful and are clearly pivotal nodes in their own rights, even if they are not part of the Empire. Where other nations may find the Eternals suspect, the magi believe fundamentally that the Eternals are a “knowable quantity.” Their restricted nature as compared to humans means that mortals will always eventually get the better of them, provided they approach them rationally and with care not to become overconfident.



Stargazers


Some Urizen magi have little or no interest in politics. The stargazers are interested in magic itself, performing research and experiments seeking to advance understanding and exceed the known limits of magic. They study magic not just for the power it grants, but so that they can understand both it and the complex laws that govern it. Although only a few stargazers are interested in astronomy they take their name from those amongst them who meticulously chart the course of the heavens.


A common theory among the stargazers is that there is at least one more Realm – the seventh Realm that represents the unknown. This seventh Realm, if it exists, is concerned with things that humans cannot conceive of, and may be related to the process of reincarnation. Attempting to understand the seventh Realm is a complex mental exercise – how does a human mind conceive of something that is by its very nature impossible to imagine?


Another common theory held by stargazers is that there are probably eight Realms, although there is bitter division over what these Realms might be. The most widespread belief is that the four “physical” Realms – Spring, Summer, Autumn and Winter – should be mirrored by four “spiritual and mental” Realms – that there are at least two more Realms, the counterparts to Day and Night.


The stargazers maintain that the Realms can be a positive influence on the world, but only so long as no one Realm dominates the others. All six realms possess qualities that are valuable, especially in moderation. Many stargazers perform experiments designed to create balance between the influence of the realms, or to highlight positive elements rather than negative. The ultimate goal is to create a fabled state they variously call “celestial harmony” or “the omnihedron” that will help usher in a state of perfection on the mortal realm.



[image: An Intriguing Puzzle]Costume by Costume Mercenary


Stargazers are also interested in the Eternals, for obvious reasons. As denizens of Realms beyond the mundane, the Eternals may offer insights that can unlock the secrets of the Realms and the physical world. Stargazers relish the opportunity to engage with friendly Eternals in discussions about philosophy and theorising about the nature of existence.



Seers


The seers of Urizen maintain libraries of lore gathered from across the Empire and beyond. Honed and refined by generations of study and discussion, these libraries rival the great libraries of Highguard. Urizen does not limit itself to magical lore; everything can be quantified, charted and recorded and to lose or waste knowledge is a dreadful thing. Recording and gathering wisdom and knowledge of the mundane world helps them to a greater understanding of how to apply their magic to the best effect.


The seers always attempt to maintain perfect detachment from the events they are recording, no matter how painful or unpopular those facts might be. Most seers are masters of the Day Realm, able to perform powerful divination rituals. They know that success in divination relies upon having the most accurate possible information, so they regard personal opinions and interpretations as flaws. It is perfectly appropriate for an Urizen to hold an opinion on their data, to have interpretation of what it means, the seers just don’t believe that mere opinions merit being written down.


The clashes between Highborn archivists and Urizen seers and torchbearers are notorious. Seers are outraged by what they see as the archivists' cavalier approach to the facts while the archivists are infuriated by the torchbearers' insistence on spreading information to everyone. There is rarely much love lost between scholars of the two nations and they often compete with each other to possess information.
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	    Human behaviour flows from three main sources: desire, emotion, and knowledge.
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Overview


The lands of the Urizen are predominantly mountainous in nature, for they favour the heights and summits of hills and mountains as sites to construct their spires. The territories are sparsely populated, and those populations tend to be widely spaced out. A network of  well maintained roads and bridges connect the spires, but the wilderness between them is largely given over to bandit orcs, brigands, and peculiar monsters.



[image: RegionsofMorrow.png]


Morrow


The spires of Morrow are amongst the oldest in Urizen, dating back to the nation's birth. The heart of the Heliopticon is here, making it a centre of communication for the Nation. The miracle of the Heliopticon is administered from this territory, and most spires maintain a series of prisms, lenses and mirrors atop their tallest roof in order to pass on the flickering messages that keep the nation in constant communication. Many spires in Morrow inhabit some of the original buildings discovered on the mountaintops by the first Urizen to ascend the mountains. Large open buildings, with doorways and halls just larger than a human might need, they create a sense of open space that has set the pattern for all Urizen architecture. Despite its great age Morrow moves inexorably forward, and many of its spires are undergoing constant reconstruction and improvement. It is said that “no two days find the same Morrow” as the Urizen constantly strive to perfect their land even further. A project may take a decade or even more to come to fruition, but the Urizen pride themselves on vision and their desire to perfect their world. 



[image: RegionsofRedoubt.png]


Redoubt


Smallest of the three Urizen territories and the wildest, the spaces between the spires are haunted by bandit orcs and dangerous beasts. The mountains here are riddled with odd star-shaped tunnels that date back thousands of years, long before there were any reliable records of humans in this part of the world. There is a strong martial tradition, and many citadels, including the great Court of the Fountain that watches the eastern approaches against the barbarians who occupy Spiral. The territory has a long coastline, and while it is not easily passable for much of its length, there are several spires on the Bay of Catazar that look outwards to the wider world - both to their allies in the Empire, and to distant lands full of strange philosophies.



[image: RegionsofZenith.png]


Zenith


Lost in 382YE to the Druj. The mountains of Zenith are the tallest in the nation, and perhaps the Empire, and the air here is still and cold. The spires tend towards the contemplative, the night sky is rarely concealed by clouds making the territory perfect for stargazers. Many religious thinkers and philosophers also reside in Zenith, where they claim that the rarefied air helps them maintain a sense of detachment and clarity. Zenith is well known for its abundant magical auras and many spires have experimented with arrays of metal mirrors that focus the light of the sun into internal chambers to try enhance the production of magical crystals. Zenith also has some of the most beautiful waterfalls in the Nation, with apparently bottomless mountain lakes providing succulent fish to supplement the diet of the inhabitants.  



[image: RegionsofSpiral.png]


Spiral


Lost in 331YE, Liberated and re-conquered by the Grendel several times The Urizen lived in Spiral long before there was an Empire, but even then it was isolated. The main thrust of pre-Imperial Urizen settlement was in Morrow to the north, and the two territories were connected by a tenuous "bridge" of spires stretching across Zenith. Even then, the place had a haunted reputation. At some point in the distant past, powerful magic was worked here and the echoes of that magic occasionally caused trouble for the Urizen in their mountain fastnesses. At the heart of the territory is the Black Plateau, great plateau of volcanic glass with a dire reputation. Artefacts from the Black Plateau are often considered haunted or touched by malign evil, and are generally destroyed when they are encountered. 


The territory has been often contested by the Grendel orcs from the Broken Shore to the south - and in 381YE they succeeded in conquering it. The Empire and the Grendel have waged war back and forth across the territory for decades, with the war heating up in the last five years or so. The territory has been liberated once, then lost again as the battle-lines shift. Many of the spires have been looted, their wonders stolen by the orcs, their people carried away in chains to serve as slaves. And always, as the fighting continues, the Black Plateau grumbles and rumbles in its uneasy slumber.






Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Urizen_territories&oldid=63939"

	    
	  

        


Verys.png





Ull.png
A\N





Urizen_lineage_and_species_attitudes

		
			Nations

		Urizen




	      
	  
	    
            
              Urizen lineage and species attitudes 


	      	      		Empire/

 		The Nations/

 		Urizen/

 Urizen lineage and species attitudes


	                  


	  


  
	  
	    [image: The Urizen philosophers were the first to study and codify the way lineage may be passed through bloodlines.]Lineage is common in Urizen.


Our true nationality is humankind. 




Lineage is common in Urizen. The Urizen philosophers were the first to study and codify the way lineage may be passed on through bloodlines, and to describe the effects of eternal supernatural influence on humans. They also have a great deal of interest in ways that eternal influence manifests in other species.


A number of merrow who live in Urizen were born in the Brass Coast. The Freeborn see the calm nature of the Merrow is being at odds with their way of life and it is true that merrow rarely find themselves comfortable in Freeborn society. Many Freeborn parents of a merrow child will take that child across the bay to Urizen, where the child will find a better life.


Only the briar lineage is not well represented in Urizen. The instinctual attitudes of the Spring lineage sit poorly with many Urizen. It is not the superstitions about sinister Spring influence that concern many Urizen, but what they see as a built-in anti-intellectualism. That said, there are a number who have made a name for themselves as sentinels. The instinct of the briar to take direct, straightforward routes around problems helps them to focus their attention on the pursuit of physical, rather than purely mental, excellence.


Urizen does not have a great store of knowledge about the non-human species, and there is consequently a national fascination with thinking creatures from outside the Empire, including orcs. When the Senate voted to allow the Imperial Orcs to become part of the Empire the Urizen senators spent hours debating with other senators. At the end of this period they agreed among themselves with a two-to-one majority that the orcs were civilized creatures who would improve the Empire. The dissenting senator made a dire prediction that the Imperial Orcs could do irreparable damage to the Empire, but thus far there are no signs of this outcome happening.
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 The Music of Urizen


 Style summary


The Urizen musical tradition mirrors their tranquil, philosophical approach to life. More in meditation than performance, traditional Urizen musicians gather to improvise fluid, shifting melodies and harmonies around a series of repetitive themes, usually choosing a concept such as 'tranquility', 'hope' or 'grief' around which to base their compositions. They favour picked strings, tuned percussion and light, breathy woodwind, though any instrument can be played as part of the soundscape.


Real world inspiration includes gamelan, minimalists such as Phillip Glass and Ludivico Ianoudi, Vangelis and Mike Oldfield, though with acoustic rather than electric instruments.



 A musical tradition


Urizen does not have a popular concert tradition. However, many Stargazers who are also musicians use musical improvisation and composition to structure their ritual magics; one such major tradition is the Silutarian Method, which utilises the connection between musical modes and the realms of magic.



 Further examples


 Songs


Traditionally, Urizen has not had a significant song tradition of its own, although bards have happily purloined the songs of other nations to sing in bars and around campfires. See Music for songs known throughout the Empire. 


Children still sing songs and nursery rhymes, such as the following: Hungry Goat



[image: Merrow Couple.jpg]Artwork by Andrea Cradduck


Very recently, however, there has been a developing vogue for musical settings of Urizen lyric poetry. The pieces are usually repetetive, cyclical and reflective, as befits the Urizen outlook.



		The Stargazer's Song



		Cold, Crisp Air



		From the Spires Tall






 Instrumentation


Bells, glockenspiels, Hand pans, hammer dulcimer, soft pipes, long notes from bowed instruments or drone instruments such as singing bowls or wine glasses.



 Other performance traditions


Performers in Urizen more commonly recite poetry than sing. There is more information about Urizen art here.



 How to adapt your repertoire


		 Take any tune and repeat a phrase over and over, allowing others to improvise around it.





 Our sources


Any gamelan, Philip Glass and other minimalists but preferably played on tuned percussion, Michael Nyman, Solaris soundtrack.


Here is a youtube playlist of appropriate or inspiring music for Urizen.
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Eternal of Night


Sobriquets


Sung is the Rainbow Serpent. This eternal appears equally at home in male or female guises - as a shapeshifter Sung can take on whatever form she considers appropriate. She is usually considered to be female, however, and often identifies herself as such - regardless of the gender (if any) of the form she has taken.


Sung collects neither titles nor sobriquets, but acquires them nonetheless. In some places she is called the Whispering Wind, while Kallavesi mystics refer to her as the Feather on the Breeze. She is both Lady of Mysteries and Lord of Illusions, as well as the Spiral Dancer in the Brass Coast. In Urizen several spires celebrate her as the Everflowing River and hang brightly coloured streamers on their battlements that dance and sway in the wind. 


In Jarm she is called Neznámy Otázka which means 'unknown question' while in the Commonwealth she is referred to by a name that roughly translates as "the one who hides the truth under its wings".


It is well known that Sung claims that her name both is and is not actually Sung. Before his unexpected disappearance while investigating the Whisper Gallery the Dawnish enchanter Warwick de Alyons put forward a theory suggesting that Sung's real name may actually be expressed as music rather than words - in that this would mean it was not "Sung" but was still 'sung' (rather than spoken). The eternal did not confirm or deny, but did allegedly favour the clever Dawnishman with a special boon of which he never spoke.



Appearance


Sung admits freely that she is a serpent - that her true form is that of a limbless snake with feathered wings (as distinct from a wyrm , the Night eternals whose true form is that of a wingless lizard). As with other serpents, this tends to mean that Sung is more cerebral and philosophical than the earthy, practical eternals such as Sadogua: she is concerned with subtle, esoteric matters. Unlike her fellow serpents such as Soghter, however, Sung appears to be somewhat grounded and less prone to the kind of extremes that lead scholars to dub an eternal 'mad'.


Her most common appearance is as a naga dressed in layers of loose multicoloured robes. Regardless of their precise cut, they always include flowing sleeves that suggest wings. She usually wears a head-dress of brightly coloured feathers, similar to those favoured by many Sumaah. This head-dress often holds in place a veil, similar to those popular in parts of Highguard.


Sung is soft spoken, with a gentle and pleasant temperament, but given to teasing and asking impossible or leading questions. She rarely raises her voice and appears to genuinely enjoy pleasant conversation. She especially enjoys the discussion of mysteries, enigmas and riddles - not so much the attempt to answer them, but the joy that comes from sharing theory and speculation with like-minded individuals.


This eternal is usually encountered alone - she often seems quite solitary in her nature. Her heralds usually wear multicoloured garb, and share her desire to discuss enigmas and inexplicable events. They tend to express a deep personal affection for their patron - and almost alone of the heralds of the Night eternals there are none do not identify themselves as her children. 



[image: Picture from Steph Morris]Sung is a winged serpent, with feathers of iridescent hue


Concerns


Sung is closely associated with the rune Wyr. She adores mysteries, as distinct from secrets; she loves to explore, expound on, discuss and study the things that nobody knows the truth about. It is mostly disinterested in discovering the solution or answer to a mystery - unless that solution or answer itself raises more mysteries. "It is the mystery which endures." says Sung. "The light of truth kills the mystery, and leaves the seeker desolate." That isn't to say that she will not help those who seek to fathom out a mystery, but the greater the enigma the more tangential or esoteric her aid is likely to be.


Like may Night eternals she loves art - especially music, spoken poetry and stories, drama and dance - but prefers them improvised rather than technical. She also appears to take endless delight in well-done misdirection, sleight of hand ad the skills of mundane magicians. She is known to have little appreciation of sculpture, painting or literature unless those art forms are full of allegory and multi-layered metaphor. Unsurprisingly, she loves mystery stories - but one of the few things known to anger her is the explanation that so often comes at the end of a mystery story or play. It is wise, when performing for Sung, to leave the resolution of the mystery unstated and instead engage in speculation about how the story might have developed.


There are certain mysteries that Sung returns to time and again. They include the purpose of death; where life comes from; the existence of the soul; the meaning of existence; the identity of the Creator; the nature of love; the meaning of faith; the point of suffering, and why living beings have the capacity to appreciate beauty. She is fascinated by the priests of Way, but apparently loves to tease them by presenting heretical or blasphemous viewpoints.


Lesser mysteries and enigmas intrigue her, but are quickly discarded. She is sometimes prepared to offer aid in seeking an explanation for such lesser mysteries that are actually secrets - situations where some people already know the answer but are keeping that information to themselves. Examples might include investigations into mysterious murders, or for seemingly inexplicable events that are actually the work of mortals.


Sung has little time for the eternals of Day - she makes little effort to conceal her distaste for their focused nature and their common drive to banish all illusion and understand everything. She clearly believes that "nothing sane can survive for long in conditions of absolute truth." This dislike often manifests in an abrupt or unwelcoming attitude to any merrow who come before her. She is also known to dislike the eternals of the Whisper Gallery, considering their fascination with secrets to be 'vulgar'.


Sung rarely lies, but she never tells the entire truth as she knows it. She enjoys misleading and obfuscating, hiding the "facts" in layers of doubt designed to allow people to come to their own conclusions. Speaking about direct facts or trying to cut through to the heart of a situation is a sure-fire way to annoy this subtle eternal.


Unsurprisingly, Sung is known to favour Imperial citizens who reflect something of her own nature. She enjoys verbal sparring with magicians from the League and esoteric speculation with Kallavesi mystics and Urizen stargazers alike. She is also known to have a special affection for the people of Dawn, especially the Weaver cabals and troubadours, but with a soft spot for anyone who embraces the romanticism that lurks at the heart of many Dawnish quests.


The Rainbow Serpent encourages imagination, optimism and speculation. She inspires mortals to embrace the wonder of their world, and to question tradition and easy solutions to problems. She is also a romantic - not just in a carnal sense, but in the sense of a quality or feeling of mystery, excitement, and remoteness from everyday life.



Boons


Sung enjoys communicating with mortals. She loves novelty, the inexplicable and the wondrous.


She enjoys weaving illusions, and is known to offer boons to magicians who seek to obfuscate or conceal with shadows, mists or false images (such as the magical disguise created with The Twilight Masquerade.) Magic used to preserve uncertainty or mystery may also gain her favour.


When she wishes to offer a minor boon to someone, she may give them one of her feathers - when dissolved in wine or spirits they may create effects similar to those caused by the Infusions of Feathers, or enhance the effect of rituals such as Signs and Portents or Sift the Dreamscape's Sands - Sung is said to be the only creature who knows the truth about the ruined city visited by mortal magicians who invoke that ritual, but refuses to share her knowledge. In her darker moments she inspires curses and maledictions that cause confusion or hallucinatory madness.


She sometimes engages in trades with magicians, and is known to greatly desire cloth dyed with iridescent gloaming and jewelry that incorporates dragonbone - especially if these items are enchanted.


While Sung does not wish to see mysteries solved (or "destroyed" as she might put it), she encourages inquisitive spirits who rely on intuition and leaps of logic. The ritual Shadowed Glass of Sung goes some way towards explaining her attitude - the ritual does not provide facts or resolve a situation - it allows the magician to find the clues that will help them work out their own conclusion. More than anything else, this is how Sung prefers to see the world; a multitude of people, places, things and events that can be understood only through the exercise of intuition and imagination.


During Winter 378YE, Sung made contact with Imperial magicians and helped them to design the ritual Clear Counsel of the Everflowing River. The master-magician Simargl of the Circle of Zulgan-Tash arranged for the creation of a suitable ritual text, and during the Spring Equinox 379YE, the Imperial Conclave added the ritual to the body of Imperial lore. Some arcane scholars point to this ritual as being the powerful equivalent not only of Swim Leviathan's Depth, but of Missive for Sadogua as well.
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Don't limit your children by making their lives easy.




Children in Urizen are expected to learn. It is common practice during an evening meal to ask the children what they have learnt today, and question them not only about their studies but also about their more practical experiences, to tease lessons and understanding of social rules out of them.


A sun- or otherwise light-bathed courtyard will often be set aside for children within a spire; depending on the dominant practices of the spire it may also have puzzles or contemplative games set up there. Young children are often given puzzle toys and left to discover their working with minimal interference, except when their frustration rises and thus their capacity for fruitful exploration is exhausted for that time. Families with young children often share responsibility, for example each afternoon one family or another might take all the youngsters, generally on a schedule, and allow the other parents to pursue their own endeavours for a few hours.


Older children are taught to use the libraries and to conduct their own research, for example by studying an object, or asking questions of several adults on a given topic. They are also encouraged to put the knowledge they gain into action, for example by assisting a crafter, scholar or other person for a day. In spires with many children, a junior scholar may take on the role of disseminator, who arranges a regular program of theoretical and practical placements for older children with various respected individuals. These placements may lead on to apprenticeships, unless the child has shown promise in a discipline which would be better progressed by moving to study with a master in a neighbouring spire.


Although children are not taught magical principles until after they prove their maturity and come of age, they are often taught of the Realms and Eternals, often without the element of caution seen elsewhere in the Empire. 



  Things every Urizen child should know 


		Ask questions, and think about the answer. If you don't understand something, ask more questions until you do. 


		Write down anything important that you learn. Not just from your lessons, but anything you think might be useful for the future.


		Practice doing things until you do them right. This might mean drawing, counting or fighting, but you can get good at almost anything and anything worth doing is worth doing right.


		Do not be afraid to disagree.  Reason and debate are the paths to knowledge and even adults can be wrong. 


		Once you have learned something, use it. Knowledge never used may just as well never have been learned.
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Overview


This is the ancestral home of the Kallavesi, a land of cold stagnant bogs. The land changes through the seasons, but always has a feeling of brooding stillness. In the warmer months it is a boggy marsh cut through with streams and fjords. In the winter the waterways freeze over and the whole land is covered with frost and snow. The marsh serves as the national graveyard and this is a place of ancient secrets and mysticism. 


It is a mournful land, but a beautiful one. Thanes' halls are traditionally constructed entirely from wood here and those built in marshy areas are raised up on stilts. Many halls in Kallavesa are built around sacred places or places with a magical reputation. There are not believed to be any troll ruins in Kallavesa; while stories occasionally speak of shattered halls buried beneath the Rundhal Marsh, these tales are considered largely fanciful or allegorical.


Parts of Kallavesa, especially the West Marsh have a reputation for being haunted. Not only are the marshes where the honoured dead of Wintermark are interred, they have also seen regular battles through the ages. Several vicious battlefields lie drowned beneath the boggy marshes; the Jotun have raided across the narrow sea from Kalsea since time-out-of-mind; in pre-Imperial centuries there were irregular border skirmishes across the southern borders - first with with the the orcs who dwelt where Bregasland and Mitwold lie today, later with Marchers who displaced them. Orc and human dead alike lie in the deep pools of the western and southern marshes, and they do not always lie still.


Kallavesa is rich with many fine herb gardens. Perhaps as a consequence of the many battlefields buried beneath the marshes, the territory is known for the quality of the bladeroot that grows here. The Kallavesi themselves are acknowledged experts in the use of herbs - the Infusions of Feathers were first developed here in the Wittal Groves and later shared with apothecaries from across the Empire.


The Senator for Kallavesa is appointed by the Kallavesi during the Winter Solstice, and is almost invariably of Kallavesi stock.



Recent History


In the Winter of 370YE the Jotun invaded in force, taking West Marsh and pushing into Skymark. Before they could consolidate their hold, however a joint campaign by Wintermark and Marcher armies drove them out under the leadership of a young Skarsind general named Britta. Without her excellent leadership and inspirational presence is it widely believed that both Sermersuaq and Kallavesa would have been lost to the orcs. Further attempts at invasion were stymied by the re-vitalised and re-equipped armies left behind to guard against another attack. 


The marshes of Kallavesa are the final resting place of the great heroes and heroines of Wintermark. Alone of all previous Emperors and Empresses, Empress Britta was interred in the marshes rather than resting at Necropolis. The Highborn have built a shrine and appointed a Guardian of Britta's Shrine, but the body itself (or as much of it as was recovered from the Thule) rests beneath the waters of Kallavesa.



Major Features


Rundhal


Once the capital of Kallavesa, in Rundhal where mystics sent dreams to the Steinr, and where the wise met to choose the monarch of Wintermark before the Empire. It is still a place of utmost importance to those who follow the Kallavesi traditions, and is where many of the oldest traditions are passed on. Scops come to the round hall to learn the stories and songs that tell their nation who they are and inspire heroes across all of Empire.



The Sovevann


The weed-choked waters at the heart of Kallavesa, boundaries and waterways shifting and reform all the time, as small islands of floating reeds drift on unpredictable currents. Attempts to build permanent structures here are stymied by chaotic nature of the floating islands and the presence of several large colonies of marshwalkers who will not tolerate the disruption of their boggy territory.



The Pilgrim's Trail


Following the internment of Empress Britta in the Sovevann, an opportunity to help pilgrims visit the sacred waters of Kallavesa to honour the heroes of Wintermark. Senator Olle Markusson commissioned the Pilgrim's Trails during the Winter Solstice 379YE, and they were completed shortly before the Summer Solstice 380YE. The Trail consists of many roads and bridges built to connect the major religious sites across Kallavesa to each other, and to the rest of the Empire


The Senate decision to construct the Trails was enthusiastically supported by many of the Winterfolk. Wry comments were made concerning how people who thought the "Anvil mud" would react to what the people of Kallavesa call "dry land". The completion of the project became a point of pride, and donations came in from across Wintermark.


Surveyors planned an optimal route through the marshes, intended to minimise the number of bridges required while at the same time ensuring the trails passed through as many communities, and past as many shrines and resting places as possible. At the Spring Equinox 380YE, word came that an egregore had fallen valiantly in battle, and that an agreement with the Jotun meant that his body would be returning home - along with the bodies of many heroes who had fallen fighting the orcs. The builders were determined that the trails would be completed in time that the body of Guthwulf would be the first to pass along them. The last blocks for the last bridge were placed as the funeral procession was mere paces away. As the procession was crossing, in a flash of inspiration a builder who had not yet put their tools away carved into the side of the bridge the name of the egregore, Guthwulf of the Red Embrace.


The name was soon joined by that of the other fallen heroes of Wintermark who travelled across it, and in other parts of the Pilgrim's Trail mourners have begun carving the names of the dead into the fabric of the last bridge they cross on their way to their final resting place in the waters of Kallavesa.



Regions


Kallavesa Marsh


Qualities: Marsh, Haunted

Sandwiched between the Westmere and the Sovevann, this is the place most outsiders think of when they imagine Kallavesa. Boggy marsh, dotted with lone huts on stilts where pale herons stalk and burbling frogs maintain an eerie chorus at dawn and dusk. These are the haunted marshes where the heroes of Wintermark rest, and the few scattered halls here are generally given over to the study of The Way of serve as hostelries for visiting pilgrims come to honour the dead. 


The largest settlement in this region is Masi home to the dead and those who guard them. Funerals are usually held here. On the rare occasions that a Feni or Jotun raid is not turned back at the borders, it is the warriors of Masi who force them back. 


The presence of so many dead heroes gives the entire region the haunted quality; there are more ghosts here than anywhere else in the Empire with the possible exception of the Necropolis in Highguard.



Rundhal Marsh


Quality: Marsh

Site of Rundhal, the largest permanent settlement in Kallavesa. It is a place dedicated to wisdom and the mystic learning of the Kallavesi. While Rundhal Marsh is boggy and damp, the western stretches towards Hahnmark are somewhat elevated and drier - here are found many copses of beggarwood and other softwoods, carefully tended by stewards who ensure their health and that the availability of wood for building the unique stilted buildings of the marshes.



Skymark


The northernmost of the Kallavesa regions is chilled by northern winds for much of the year, but is also home to rich farms and sprawling holds. Small fishing fleets are common here, and several of the villages here maintain ties with their cousins in Sermersuaq via the Rikkivesi and the Atkonartoq. In southern Skymark is Ishal, across the cold waters of Sovevann from Rundhal and Masi, furthest of the three settlements round the lake at the heart of Kallavesa. This is where the wise go to read the future in the flight of birds and the night skies, as the scops learn at Rundhal and the dead heroes rest in the marshes near Masi. Itâ��s a place for the old, for learning and for clear thought. "Threes, and threes and threes," the seers say, those who foretold the coming of the Steinr. 



West Marsh


Qualities: Marsh, Coastal

On the shores of the Westmere stands Westerhal, home to the small fleet of Kallavesi boats that keep the coast safe from Jotun raiders. Its importance has slowly dwindled, in part due to the rise of Meade in the Marches which has much better access to wood and stores, but the patrol ships of the Marches are uncommon this far north. Once it was the second settlement of Kallavesa, and there are residents who would like to see it take its place again as a centre of trade and defence of Wintermark - perhaps with a new fortification.



Wittal Grove


Quality: Forest

At the heart of the grove stands Wittal, a place of learning and the study of herbs and plants. Many grimnir have spent a season or more studying here, as have healers from further afield, even a few from far Urizen. Some never return from foraging expeditions into the deep-woods; the Feni are usually blamed. The inhabitants of Wittal also maintain the The Tree of Swords, a lone elm tree in a glade hung with the swords of dead Wintermark warriors that is also the heart of a strong Winter regio. Weapons are hung there of warriors who died with their quests uncompleted. Itâ��s said that if the tree ever flowers, the warriors will return.


Where the trees join the marshes, on the shores of the Westmere, stands the small port of Fisk. Before there was an Empire, Fisk was an armed camp watching the orcs of what is now Mitwold (and later, the Marchers who displaced them). After the formation of the Empire, the warriors largely left Fisk and the traders moved in. Today, Fisk is a small but prosperous port allowing adventurous ship owners to trade with Meade and the Marchers and even with foreigners across the sea as far as the Asavean Archipelago and the Sumaah Republic.



OOC Notes


		 All the regions of Kallavesa are under Imperial control


		 Attempting to build a permanent fortification in one of the regions with the march quality is likely to encounter additional difficulties.


		 The Pilgrim's Trail is a great work that provides an additional 50 votes in the Imperial Synod and 25 liao divided among the congregations of Kallavesa. They were built as the result of an opportunity (detailed here) - under normal circumstances a great work cannot provide liao and votes.


		 Some of the prominent halls of Kallavesa are detailed here.





The Plants of Kallavesa

The Kallavesa swamps are home to many rare and unique forms of flora and fauna that are below our abstraction layer in the sense that they are important to the Kallavesi mystics, but not important enough to be one of the five herbs. While many of these herbs have useful properties (such as groveblossom or bitterweed), they are very much along the lines of headache treatments or gentle sleeping draughts, rather than purification of an envenomed wound or repairing a crippled limb. Other examples might include tobacco, for example, or flavoursome herbs used in cooking, as well as mild narcotics.


It is very common for the folk of Kallavesa (of all traditions) to reference odd herbs or animal extracts - but it is important not to let other players get the impression that these plants are a big deal, as this will cause confusion, or disappointment.



One possible opportunity these herbs present is for a character who wants an unusual or distinctive farm or business. Like the herders you could define your business as trading in medicinal herbs, or your farm as growing minor medicinal plants - indeed it is easy and appropriate to diversify a farm to include some of the potent herbs produced by a herb garden.
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  Welcome 


Welcome to the Empire Wiki; here you will be able to find everything you need to know about Empire, the new live roleplaying game from Profound Decisions, which began Easter 2013. We often upload new content to the site, so if you are returning after a break then check the Wiki Updates section for a list of what has changed since your last visit. For up to date in character information head to the recent history page.









 The Game


[image: Dead Warbeast.jpeg]


Read our introduction to LRP if you're new to the hobby. Then take a look at the game overview to get an idea of what Empire is all about.






 The Nations


[image: Smiling Marcher.jpeg]


The Empire is composed of nine human nations and the Imperial Orcs. Each culture is detailed on the wiki including advice on costumes.






 Lineage


[image: Maricela i Guerra.jpg]

 
All human beings may choose one of the six lineages if they are touched by the Realms. Read how each lineage can shape your character.





 



 The Empire


[image: Empress and Retinue.jpg]


Find out about the political structures of the Empire that will allow the players to shape the game world. Also here is information about the Way of Virtue, the unique Imperial Religion. 






 The World


[image: Littlest Pathfinder.jpeg]


The Empire is part of a rich and vibrant campaign setting that includes barbarian enemies, foreign powers and six magical realms as well as their supernatural inhabitants.






 The Rules


[image: Gate Ref.jpg]


Empire uses a simple set of rules that are designed to be fun to play but easy to understand. The rules explain how to make a character and how the game works.
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	    This is a placeholder page for content that PD are actively working on.

Note: The tone and style of this page may need editing. All costume advice pages should be written in third person voice, using verbs that make clear that this page is advice, not direction.
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 Look and feel


[image: Urizendroughir.jpg]


They seek excellence in themselves, in everything they do. This should be reflected in costume. A citizen of Urizen will aspire to wear the best fabrics, the most flattering cuts and should always be well presented.


This is a Nation of timeless tranquility. Express this in clean lines and elegant styling. Robes should flow and billow and fall gracefully from the shoulders or hips.


Robes are worn long and draped over the body with layers of different materials in complementary shades. Clothing is similar for both genders. The staple items are long robes, but how you interpret this and what style they take might vary greatly. Typically several layers in complementary shades are worn together. The inner robed may well be tied at the waist with a soft sash but the outer robe is normally loose and hanging smoothly from the shoulders. Sleeves are often long and voluminous and may be false sleeves. or split to display the lower layers.







 Similar nations


As there is no historical influence, this nation's image is quite distinct. It shares an emphasis on elegance with Highguard and Dawn. Some in these nations might wear a similar style of gown, but in Urizen a long elegant robe ought to be worn over the top.
In Urizen there is more scope for fantasy ideas and perhaps a more exotic look to the costumes than in other nations.



 Research


 LOTR High Elves


[image: ChangelingParade.jpg]

 
[image: Urizen8.jpg]
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 Nuada and Nuala - HellBoy II


The shape and layering of their costumes in this is great for Urizen. The red and black colour scheme of a few of the costumes is not right for this Nation.



[image: Urizen5.jpg]
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 Padme Amidala - Star Wars


Several of Natalie Portman's costumes are excellent for Urizen. These two in particular have elegant folds of fabric that hang gracefully to the floor. Avoid the stiff costumes and geisha makeup of the first film however.



[image: Urizen7.jpg]

 
[image: Urizen6.jpg]


The Jedi robes might also provide inspiration for traveling scholars and itinerant mages, but be careful not to fall into cliches.



 Classical High Elf and magician images


Due to copyright issues it is difficult to post images here, but fantasy artwork is full of great ideas for Urizen costumes.
Try google seraches for High Elves and Wizards







[image: Urizenrobes.jpg]Robes by Esther Reeves


 In detail


(Under construction)



 Colours


The colours are primarily a wide range of light pastel shades but strong dark colours like midnight blue or blood red could be appropriate for the right character. Aim to use a single colour in varying pale shades and add a complementary darker colour if accent is wanted.



[image: Urizencolours.png]


 Materials


Materials suggest a refined, elegant people Coarse linens and wools will not be as appropriate here. However, this Nation will allow players to use more modern (potentially cheaper) and lightweight fabrics should they wish. Organzas and satins will make good layers of contrasting textures. Light cottons are cheap and practical. Silk of all kinds, especially dupion, shot taffeta etc, will make the most splendid costumes.


A guide to fabrics for kitmaking



 Garment closures


The most iconic way of closing garments is with a wide sash around the waist. Long rows of small buttons would also look very elegant. Clasps and brooches could be used. Straps and buckles or lacing will probably look to coarse.



 Decoration


The materials themselves are usually plain. The most common decoration is complex embroidery of looping spirals. Fabric can come pre-constructed with these designs or some costume companies can add these embroidery designs to your costume (no moons and stars motifs please)



 Layer by layer


The following are suggestions on how to pull together costumes for three different characters in three simple layers. The aim is to show how a few simple, easy to source, and relatively cheap items can be combined to make a great costume



 Warriors


The first later here is a top (or dress) in pale colours. Almost any top could be used but a Sherwani or Kurta looks especially good and can be purchased in most towns in the UK. 


For all genders a double-split skirt (or dress) could be worn for a high fantasy feel - perhaps in leather for extra armour cover. This can be made simply by cutting up to the waistband of an existing skirt, either side of the centre. Alternatively it can be made in two parts. It is shown full length here but could be worn knee length or over trousers.


A brestplate will look particularly Urizen if layered on next, under the robes. 



[image: Urizencostume1.jpg]


For the second layer, a robe will look best. This could take many forms and lengths. Here it is shown short with split sleeves, which is another detail typical of Urizen. You could cut up to the arm seam of an existing robe and hem the edges to achieve this, or use this pattern. 



[image: Urizencostume2.jpg]


The third layer is a sash and outer robe. The shape of the Japanese Kataginu will create a great look for an Urizen costume. By adding tassets here the armour is split up creating more layers.



[image: Urizencostume3.jpg]


 Itinerant mages and traveling scholars


[image: Scholar1.jpg]


This look is loosely based on Jedi costumes. To avoid it looking too similar use colours such as greens and blues and perhaps use a Sherwani or Kurta for the first layer over trousers.



[image: Scholar2.jpg]


For travellers a shorter robe (or two) is practical for the next layer. This pattern is good for this layer and for a longer robe which could be worn over the top for warmth.



[image: Scholar3.jpg]


A suggestion for a third layer here would be a short sleeveless robe similar to a Japanese Jimbouri. 
A long hooded robe would be good for a travelling coat, worn over the top.







 High mages


[image: Mage1.jpg]


To create a majestic high mage look use multiple layers of loose robes. A sleeveless tunic gathered at the neckline and tied with a sash will make a good first layer. This could be made very simply by a novice tailor and offers a very cool option for hot events (pattern will be added). Alternatively a Sherwani or Kurta would once again be an easily available option, or you might want to chose a gown instead. This pattern is for a lovely Lord of the Rings inspired elven gown.



[image: Mage2.jpg]


The second layer is once again a hooded robe like this to make it distinctively Urizen. Long belled sleeves make it very lavish. 



[image: Mage3.jpg]


Over this add a further robe with split sleeves (like this) or no sleeves. Made in velvet this would be warmer in winter months and would work well with a fur lining.


Below Is a demonstration of further layering to create an even more extravagant costume whilst still using the simple layers found in this section. Layer the long sleeveless tunic, then Sherwani or Kurta, robe, double-split skirt, mage armour hero belt, sash, split-sleeve robe, sleeveless robe, Jimbouri and finally mage armour such as this. Further suggestions for mage armour will follow.



[image: Mage4.jpg]


 Jewellery


 Armour


 Resources


 Costume


Lenora Gewandungen, a German costume designer. Her elven style costumes are perfect for Urizen.



 Patterns


		Traditional wizard robe


		Some of these shapes would make great layers for an Urizen costume Simplicity 4795


		The elegant lines and hanging sleves of this dress would make it a good style for a lower layer of a female Urizen costume: Simplicity 4940


		The blue hooded robe is excellent and the short wrap-over robe would work for an itinerant mage: Simplicity 5840


		This dark green cape would work as a robe for both men and women and has excellent split/false sleeves: Burda 7154





 Shops


		Angrave Designs Custom costume production and embroidery 


		Costume Mercenary


		Twin Roses American company with large portfolio of costumes


		The Midgard Seamstress Custom made UK LARP and Re-enactment costumes


		Custom Costume Company Bespoke designs for re-enactors and roleplayers





 Armour


		 Totally Leathered Totally Leathered provides custom tooled leatherwork & bespoke armour.


		 Idiom Productions Costume and Props Workshop creates custom hand-tooled leather armour, clothing and LRP weapons


		Darkblade Diagonal banded leather armour
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	    The Suaq, Steinr and Kallavesi each had their own magical heritage long before they joined to create the nation of Wintermark. Although they have shared magical knowledge extensively since then, these approaches are as much an extension of the traditional beliefs and attitudes of the three people as they are to any particular magical skills. There are Suaq Runesmiths or Steinr icewalkers for example, but they are uncommon. For the most part the three people have maintained their magical traditions along with their cultural heritage.
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 Runesmiths


All crafting is magical to some degree, but the Steinr make the ancient magic of their runes an integral part of all craftsmanship. Whether or not the runes are visibly etched into the finished item, you can be certain the proper symbols were painstakingly inscribed during every stage of the construction. Runes represent primal powers and are used not just in metal and stonework but everywhere from a set of clothes, to a banner, to a loaf of bread.


The Steinr see magic as a potent weapon, every bit as deadly as an axe or a sword. Runesmiths who learn battle magic can make formidable combatants or powerful healers; they use the runes to enact immediate magical effects. The original runesmiths developed their strength working the anvil, but as they gained a reputation for daring in battle, more Steinr magicians began to emulate them. They prize boldness and vigour, and may be as comfortable in the thick of melee as any warrior. Many runesmiths wield a heavy oak staff or rod carved with runes when fighting, and like to spar with other runesmiths or warriors through unarmed combat, pugilism and wrestling.


Some runesmiths focus their attention on the mastery of the rituals, often of the Summer Realm. These runesmiths use their runes to mark out their allies and grant them strength and protection. Others prefer to concentrate on Autumn rituals, feeling an affinity for the magics of skill and wealth.



[image: Kallevesi1.jpg]Costume by Custom Costume Company


 Icewalkers


The Suaq see magic as a practical tool, a key to open doors, a way to solve problems indirectly. The Suaq call those magicians who are thought to show wits and cleverness icewalkers - a title that confers a degree of respect and admiration beyond the ability to simply perform magic. Icewalkers strive to embody the best values of the Suaq people; erudite, pragmatic and shrewd. 


Icewalkers favour using ritual magic of the Day Realm to perform divinatory and scrying rituals to help find their quarry. Suaq magicians are widely known for their clever negotiations with Eternals, trying to use their wits and glib tongues to negotiate bargains that favour the icewalker and her people more than they favour the Eternals. Outwitting a powerful creature of another Realm is sometimes seen as the pinnacle of heroism for an icewalker.


Ritual magic for the icewalkers often involves invoking natural things or creatures, and drawing parallels between them and the target of their magic. For example, an icewalker who wishes to divine an area might create a parallel between themself and a high-flying eagle, while one who wishes to grant their comrades great strength might compare them to a flood, storm, earthquake or herd of wild boar. They often cement this magical simile by painting or carving an appropriate rune onto the target or a piece of their equipment. 


Icewalkers sometimes extend this practice as part of the magical tradition of totem magic - specifically the use of spirit animals.



 Mystics


The Kallavesi see magic as a means to insight and wisdom. The enigmatic Kallavesi approach to life leads many of their heroes to become skilled magicians, of which the most famous are mystics. As well as magic, the mystics study the skeins, the idea that there are fated paths down which individuals travel. At critical points in life there are choices to be made, moments when your skein can shift, for better or worse, as a result of your decision. A mixture of magic, wisdom and divinatory arts are used to allow a mystic to determine the most auspicious choices to make.



[image: Insight, wisdom ... and power]The Saker coven of Kallavesi performing a ritual


 Artok


In Sermersuaq, the most northern point of the Empire, lies Sydanjaa, the never-ending ice-storm, sometimes called the Heart of Ice. This vast blizzard is a great mystery, blowing night and day across the tundra without respite. Beasts emerge from Sydanjaa that possess magical powers and their bodies often provide magical components. One of the most important are the great ice golems known as Artok. These creatures emerge from the storm to tread fixed paths before they head back into the ice. They can be tamed for a time by carving them with runes, during which time they are potent weapons of war if they can be controlled. Unfortunately they are difficult to take south, as they need the cold to function for long.
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 Description


This powerful spell quickly repairs an item that has been damaged by a shattering force. It is especially useful for repairing shields that have been rendered useless by a shatter spell, or a strike from a powerful magical weapon. The majority of the damaged item must be present, but at the completion of the spell the item is repaired seamlessly as if it had never been shattered. Some magicians believe that every piece of a broken item "remembers" having once been part of a greater whole, and that this principle guides the magic they use.


This spell is equally effective on magical and non-magical items; even an artefact can be fully restored. A magical item repaired with the mend spell retains all its special properties (although obviously any restricted abilities that have been expended are still used up).


Useful as this spell is, it is difficult to cast in the middle of a fight. The magician needs several moments of completely uninterrupted focus on the target item - which is next to impossible if it is being jerked around during a fight, or if the magician themselves is in danger of being struck. To use mend effectively, the magician usually needs to be behind allied lines - or well protected by their companions while they concentrate on repairing the item. This can be made easier with the use of rituals such as Smooth Hands Shape the World, an enchantment that can make magically repairing a damaged item nearly instantaneous.


Some magicians who master this spell wait in a safe location with the express intention of repairing damaged magical items when their allies return. These magicians often spend extra time casting the spell, or may make use of props such as a small hammer or a forge to enhance their casting of their ritual.


Many in the Empire sees extra value in this spell; while spells such as heal or purify are powerful, their effects can be duplicated by physick. Swiftly repairing a damaged item, especially a magical item, is possible only through this spell, or more expensive and time-consuming ritual magic such as the Anvil of Estavus. A magician who wants to specialise in this spell may find a Redsteel Chisel wand especially useful.



 OOC Note


There is an obvious limitation on this spell which is that it cannot be used on items that have been  physically damaged in the real world. If a letter has been torn up or a bottle has been smashed, no amount of IC magic can restore the destroyed phys-rep.



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


This spell repairs an item, such as a weapon or shield that has been broken using the SHATTER call.



 Sample Spellcasting Vocals


		 I take this broken weapon / To its weakness, my strength lend / I draw the parts together / What is broken shall now mend.


		 (tracing runes on a broken weapon) I invoke Pallas! Weapon, remember what you are! I invoke Hirmok! Weapon, heed your master! By the secrets of hammer and anvil I forge you anew; by the words of creation I bid you be whole. 


		 (placing wand on item) Things endure, tall beneath the stars. Things last through seasons beyond number. Strong in root and branch, standing below as Our Good Oak stands above, this blade shall not be so lightly cast aside! 


		 (striking item rhythmically) War-drums beat, bold hearts pound, soldiers march to glory’s sound. Hammers smite, burn forge-fires bright, be forged anew by Summer’s might! 





 Common Elements


		 Rune Magic: The nature of the target item might suggest a specific rune to use, but the most common is Pallas, the rune of wealth; the rune can also be a timely reminder to a magician to request recompense for their use of magic. Some mystics favour the run of transformation, changing a damaged object into a wholesome object.


		 Astronomancy: In a similar way that an astronomancer might look to the Chalice when performing magical healing, bringing together the broken parts of an item and restoring their integrity has a strong connection to that constellation. When working specifically with wooden items - especially shields or hafted weapons - an astronomancer may look to the strength and growth characterised by the Oak.


		 Dramaturgy: A dramaturgist might take on the role of the Mountebank, performing a miraculous restoration and transforming a useless item into a fully repaired one. It is traditional when using the mountebank to conceal the target item in some way, perhaps beneath a cloak. The Captain is also a good fit for this spell, especially when repairing a weapon or shield.


		 Other traditions: Obviously, phrases and actions related to crafting are very appropriate with this spell. A Marcher magician in particular might pack soft earth or mud around the pieces of a broken weapon or shield as they cast the spell. 


		 Realms: The realm of Autumn most closely allies with the mend spell; objects, especially valuable objects, and the idea of craftsmanship are both strong themes. Summer is a close second, especially around ideas of restoring strength or integrity or "reforging" a broken item. Winter is a very poor fit indeed - it is next to impossible to use Winter magic to repair something; it is much more suited to breaking the item in the first place.
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A seer's probe is most often a delicate length of pale wood around a core of iridescent gloaming and weltsilver, carefully with tempest jade to ensure it remains flexible and light. Inlays are often suggestive of the runes of day or night, although Varushkan artisans prefer to decorate the wand with images of spiders or squirrels. In Highguard it is sometimes called an Archivist's Quill, and constructed to suggest a writing implement, while in Urizen it is often crafted to suggest a key, and given a variety of evocative names such as Lorekeeper's Sigil.


The wand is of most use to investigators and scholars, who enhance their personal abilities with additional use of two valuable divinatory spells. It is often held between the thumb and two forefingers, as if it were a conductor's baton. It is clearly not intended for violent use - although in a pinch it can be used to deliver an unexpectedly robust magical assault.



 Rules


		 Form: Weapon. Takes the form of a wand.


		 Requirement:  You must have the magician skill to bond to this item.


		 Effect: Three times each day you can cast detect magic or voice for the dead as if you know them and without spending any mana.


		 Materials: Crafting a Seer's Probe requires three measures of iridescent gloaming, five ingots of tempest jade, nine ingots of weltsilver and three measures of dragonbone. It takes one month to make one of these items.






“I'm so cold, captain, .. I..I can't feel my legs.  I think I must be done for.”


“Nonsense, lass.  The surgeons are working on you now, the best money can buy.  You'll be right as thronepence in no time.  But I need you to concentrate now, and tell me how many enemy warriors there were in the pass.  Hmm?  Can you do that for your old Captain?”


“It's hard...hard to remember.  I can't see anything, Captain.  Why can't I see anything?”


“You've got a bandage, girl.  Head wound.  Best to leave it on – doctor's orders.  Now, can you focus for me?  How many orcs were there?  How many orcs in the pass, Wiletta?”


“Orcs?  Yes, the orcs.  There... there were too many.  Ambushed us, dozens.  Dozens and dozens.  Too many.  No time to fall back, tried to run...”


“Good!  Good girl, Wiletta.  Well done!”


“Did I do well, sir?  I feel so strange, like I'm slipping away, like a great tide is pulling at me.  What's happening, Captain, I...I...”


“Shhh, Wiletta, let go now.  Your work here is done, and your shares will be paid out to your next of kin...”


He continued to mutter pleasantries to the girl's corpse until her croaking words began to fade away into silence, then stood up and brushed himself down.  He turned to his adjutant, “Dozens, eh?  Sounds like the main force - old “Broken-Teeth” must have taken the bait. We're right behind him now  Signal the scouts to begin torching the grass at the opposite end of the valley, then form everybody up for a defence in depth. They can't use full frontage on us here. As long as the wind holds, we'll catch them between hammer and anvil!”
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 Rules


 Day  Magnitude 6


 Performing the Ritual


Performing this ritual takes at least 2 minutes of roleplaying. The ritual targets a single character or ribboned item, which must be present throughout, or the immediate area around the ritualists. 



 Effects


This ritual analyses magical effects on the target person or object, or in the immediate area.


The ritual reveals information about magical enchantments, wards, or shrouds. It answers some or all of the following questions about each such effect on the target:



		 What magical effects are present? 


		 What do these magical effects do? How long will they last?


		 How can these magical effects be interacted with? 


		 Can they be ended early? If so, how?


		 What is the source of these magical effects? If the source is a ritual, it will provide the realm and magnitude. If the source is an Eternal, it will indicate the realm the eternal is from.





If cast on an area, it may also answer some specific additional questions:



		 Is there a magical regio in the immediate area (within a short distance, up to 30 feet)? What realm is that regio aligned to? Is it a strong regio?


		 Are there any special effects for performing a ritual in that regio?





Each contributor receives the same information.


The ritual will provide no information about a curse. Wisdom of the Balanced Blade is required to gain any information about a curse - it will not even detect its presence. Likewise it is no use in analysing purely spiritual effects, such as those created by the hallow, consecration, or anointing ceremonies. Again, it does not even register the existence of such effects.


Casting the divination version of the detect magic spell on a legal target will reveal if there is any information that can be gathered with Bright Lantern of Ophis.



 Additional Magnitude


You may increase the magnitude of the ritual to penetrate more powerful shrouds or masks. However, the Bright Lantern will always discover all the pertinent information about the shroud itself even if it is not performed at a high enough magnitude.



 OOC Information


The ritual is least useful when used to analyse the effects of rituals that are in Imperial lore. It is most effective when used to examine mysterious effects. It rarely provides any information when cast on an object - the innate powers of magic items are not considered magical effects, and many special effects attached to objects will be curses or spiritual effects. It is perhaps most useful for analysing magical puzzles, wards, and barriers encountered on quests.


It can be used in a territory under a magical effect to determine details of that effect. For example if a territory is covered by a magical shroud, or a mysterious enchantment is effecting all the farms in that area. This effect cannot be achieved by performing the ritual at the Anvil regio - attempts to do so simply provide information about the Anvil regio and any magical effects on Casinea. 


Common examples of where it can be used are to understand the effect of an enchantment, shroud, or ward created by non-Imperial ritual magic, or to examine the boons created by an eternal. It will also provide information about magical traps, wards, and puzzles. When performed in a territory under the effect of a large-scale magical effect, it can also provide information about that magical effect.



 Description


This ritual allows the contributors to examine and gain information about a broad range of magical effects. It is an invaluable aid to those who explore dangerous ruins, or areas touched by powerful magic. Common uses include detecting magical traps and - just as importantly - the conditions that will trigger or remove them; examining magical seals and wards to ascertain their functions and limitations; studying the unique magical boons of eternals, to identify unexpected loopholes; and precisely understanding the effects of peculiar magics of all kinds.


It will only work on a magical effect that is actually present, and close enough to touch. For example, to gather information about a magical ward at least one of the contributors must be close enough to touch the effect throughout the performance.


When using the Bright Lantern on an object, it is important that the magician understands the difference between a magical enchantment and the innate properties of a magic item. Bright Lantern will not discern anything about the properties of a magic item that is part of that items functioning - for example, if performed on an otherwise unremarkable Biting Blade it reveals nothing, despite the blade's preternatural composition and sharpness. Only if the blade has been seperately affected with magic - for example if its properties have been shrouded - will the Bright Lantern reveal anything and even then it will only reveal information about the shroud, not the capabilities of the magic item.


The ritual will also divine the provenance of a magical effect. The most common provenance is a ritual of some sort, or the actions of an eternal or other creature of the realms. In both cases, the Bright Lantern provides only broad details - the realm involved, and the magnitude of the ritual effect. On a few rare occasions it has determined the precise identity of the eternal involved, but in such cases the diviners have reported the sensation that the eternal wanted that information to be discovered - as if they had "signed" the effect. Uncommonly, the ritual may discover that the source of the magic is something else - the information determined in such cases is difficult to predict but always gives some context to where the magic has come form.


An interesting element of the Bright Lantern is that while it is stymied by a shroud or obscuring effect in the same manner as any divination ritual, it can always discover information about the shroud itself - its provenance, realm, magnitude, and so on.


Some arcane scholars compare Bright Lantern of Ophis to Wisdom of the Balanced Blade; both rituals analyse specific effects and provide in-depth information about their function, limitations and provenance.



 Common Elements


This ritual often involves active divination, sometimes with runestones or cards. Lenses and mirrors are often used to closely examine the target, as are crystals that the contributors can peer into or through. 


The area where the ritual is performed is usually well-lit, either by sunlight or by multiple lamps, lanterns, light-stones or fires. Some ritualists however prefer to study the target in relative darkess, illuminated by a single source of light. As the light source (often a lantern) is moved around the contributors examine the way the light changes the appearance of the item, or the shape of the shadow it casts.


The runes Sular and Ophis may be evoked - the former by covens who actively examine and seek information during the performance, the latter by covens that prefer to rely on sudden revelation to deliver information to them. The former group are usually active in handling the target, while the latter focus more on drawing up (or down) magical energies and may use incense, water or even some narcotics to empower their ritual.
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	    The only difference between a privateer and a merchant is that the privateers get their goods cheaper.

Freeborn Proverb


[image: Zanterr i Ezmara i Erego, who started as a cabin boy and now captains a fleet.]The Freeborn detest piracy, but embrace privateering.
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 Overview


Corsairs epitomise Freeborn daring and adventure. Since the earliest days of the Brass Coast, their ships have ranged across the known world seeking opportunities for trade and excitement and defending both Freeborn and Imperial interests at sea. The corsairs embrace these traditions, but they excel as sea-borne raiders who prey on barbarian shipping passing through the Bay of Catazar. The Freeborn detest piracy, but they regard privateering as a perfectly legitimate form of warfare - and a highly profitable one at that. By focusing their attacks against the ships (and occasionally coastal settlements) of nations the Imperial Senate has declared barbarians, they not only avoid censure but gain the approval of the Empire.


Few corsairs are just privateers - most engage in foreign trade when it suits them, especially when the Bay is undergoing a period of relative stability. Their most common enemy is the Grendel but it has been decades since a serious Grendel attack has threatened the Empire, and most of that force were sunk long before they reached shore. There are still sporadic engagements between the orc ships and the ships of corsairs, of course, but increasingly corsair families are looking further afield - to trade with foreign nations.


There is a significant difference between a pirate and a privateer. If the Freeborn applaud the triumphs of their corsairs, and enjoy the wealth and plunder they bring back, the Empire tolerate it because the actions of the corsairs damage the barbarians who dwell across the bay from attempting a naval invasion. Problems arise if a corsair chooses to engage in piracy against the shipping of a foreign nation that is not at war with the Empire. Though more profitable, this can lead to a breakdown in diplomatic relations or even a shift towards open hostility. This can, in turn, prompt sweeping action by the Senate - as seen in the Summer 378YE motion to place civil service observers on all ships leaving Imperial ports. 


There is some grey area where ships belonging to slavers are concerned - more than one corsair has justified attacks against vessels from the Asavean Archipelago and the Principalities of Jarm as missions to free slaves.


As professional sailors, corsairs often have their own odd traditions which are unique to their ship or family. While they make light of it, corsairs often appear superstitious to outsiders. They often express the idea that luck, fortune, or chance are things that can be attracted or driven away and engage in odd behaviours intended to encourage good luck or discourage bad luck. Partly, this stems from the sailor's awareness of how much their life and livelihood depends on the vagaries of forces beyond their control - especially the weather. Many corsair songs and stories personify luck as a whimsical man or woman, a force of nature akin to a storm. When luck is with a corsair, this figure is friendly. When luck turns sour, this mythical figure turns cruel and hateful. Fortune is often depicted as the paramour of Death, alternately seeking and fleeing the grim reaper's embrace.


Corsairs who are followers of the Way tend to hold the exemplar Zemress in special regard. Occasionally, a corsair priest will attempt to have Emperor Barabbas recognised as an exemplar of Prosperity - many corsair families got their start thanks to the Highborn Emperor's shipbuilding programs - but the idea has never gained much traction due to the prevailing opinion that Barabbas was a profligate fool.



 Military heritage


Whereas many families maintain a small, well-equipped force of warriors, it is much more common for everyone in a corsair family to be able to fight except for a small, well-financed force who take a more supportive role. This tendency to encourage everyone on a crew to learn to fight helps make the corsairs the scourge of the open sea - and is sometimes the only difference between them a traditional Freeborn family.



[image: Alix i Sol-Devorador i Erigo is ready to repel pirates with her heavy spear.]Mobility - and the ability to swim - are preserved by avoiding heavy armour.


Unlike other Freeborn warriors, who are used to fighting in large open spaces, corsairs developed their fighting style on ships, on the narrow alleys of ramshackle pirate ports, and on treacherous beaches all over the world. Each corsair fights in the style they are comfortable with - one may favour a hooked axe, another a pair of short blades. Battles at sea often begin with an exchange of missiles - as a consequence, many corsairs are proficient with javelins or bows, and while it is not common the Catazarri crossbow is also a popular weapon. The bhuj - the trademark Freeborn heavy spear - is also popular, especially among shipboard marines who value the ease with which they can skewer boarders or send them tumbling into the sea. 


Because they value mobility (and the ability to swim), many corsairs are lightly armoured. The bold show off their success with ornately gilded plate, especially if they are anticipating a fight on land. More pragmatic corsairs favour a hauberk of mithril scale with an easily-doffed helmet and toughened leather greaves and bracers.


In battle, many corsair captains like to lay out a goal or goals for an engagement then trust the crew to get on with it, rather than spend time on complicated tactical plans or worrying about contingencies. On the occasions where a corsair has served as a Freeborn general, they have been notable for their commitment to making sure the soldiers under their command understand as much about a battle as possible - the better to empower them to react to the tumultuous, changing circumstances on the field of war. Obviously, this "seat of the pants" approach to warfare can cause a great deal of friction with those used to imposing a top-down strategy.



There's a tide in everything; ride it right, and you make your fortune.

Corsair Saying


 Creating a Corsair


The corsairs are designed to encourage a more general mix of fighting and trading than a traditional family. Moreso than other Freeborn, corsairs are adventurous and crave excitement. They're much more likely to take personal risks in the pursuit of profit or a new experience. They embody a swashbuckling approach to life, and to a degree are inspired by the antics of Sinbad in stories and film.


A corsair group is created like a Freeborn family but emphasises ships and fighting. The fleet resource is an obvious choice, but a band of corsairs is also likely to include one or more military units that may represent marines. That's not to say that everyone in a corsair family will be a sailor - there is plenty of room for other Freeborn archetypes. One member of a corsair family might be a priest or sutannir who oversees an island congregation, while another might be concerned with trading the goods the family brings back from barbarian ships and foreign parts to other Imperials (represented by a small business).


Most corsair families have a "base" which is almost invariably somewhere on the shores of the Brass Coast, and will represent both the harbour from which the family fleets operate and probably the location of any other personal resources. You might hail from a large settlement on the mainland such as Siroc or Cazar. Alternatively, your family may lay claim to one of the innumerable islands off the coast of Madruga and Feroz. Some small islands may be home to a single corsair family, which the larger ones are more likely to be shared by two or three groups. It is a rare corsair who is not based in Madruga or Feroz since neither Kahraman nor Segura have a coastline.


It is uncommon for a corsair family to contain a powerful ritual coven, although not unknown. When a corsair group needs magical support, they traditionally seek the aid of the hakima. Indeed, there are groups of hakima who make the corsairs the focus of their attention, concentrating on supporting and subtly guiding corsair families to the benefit of the nation. Rituals that enhance a corsair ship such as Blood and Salt and Sular's Promise are the most popular enchantments.


A lone corsair is a perfectly acceptable character concept - you might represent a larger "off screen" corsair family, or be an independent captain who embraces the free-wheeling philosophy of the corsair.



[image: Board them!]While their true strength can be found at sea, corsairs can be just as capable at fighting on land as any other warrior.


 Playing a Corsair


Corsairs tend to dress more simply than other Freeborn, preferring practical trousers and a light tunic when they are working. Their flair for wealth tends to show through with jewellery worn at wrist and neck. Metal chains are especially popular with corsairs, as are pieces that appear exotic to Imperial eyes - especially those that have an exciting story attached to them.


Corsairs are not the only people who own ships in the Brass Coast by any stretch. However, the corsair character concept revolves around boats, sea-travel, and fighting. They cultivate "larger than life", flamboyant attitudes, often portraying themselves as swashbuckling adventurers. They share the traditional Freeborn distaste for personal boasting, but they take great pleasure in telling embellished stories of their escapades. The goal is to stress how exciting and dramatic their lives are, rather than how brilliant their personal accomplishments are. You may want to play your character as a little "wilder" than your fellows on the Brass Coast - enjoying the opportunities presented by "shore leave" to enjoy good food and drink and good company before returning to sea for extended periods of time cooped up on a ship in the middle of the ocean.


As a corsair, you should be aware of your luck and may want to adopt a few harmless superstitions about it. You may laugh off any suggestion that you take ideas of luck and fortune seriously, but as a sailor you are aware that random chance plays a large role in your survival and prosperity. You may engage in specific actions that you only half-believe will attract good luck or keep bad luck away.


If you own a fleet, you should consider making regular raids against the Grendel. You will earn a good living from such raids but it will also gain you valuable influence in the election for the Broken Shore Bounty, which is a seat on the Imperial Bourse that provides the rare material ilium. Many corsairs consider control of this resource to be especially prestigious, because of the triumphs needed to achieve it. 


It may be worth noting that the corsair is not a criminal archetype. By default, they raid the ships of the enemies of the Empire. They do not prey on the ships of their fellow Imperial nations, nor do they regularly attack the ships of neutral foreigners.
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 Description


One of the most powerful spells, voice for the dead empowers a departed person to speak to the living for a short time. It has obvious application when investigating serious crimes, but has even seen use as an interrogation tool on battlefields. The corpse subject to this spell can see, hear and speak and may have some limited ability to move its eyes or head, but that is all.


This spell does not work on corpses that have been dead for an extended period; the powerful ritual Whispers through the Black Gate is needed to communicate with a deceased character who has been dead for much longer than a few minutes


The spell has been the subject of a great deal of superstition and was once the subject of a failed attempt to interdict the spell by the Sevenfold Path. Defenders of the spell point out that there is no evidence that the spell interferes with the passage of a soul through the labyrinth; as far as anyone has been able to demonstrate it does not "summon" a departed spirit at all. Rather they claim that the magic temporarily strengthens the connection between the consciousness of the deceased and their dead flesh. Many magicians have agreed that using this spell is like speaking to a copy of the dead person, rather than to the dead person themselves.


While there have been countless experiments, magicians have been unable to gather any real information about what happens to someone after they die. The experience of actually dying often seems to be intensely personal, and there is little consistency. Dead people commonly mention experiences such as a sensation of falling into darkness; of seeing a bright light towards which they are drawn; of a slow fading of consciousness; or of a sudden sharp cessation of awareness. It certainly appears that awareness of the mortal world ends at the point of death.


This spell can also be cast on ghosts and other representatives of the undead creatures, even if they have been dead for longer than ten minutes. Some of these beings find communication with the living to be difficult and need additional magic to allow them to speak.



 Roleplaying a corpse


This spell is a good opportunity for a last interaction with friends or enemies. You are not compelled to answer questions nor to speak truthfully if you do not want to, any more than when you were alive. You have no awareness of anything that happened after the moment of your death - but remember that a dying or terminal character is aware of everything that occurs around them. You may certainly share what you believe is going to happen to your soul (assuming you think you have one), but this spell cannot be used to learn about the labyrinth, the howling abyss or any other sort of afterlife experience.


It is up to you, and your sense of drama and characterisation, as to whether you know you are dead or not.



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


You enable a corpse that is still being phys-repped to speak. The target must have died in the last 10 minutes.  This spell lasts five minutes.


You may also cast this spell on a ghost or other undead creature that otherwise lacks the ability to speak.



 Sample Spellcasting Vocals


		 (evoking the Door) You who stands at the gates of the Labyrinth, on the last threshold, wait. I call to you, I wear a crown of stars, and my voice is a summons. Pause for a moment on your final journey. We stand on opposite sides of the final gate, I reach out my hand, I command you. Speak!


		 (singing or chanting) You come and stand at every door  / But no one hears your silent tread / You knock and yet remain unseen / For you are dead, for you are dead / You need no sleep, you need no breath / You need no fruit, you need no bread / I ask for nothing for myself  / Take my last gift, voice for the dead.


		 (painting the appropriate Runes on the subject) With Hirmok's claw I catch you; you who are slipping away. With Gralm's hand I grasp your fraying skein. By mana and my will I bind you to this world a little longer. Fulfil your final duty; speak now at my request.


		 It is cold where you are now, it is dark. It is warm here by the fire, and there is hot wine. Speak to me, far traveller. Speak to me with the voice of the dead.





 Common Elements


		 Rune Magic: Irremais, the rune of wisdom, is often evoked with this spell, although some magicians might trace Hirmok, the rune of domination on the forehead of a corpse as the spell is cast. Some cautious magicians may scratch a warding rune such as Queros on the ground between themselves and a body to ensure nothing else returns with the summoned spirit ... Evoking Evrom when the spell is cast, and then Yoorn when the spell ends is seen by some mystics as a sensible way to ensure the dead consciousness does not linger.


		 Astronomancy: The constellation of the Door has a strong symbolic resonance with this spell.


		 Dramaturgy: The persona of the Witch is very appropriate to this spell, but a magician might also take on the role of the Doctor, especially in her aspect as a harbinger or agent of death. The Bishop, who deals with spiritual matters, is often a good fit for this spell, but a magician who takes a more commanding or authoritative mien may evoke the Prince. The instrument of the Lantern works well with this spell - either as a glowing beacon to call the target back for a short time, or as a dark lantern whose fire is visible only in "the underworld".  


		 Other traditions: This spell is usually a solemn business. Some Highborn carry a small bell to use with voice for the dead - it is believed that the sound of bells reminds the dead of their mortal lives. A Navarr tradition when using this spell is for the magician to cut or bite their thumb and use it to smear a little fresh blood on the lips or eyes of the target corpse - to literally share a little life with the dead. 


		 Realms: This spell is strongly associated with the realm of Winter, which deals with dark matters such as death, ghosts and spirits.
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Description


This powerful spell restores the physical vitality of a target, even one that is on the verge of death. It is equally effective at restoring a scribe who has taken a minor wound, or a hulking ogre who has been critically injured. There seems to be no limit to the ability of this spell to restore someone to full strength. The experience of being healed by magic is highly subjective; some patient describe it as a great burst of vitality that rushes through them like a flood; others as a slow trickle of sensation that begins at the magician's hands and spreads with growing speed throughout their bodies.


The power of this spell is indiscriminate; it cannot be used to partially heal someone (such as a prisoner). Further, it can heal almost anything animate, even things that might otherwise not be considered to be alive in the usual sense - it restores shambling husks and ushabti as efficiently as it restores a human or orc. On the other hand, it is unable to help things that are not animate - while a tree can be considered to be alive, the heal spell has no effect on it.


This is perhaps the most powerful source of emergency healing available in the Empire, but its abilities are strictly delineated. It will not help with a traumatic wound; someone may be fully healed but slowly dying from a ruptured spleen or fractured skull. It will not regenerate a crippled or ruined limb, nor combat poison, venom, curses, weakness or diseases. While magical methods of dealing with all these conditions exist, a magician who wishes to optimise their medicinal capabilities will need to learn additional spells such as restore limb and purify.


Magical healing requires the magician to focus their attention on the patient, and anything that disrupts that attention causes the spell to fail. More than any other regular spell, heal is likely to be cast in dangerous environments, and the magician must take care that neither they nor their target are in immediate danger of having to fight before they begin the spell. A single blow, regardless of who strikes it or is struck, can disrupt the spell forcing the magician to start again. Magicians who anticipate needing to heal allies caught in the middle of an engagement often make reparations to support repeatedly swift casting the spell - although it has a somewhat reduced effect from the regular casting. Others invest in specialist items or enchantments such as a Trollsweave Vest or the Hands of the Healer.


There are several magical items that can enhance or empower the heal spell. They range from simple tools such as Altruist's Recompense wand that lets a magician share in some of the healing they provide, all the way to objects of great power such as the Woundbinder or the Robe of Blood and Bone which can dramatically increase the number of times the spell can be cast in a day.



Casting


		 Type: Regular spell


		 Cost: 1 Personal mana




Effects


This spell completely restores all lost hits to a living target. It does not affect a limb that has been affected by a CLEAVE or IMPALE call.



Swift casting


		 The heal spell can be swift cast for 2 mana




When swift cast, the heal spell restores only 3 hits to the target rather than restoring all their hits



Sample Vocals


The following are sample vocals you can use to cast this spell if you don't want to make up your own.



		 (touching the target with a blade) "The day is not done, it is not time to sleep / I charge you to awake, your courage revealed / Arise this moment, your battle oaths to keep / Stand now, and step forth for you are healed!"


		 (evoking Rhyv) "You are wounded, and your blood has been spilled on the ground, but the well of life is bottomless. Blood calls to blood, my blood to yours, both of us bound by the ebb and flow of the eternal sea. Let me share my strength with you, it is like the ocean, let it flow into you. It leaves me undiminished, and fills you with life, healing your wounds."


		 (sprinkling water) "Things heal. What is broken shall be mended. What is weak shall be made strong. Things now apart will come together and be made one. Drink now from the celestial chalice, drink deeply from the cup of the heavens and behold! You are healed!"


		 "Life calls to life; I tell you now to let the life flow into and through you, to wash away your pains; your wounds are stripped away before the torrent of life, which always finds a way. My power fills you, in every corner of your being, filling you with life and raising you up. Live, stand, be healed!"




Common Elements


		 Rune Magic: The rune of Blood, Rhyv, is usually invoked with healing magic and this spell is no exception. In some places, Rhyv is synonymous with healers - the Anvil Hospital bears the rune on its banners, for example. On a battlefield Verys or Tykonus, might be used especially when healing a soldier who needs the strength to return to the fray.


		 Astronomancy: An astronomancer is likely to invoke the Chalice to heal someone, and may even carry an actual cup or water skin marked with the six stars of the constellation to use with this spell.


		 Dramaturgy: The persona of the Witch is considered a good fit for healing magic, but the Bishop is also a reasonable choice - she restores and strengthens the spirit and the body alike. In a similar way, the boundless enthusiasm of the Mountebank can be harnessed in a way that trivialises the patient's wounds and fills them with the energy. When time is of the essence, the instrument of the Blade is evoked - there is rarely much shortage of physical blades on a battlefield; when the magician has more time, the throne of the Library is evoked with soothing words and images. Surprisingly, the Doctor is rarely used with this spell; its primal nature is seen as being at odds with the cool rationality of that persona which is more suited to cutting out infection. 


		 Other traditions: All traditions see value in using water or water imagery with this spell, to cleanse a wound or as a damp cloth applied to the patient. Fire is also a primal healing image, sometimes drawing on the symbolism of cauterising a wound. The herb True Vervain, even for a magical healer, has strong associations with healing and restoring strength.


		 Realms: The obvious correlation of this spell is with the Spring realm. It fills a target from a bottomless reservoir of vitality and life. It also possesses resonance with the realm of Summer, however - it imbues the target with the strength to keep fighting, allowing them to shrug off even potentially fatal blows and return to the battle or escape their enemies. A few magicians, especially Varushkan spellcasters, consider the spell to have connections with Winter, preserving the target and delaying their inevitable demise for a short time.


		 Further Reading: If you plan to make extensive use of this spell, you may want to read over Healing in Empire, a short article about medicine in the Empire world.








Retrieved from "https://www.profounddecisions.co.uk/mediawiki-public/index.php?title=Heal&oldid=61382"

	    
	  

        


Operate_portal

		
			Spells

		Rules




	      
	  
	    
            
              Operate portal 


	      	      		Empire/

 		The Game/

 		Rules/

 Operate portal


	                  


	  


  
	  
	    Contents




		1 Description


		2 Casting


		3 Effects


		4 Sample Vocals


		5 Common Elements






 Description


This simple spell is one of the first one that a magician learns to cast. Every magician is able to use it; along with create bond and detect magic, it represents a shared suite of powers common to everyone who works magic. Learning to operate magical portals teaches a magician how to locate and navigate the magical areas known as regio. Perhaps more importantly, it teaches a magician to tap into and draw on reserves of power outside of their own personal mana. Without this knowledge, they would find it difficult to learn more powerful spells, or use crystal mana.


Perhaps the most important use of this spell for Imperial magicians is to gain access the Hall of Worlds where the Imperial Conclave meets. In some quarters, mastery of this spell is seen as a prerequisite for membership in the Empire's powerful magical order. As such it is generally the last of the three "cantrips" taught to an aspiring magician. Once a magician has opened the portal in the Anvil regio once, they can continue to do so for several days without needing to expend further personal mana - but they still need to cast the spell each time they enter or leave the Hall of Worlds (meaning, for example, that a magician cannot use the portal while wearing armour).


The biggest limitations on this spell is that it only allows the magician who casts it to pass through a portal, and only in one direction. There are exceptions, of course. The Academy for example takes advantage of their apprentice training to allow a single magician to take an entire group of young students to the Hall of Worlds, while certain portals might specifically open "wide" enough to admit multiple travellers with just a single casting of the spell. A ritualist versed in the lore of Autumn might perform the Ambassadorial Gatekeeper to allow a group of mundane allies to travel through a portal.


Wise magicians ensure they have the resources to re-open a portal they have passed through, or they risk being trapped in a potentially dangerous environment. Even these careful precautions cannot help if a portal has been sealed by a powerful effect such as Pakaanan's Iron Shutters - a sensible magician learns as much as possible about their destination before passing through a portal.


The spell plays an important role in communication with eternals, allowing them to send a presence through to the regio. Eternals cannot enter the mortal realm, but with the assistance of a magician using this spell, an eternal that is present near the regio during the casting can draw closer to the mortal realm. When this happens there is likely to be some physical manifestation, unusual lights or noises, that indicate the presence of the being. It is then possible for the magician to engage in limited communication and even exchange items with the eternal.


This communication becomes much more difficult if the eternal in question has the enmity of the Imperial Conclave. Where this is the case, ritual magic is required to use a regio in this fashion.


None of these limitation apply when the spell is used to access the power of the Sentinel Gate.  Using the Sentinel Gate is also one of the few circumstances where this spell will allow a magician to open an actual gateway that allows their companions to travel without needing their own magical abilities, and doing so ensures a return journey can be made. Being able to perform the operate portal spell also allows an Imperial magician to perform the minor cantrip that lets them calculate how long a conjunction they have used will last - this power is so minor it does not even require any personal mana.


Beyond Anvil, portals are uncommon, but this spell has a strong symbolic resonance. With it, a magician can visit a chamber under their own power - and perhaps more importantly, they can leave the same way. When people who are not magicians enter one of these magical places, they often find themselves unable to leave without the assistance of one of the denizens - assistance that invariably comes at a steep price.



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


This flexible spell can be used to perform a number of separate tasks, but only one may be used each time the spell is cast.



		 Traverse Regio. You may open a portal to another location, provided a portal exists.
		 There is also a portal in the Anvil regio that leads to the Hall of Worlds. A magician wishing to use this portal pays the standard cost of one mana the first time they use it in a weekend; for the rest of the event they may then cast it without needing to spend additional mana.







		 Invite Eternal. You may open a regio to allow a named eternal of that realm to send a presence through. This use of the spell will only work if a prior arrangement with that eternal already exists.


		 Trace Passage.You can determine where a portal was last opened to go to. This will tell you the last place the Sentinel Gate opened to, or gives basic details of the chamber on the other side of a portal in a regio.


		 Operate Sentinel Gate.The spell is also used to open the Sentinel Gate, the powerful teleportation portal that stands in Anvil.
		 If you have passed through the Sentinel Gate, you can perform a simple cantrip in a few seconds that will tell you how long before the conjunction ends - that is, how long you have to get back to Anvil safely. This does not require any personal mana.










 Sample Vocals


The following are sample vocals you can use to cast this spell if you don't want to make up your own.



		 (evoking the Door) "I stand on the brink between here and there, in the eternal moment of the now straddled between what was and what is to come. The door is open, I have only to take the step and I will pass through the portal and be transformed."


		 (tracing runes in each of the cardinal directions) "Four roads meet and merge becoming one road down which I shall pass. I am at the junction of chance and destiny, and I choose to find my path and walk my skein." 


		 (effecting a haughty demeanour) "Open, portal! I am one who cannot be stayed by door or gate, who travels without fear and whose passage shall not be hindered. Open, portal! I am crowned by circumstance, and all the world is my demesne. Open, portal! My will is to travel and I will not be gainsaid."


		 (divining the destination of a portal) "Attend, wind, I seek your counsel. I offer the gift of my breath as I speak these words. I see a door that is not a door, between one place and another. Speak to me, wind. You travel where you will - tell me what lies on the other side of this gate."


		 I stand at this place, this magic gate, and reach beyond this world / Let magic connect these realms together, this portal now unfurled.





 Common Elements


		 Rune Magic: The rarely used runes Gralm and Ull are often associated with this spell due to their mundane associations with roads and travel. Likewise, runes  Sular may be evoked for its associations with travel and exploration. Some magicians prefer to evoke Hirmok to demand that a portal open before them, or even Feresh, the rune of majesty, to exercise authority over the target portal.


		 Astronomancy: The Door, unsurprisingly, has a deep resonance with this spell given its associations of travel and transportation. Likewise, the Key is appropriate to casting this spell, especially when entering an unexplored chamber for the first time. When the spell is cast to operate the Sentinel Gate, some magicians will call on the Wanderer which surmounts the physical archway although doing so is seen as reckless by some astronomancers.


		 Dramaturgy: The persona of the Witch works well with this spell, which deals with mysterious forces and hidden destinations. Where the Witch may focus on the magical element of opening a portal, the Prince often demands passage authoritatively, or takes on the mantle of a diplomat or emissary to evoke images of free passage and distant travel. The instruments of the Blade (especially when wielded by a magician taking the role of the Captain) and the Lantern are often used in conjunction with operate portal - the former to cut or pry open a portal, the latter to light one's way through the unknown. 


		 Other traditions: Any imagery to do with travel or finding a way can help with this spell - Urizen magicians in particular like to use lenses or navigational tools when they operate a portal, using them to quickly analyse a portal for the best way to open it. More mystical traditions may offer a libation of wine, water, spit or blood when opening a portal. In a similar fashion, some Freeborn magicians cast aside the lowest denomination coin they are carrying as a payment. Collecting such a coin back up again is considered to bring bad luck on anyone who does so.


		 Realms: The ability to open a portal is closely connected with the realm of Autumn (travel, the connection between places). Some magicians consider the realm of Night to have correspondence with this spell, especially when used to gain illicit access to a chamber or to 'trick" a portal into opening in the face of assumed authority.
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 Overview


The Anvil Hospital and Imperial School of Imperial Medicine is an Imperial sodality dedicated to the protection and promotion of the healing arts. 


The School produces a memorandum twice a year that includes updates and news items on what is happening in the medical community within the Empire, articles on various medical matters and so on. This pamphlet can be picked up for just a few rings. In addition, the School runs frequent medical lectures. There is a small charge for entrance to these lectures for non-members and for lecture materials (provided by the lecturer), a portion of this fee going to the School and the rest to the lecturer themselves.


The School collates and prints the Guide to Medicine. This bound volume is the authoritative edition of all things medical within the Empire, and covers every herb, potion, recipe, healing ritual and wound in the game, together with details on various and specific threats, how to deal with traumatic wounds, and so on. Copies can be purchased directly from the Hospital. The School also publishes, and will help publish, other texts, treatise, and other materials relevant to medicine and medical treatment at Anvil and the wider Empire.


The sodality also has its own dedicated website which contains an overview of how the venture works, a comprehensive library of IC texts, and an online database of all things medical in Empire.



[image: MG6921.jpg]An Orc receiving treatment.


 The Imperial School of Medicine


The Imperial School of Medicine is the administrative body of the venture. The school has several functions which include running the Hospital, protecting the interests of the profession, promoting training in the healing arts with the Academy, presenting regular lectures, making representations to the Senate where necessary and operating a herb bank which allows members to trade herbs at preferential rates.


This School of Medicine is open to all citizens of the Empire and has a membership fee which goes toward the running of the institution. In return a member receives a number of benefits, details of which can be found in the Members section of our website.



 The Anvil Hospital


The Anvil Hospital (field hospital) is the business end of the institution. It is funded, run and administrated by the School of Medicine and provides healing to the citizens of the Empire, and especially to those soldiers returning from the battlefield who are in need of treatment.
The Hospital has a permanent home by the Sentinel Gate and is marked by a flag bearing the Hospital symbol; the blood rune Rhyv on a white background.



[image: MG0985.jpg]The Hospital in play.


Any medic of skill and dedication is welcome to come and help out in the Hospital, and those who work there give their services freely.
You do not have to be a member of the School of Medicine to benefit from or work within the Hospital, and whilst the Hospital is glad to receive donations of people's time, money, or herbs, it does not charge for its services; all citizens of the Empire are entitled to receive free healing.



 History


The Anvil Hospital was created in the chaotic years following Britta's death in 376. Concerned citizens of the Empire banded together to create the institution and it quickly grew from there.


Following a vote from the Senate during the Spring Equinox of 377YE the School of Medicine was awarded a one-off lump sum of money. This was used to upgrade members’ herbs gardens, providing a permanent source of herbs for the Anvil Hospital. Although the disbursement by the Senate provided the Hospital with Imperial recognition, it does not affect its independent status - the Hospital and the School are not subject to the Imperial Senate or the civil service.



 In Play


[image: CM-140525-7351.jpg]The Hospital banner


The Anvil Field Hospital operates from a tent which is permanently sited next to the Sentinel Gate. Anyone seeking the Imperial School of Medicine or the Hospital is best advised to go there first.


To ensure broad support from across the Empire, the sodality is managed by a board, comprised of one representative from each of the ten nations. The School of Medicine does not elect or appoint the board members; a representative is chosen by the medics of each nation by whatever means they deem fit. The board decide on the day to day running of the School and the Anvil Hospital, vote on changes and dictate direction. Any citizen of the Empire may request a matter be brought before the board by speaking with their national representative.


In addition to the board, the Hospital is served by the three non-executive positions, a bursar, chancellor, and librarian. These positions can only advise the board. They have no voting rights, they exist to ensure continuity as the board members change, and to handle the background administration and costs of the venture.
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 Overview


A magician is any character that purchases the magician skill. Becoming a magician allows a character to cast spells, and with additional study they can master the realm lores that allow them to perform powerful and versatile rituals. Like artistic ability, command of magic is both a talent and a skill - some people are born with a natural knack for working magic, while others develop their ability to weave spells through hard work and long hours of study. Even a natural talent needs help channelling and honing their power, however - there are many stories of prodigies who lack the ability to control their magic properly causing minor magical mishaps.


In the Empire it is common for a magician to learn their art studying with a more experienced mentor. It is theoretically possible to be "self taught" however - there are libraries and tomes that lay out magical law in all the nations.


Every magician, no matter where in the world they originate, learns three common spells (sometimes called cantrips in the Empire): detect magic, operate portal and create bond. These versatile utility spells allow a magician to perform a number of functions, and serve as the foundation for all other magical ability. These spells are only the beginning however - with additional study a magician can master more incantations that allow them to channel their personal magic to heal their allies, repel their foes and even grant the recently departed the ability to speak to the living.


In addition, every magician knows how to wield wands and rods. These implements are to the magician what swords and axes are to the warrior, or medicines and bandages to the physick. Their main use is to channel and unleash martial incantations, but even the most peaceful magician can benefit from bonding a magical implement to enhance their ability to work magic.


Finally, some magicians focus their magical study towards battlefield applications. These brave individuals are called battle mages and they learn to channel their power through staffs and attune themselves to special armour designed specifically to protect magicians while leaving them free to perform magic. This last is especially valuable to magicians who go into dangerous situations; mundane armour prevents the casting of even the simplest spell.



 Spellcasting


		Every magician starts with four personal mana every day


		You must expend personal mana or crystallized mana to cast a spell


		You cannot cast spells while wearing armour


		All spells require vocals clearly audible to everyone within a few metres





Any character that purchases the magician skill has four personal mana and is able to cast create bond, detect magic or operate portal. Each time a character purchases an extra spell they must choose one additional spell from the spellcasting list.


Your character may also use crystallized mana to cast spells; a single crystal can be used to cast any single spell. 


Your personal mana replenishes overnight.


All spell vocals require appropriate roleplaying which must include spell vocals in a clear voice audible to everyone within a few metres of you. All spells are one of two types, regular spells or offensive spells.




		Regular Spells		Mana Cost


		Create bond		1


		Detect magic		1


		Operate portal		1


		Heal		1


		Mend		1


		Night pouch		1


		Purify		1


		Restore limb		1


		Voice for the dead		1





 Regular Spells


		Require at least thirty seconds of appropriate roleplaying


		You must be capable of touching the target with the casting hand throughout the casting of the spell


		The spell fails if you or your target are hit or attack another character during spellcasting


		You can choose to swift cast a regular spell





To cast a regular spell you must complete at least thirty seconds of appropriate roleplaying including spell vocals, and the use of one hand. These requirements do not mean you must chant or speak for the entire thirty seconds; you must include some vocal component but your appropriate roleplaying can also involve tracing magical signs or runes in the air, using props such as scrolls or powders, shaping magic with mystical passes and the like.


You must be able to touch the target with your casting hand throughout the casting of the spell. Even if you do not touch the target you must be close enough to easily do so - you cannot cast a regular spell on a target who is only close enough to touch with an implement (but see swift casting below).


If you or your target attacks another character or either of you are hit then the spell fails. Your mana is not lost but you must begin the spell again.



 Swift casting


		 Any regular spell can be cast with a few words of appropriate roleplaying instead of thirty seconds


		 Swift casting a spell costs 2 mana rather than 1


		 The effects of some spells change when they are swift cast


		 If you are in combat, you must touch your target with an implement - a wand, rod or staff





Any magician who knows a regular spell can choose to swift cast it. Swift casting effectively allows the regular spell to be cast as if it were an offensive spell, but at the cost of an additional mana.


Some spells such as purify and heal have different effects when swift cast. You must make clear to the target what the effect is.


Magic items, rituals, and similar abilities do not provide the ability to swift cast a spell unless they explicitly say they do. For example, a wand may say that it allows you to cast or swift cast the purify spell, or a rod might allow you to swift cast the heal spell as if you knew it. An item that allows you to cast a spell as if you knew it without spending mana never allows you to change how it is cast.



 Offensive Spells



		Offensive Spells		Mana Cost


		Empower		1


		Entangle		1


		Paralysis		2


		Repel		1


		Shatter		2


		Venom		1


		Weakness		1





		Require a few words of appropriate roleplaying


		Require you to hit the target with an implement, a wand, rod or staff





To cast an offensive spell you must utter a few words of appropriate roleplaying including spell vocals while you strike or touch your target with a wand, rod or staff. You cannot cast an offensive spell without using a suitable implement.


If you deliver an offensive melee strike to touch the target with your implement then the target also loses one global hit. You should always assume that your opponent has wounded you in this way unless their roleplaying clearly indicates otherwise.


Offensive spells are not interrupted or lost if you are attacked. For spells other than venom or weakness you do not lose the mana if it is clear that the target has not taken the effect.



 Further Reading


		 Spellcasting


		 Rituals
		 Formulaic Rituals


		 Spontaneous Magic


		 Battlefield Rituals


		 Enchantments


		 Curses


		 Ilium


		 Ritual Theory







		 Magic Items


		 Herbs & Potions


		 Cosmology
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Overview


Rituals are powerful magical spells that magicans can learn to perform by buying lore in one or more of the six realms. There are many more rituals than spells and most are much more powerful but they take longer to perform and can only be cast using crystal mana.


Some powerful rituals are too difficult for any one magician to perform alone. Magicians usually form covens to allow them to combine their skills to perform the most potent rituals.



Basic Rules


		Every ritual draws on one of the six realms


		Every ritual has a cost in crystalized mana to perform the ritual


		A ritualist may only expend mana up to their level of skill


		Crystalized mana expended by a character who has mastered the ritual counts double


		 The regio at Anvil allows magicians to increase their effective skill to allow them to perform more powerful rituals




There are six magical realms, which the Empire call Day, Night, Spring, Summer, Autumn and Winter. Every ritual draws its power from just one of these six realms. You must have a rank of the appropriate Realm lore to attempt a ritual of that realm.
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All rituals require crystalized mana (from a mana site) to cast, they are too powerful to perform with personal mana. The magnitude of the ritual is the amount of crystal mana needed to perform it. The amount of crystalized mana that each ritualist can expend is limited by their level of skill with the appropriate realm lore. 


Magicians can master a handful of formulaic rituals. Crystalized mana used by a character that has mastered the ritual counts double. Magicians may choose to master formulaic rituals when they purchase realm lore skills or the  extra ritual skill.


E.g. A magician is performing the ritual, the Ascetic Star of Atun, a magnitude 6 Day ritual. The ritualist has three levels of skill in day lore, allowing them to contribute three points of crystalized mana, however the caster has mastered the ritual, doubling their effective mana. This allows them to achieve the 6 points required for the ritual.


A regio is an area with a magical aura. Most regios are keyed to one of the realms and some are powerful enough that they that make it easier for ritualists to perform rituals of that realm while inside it. There is a powerful permanent regio of all six realms at Anvil that allows each magicians contributing to the ritual to gain an additional effective rank of the appropriate Realm lore skill, subject to the normal rules for effective skill.


For example, A coven of three characters each with one rank of Summer lore use the anvil regio. They each act as if their Summer lore were rank 2 and can contribute 2 crystal mana to the ritual. A fourth member of their coven who has no ranks in Summer still cannot contribute to the ritual.




		Ritual Summaries


		Spring rituals


		Summer rituals


		Autumn rituals


		Winter rituals


		Day rituals


		Night rituals





Realms


		Every ritual is keyed to a single realm




All the rituals in Imperial lore are keyed to a single realm. You can only attempt to cast that ritual if you have sufficient skill with that realm lore. Some ritual effects can be duplicated by clever use of the magic of another realm, but there is usually a steep cost to do this. Each realm has its own strengths and weaknesses and most formulaic rituals have been formulated using the best realm to produce that effect.


Each realm has a summary of the rituals associated with it, stating the name, basic effect and magnitude. These summaries are linked on the right. There is also a simple but complete list of every ritual that is part of Imperial lore available.
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Performing a Ritual


		Rituals require several minutes of appropriate roleplaying; it should be obvious to everyone nearby that you are performing a ritual


		You cannot perform rituals while wearing armour


		If possible, you should get a ref before performing your ritual




Rituals require several minutes of appropriate roleplaying. Imperial magicians use a number of different sources, symbols, methods and theories when designing their rituals. The most common magical techniques are; Rune magic, Dramaturgy, Astronomancy and the Music of the spheres. These represent bodies of magical lore and theory that can be used to add depth and significance to all magic, and have special resonance for ritual magic. In addition, the description of each ritual includes a Common Elements section that can be used as a starting point for developing the roleplaying required to perform a ritual.


It should be obvious to everyone nearby that you are performing a ritual. While it is possible to conceal precisely what your ritual is intended to achieve, it is against the spirit of ritual magic to intentionally perform a ritual that appears to have an opposite effect. For example, performing a ritual that looks as if it is intended to heal someone that is actually intended to destroy one of their magic items is inappropriate.


We do not mark your performance in a ritual, but we do log every ritual, so that we can record and apply the effects. You should try and get a ref before you perform a ritual if possible, so that they can log the ritual.



Formulaic Rituals


		Ritualists can perform any formulaic ritual if they have the ranks to do so




The Imperial Conclave has helped to spread the knowledge of countless different magical rituals across the Empire. This list of formulaic rituals is referred to as the Imperial lore. Any Imperial magician can perform a formulaic ritual that is in Imperial lore if they have sufficient ranks in the appropriate realm. In addition a ritualist may choose to master a number of formulaic rituals - this makes those rituals much easier and cheaper to cast.



Spontaneous Magic


		Ritualists can attempt to create spontaneous magical effects




It is possible to create a magical effect at an event that is not part of the existing library of known Imperial rituals. Spontaneous magic is expensive and takes much longer to prepare than an equivalent formulaic ritual.



Battlefield rituals


		Battlefield rituals can be cast on the battlefield without a referee present




Many rituals do not require a referee to cast on the battlefield. This is a special exception which exists for a subset of rituals to make it as easy as possible for magicians to perform their rituals on battlefield without needing to find a referee first. Only a battlefield ritual can be performed in this way and you must follow the additional rules when casting without a referee present.



[image: Blood Red Regio.jpg]


Covens


		A coven of ritualists can combine their skills to perform a ritual together




A ritualist can always perform a ritual by themselves. Most ritualists are also part of a coven, a mystical union that extends the hearth magic of oaths to allow participants to combine their strength. 


Members of a coven can work together to perform a ritual with each participant contributing mana to a ritual up to the normal limit of their ability.



Mastery


It is not uncommon for some members of a coven to have mastered an Imperial formulaic ritual while others have not. In this case only the mana contributed to the ritual by the magicians who have mastered the ritual is doubled.



Contributors


Some rituals refer to contributors. A contributor is a character who is a member of the coven performing the ritual, has at least one rank of the realm lore used by that ritual, and participates in the performance.


A character can never contribute to a ritual if they have not spent experience points on the appropriate ritual lore skill.



Imperial Lore


Imperial lore is a library of known rituals that is shared by all Imperial magicians. Even where an Imperial citizen has not mastered a ritual that is part of Imperial lore, they can still try to perform it - whereas new effects that are not part of Imperial lore require the creation of an arcane projection or access to a ritual text. The Imperial Conclave has the ability to add new rituals to this body of knowledge through the declaration of Imperial lore.



Further Reading


		 Spellcasting


		 Rituals
		 Formulaic Rituals


		 Spontaneous Magic


		 Battlefield Rituals


		 Enchantments


		 Curses


		 Ilium


		 Ritual Theory






		 Magic Items


		 Herbs & Potions


		 Cosmology




This selection of articles can be downloaded as a PDF book (or as html only)
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 Description


This simple spell is one of the first that a magician learns to cast. Every magician is able to cast it; along with operate portal and detect magic, it represents a shared suite of powers common to everyone who works magic. Being able to forge magical bonds is a key part of learning to cast spells and especially to perform rituals. Where detect magic teaches an apprentice magician to perceive magical energies, this spell teaches them the fine control needed to cast other, more complex, spells. 


The ability to create bonds is a vital tool both for joining a coven and unlocking the abilities of magical items. Other than potions and herbs, most magical items can only be used if the user is bonded to them. By creating a bond, the magician attunes an individual to the magical properties of the item. A human or orc can have only a limited number of items bonded to them at one time. Many magicians speak of these limitations in terms of chakra, visualising them as magical nodes from which bonds can be created that link with any of a broad class of magical items. While the three object chakra are the most commonly understood, magical scholars also recognise several additional chakra including those that allow a person to be bound to other people as part of a magical group such as a coven, sect or banner.


Magicians often talk about bonds as if they are literal threads of magical energy connecting things together. While many visualise them in these terms, it is a little misleading - the bond does not literally extend as a line of magic between a person and their sword, for example. It is not possible to track an item one is bonded to. Rather, the bond could be thought of as an attunement between two things - a unique mark that both share that signifies a profound connection.


Bonds do not break naturally, but mastery of this spell allows a magician to actively sever an existing bond. A magician will quickly become aware if they are attempting to create a bond where one already exists, before they expend any personal mana. If a magician wishes to "over write" an existing bond, they first need to destroy the existing connection which requires a separate casting of the spell.


It is worth noting that an artificer also has the ability to bond characters and magical items, but their abilities are quite limited in that they can only bond items they know how to make, and they can neither break a bond, nor bond people to each other to form groups.


There are a number of things that can interfere with or assist a magician in creating a bond. For example, an effect might conceal a bond or make it difficult to break without ritual magic. There are also several ways to divine information about or using bonds - for example, the ritual Ties that Bind  is a valuable investigative tool that can uncover all sorts of information about the bonds and bonded items of a particular person. A magician who wants to enhance their ability to create and break bonds might invest in a Scrivener's Seal, a magical wand that allows the create bond spell to be performed twice a day without depleting personal mana.



 Casting


		 Type: Regular spell


		 Cost: 1 Personal mana





 Effects


This flexible spell can be used to perform a number of separate tasks, but only one may be used each time the spell is cast. Each of these uses requires the assistance of a referee.



		 Create a bond. You may bond a willing character to a suitable item or group. You must be close enough to touch both character and item. 
		 You can also use this spell to bond a character to a band (a coven, banner or sect).


		 Bands and items such as magical standards, ritual paraphernalia and reliquaries can be bonded to a band. A single use of this spell can bond a band to an item, provided that a willing member of the band is present throughout.







		 Break a bond. You can break an existing bond between a character and an item as long as one or the other is present. If the owner of a bond is present they must be willing - even if the item is the target, the bond will not break if the character on the other end is present and does not consent.
		 You can break a bond between a character and a group as long as the character is present.










 Sample Vocals


The following are sample vocals you can use to cast this spell if you don't want to make up your own.



		 (touching a character and a sword) "I am the bridge between this and this, I am the path and when I am done you will remember this moment of connection, no matter how great the distance between you. This sword belongs to you, and you to it. You are bound together by memory of this moment."


		 (cutting a character's thumb) "Blood is blood, it is your life, your name echoes in every drop, it marks what it touches, it marks it as yours."(presses thumb against item to be bonded) "With this mark, you are bonded."


		 (evoking the chain') "Things hold together. Five stars and five fingers, weaving five threads together to make a binding, this to this. Take hold of this and choose to be bound, not to slavery but to a greater cause."


		 (tracing runes on the targets) "The seed grows to a sapling, winding roots in the earth and branches in the air, catching at the wind. The wave ripples in the water, binding and spinning the skein to link these two together until the end comes."


		 (receiving a coin from the target) "There is power in payment, here in the counting house. This coin is small but in time could move an Empire. So I weave a tiny thread, that in time can bind destiny and shape fate. You spend your coin to buy my skill, and I tie your fortunes together."





 Common Elements


		 Rune Magic: Evrom and Yoorn are good choices for initiating or destroying a bond, respectively. Some traditions suggest that it is good luck to mark a young person with the rune of beginning the very first time they are bonded to a band. Any of the Autumn runes can be evoked when creating a bond, but especially Hirmok to signify ownership or Queros when creating a connection to a band. When using runes to create a bond, it is common to mark both targets with that rune as part of the casting; when breaking a bond, the rune is symbolically washed away or rubbed out.


		 Astronomancy: The Chain is suitable to any use of this spell whether  forming or breaking a bond. Likewise the Web represents connection, and is especially appropriate when renewing a bond that has existed previously. The Three Sisters are effective when bonding people together, but some astronomancers prefer to avoid using this constellation due to the omens of sorrow and loss that surround it; these magicians suggest that the Chalice, with its imagery of things coming together or separating, is much more apposite. In each case, the astronomancer often uses the constellation to represent the bond itself rather than the magical process of creating the bond.


		 Dramaturgy: The Prince has a strong resonance with bonding magic, representing ideas such as unlocking or claiming power, swearing oaths to a group, or demonstrating authority. Other personae might come in to play depending on the nature of the bond being created - using the Bishop to bond someone to a sect, for example, or the Captain to bond a yeoman to a weapon. The Coin is a strong instrument to use when either creating or breaking a bond - some magicians incorporate the payment of a ring into the casting of the spell. Likewise, any League dramaturgist can see the value of using imagery associated with the Ring when creating a bond to a group. Evoking the images of the Counting House is also very appropriate when casting this spell - some dramatists prefer to perform it while seated at a table across which payment and the item to be bonded or unbonded are passed.


		 Other traditions: A little water from the same container sprinkled on both targets, or a little blood from a character, both help reinforce the idea of bonding two things together. Paragons or totem animals associated with Loyalty or Prosperity might also be appropriate.


		 Realms: Creating a bond is unequivocally tied to the Autumn realm, with its themes of connection and ownership. Breaking a bond has obvious correspondence to the realm of Winter.
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The founding


Seven centuries ago, the Highborn arrived on the Bay of Catazar. Seventeen great vessels carrying pure souls crossed the sea from the south looking for new lands. They left behind a land and people slowly being consumed by corruption and darkness. They were steered by the legendary Navigators, a pair of visionary twins named Atuman and Atun who were later acknowledged as an Exemplar of Ambition and a Paragon of Wisdom respectively.


Upon landing, Atuman founded the city of Pharos at the mouth of the river Couros. Atun – following a vision of her own – took only the flagship, bade her brother farewell and set sail, never to be seen again.


The navigators of the first vessels formed a council of patricians to advise Atuman the Navigator. After his death his eldest daughter, Acenath, took the title of navigator and ruled in his place while the patricians also named heirs from amongst their offspring. The council ruled wisely for many years but as the generations passed the navigator and the patricians became more obsessed with preserving their power and their bloodlines and degenerated into self-interest and corruption.


During this time, trade with the Navarr introduced the Highborn to vinum, a herb which was used medicinally and recreationally. However, the Scions of Atun, a group of ascetics and mystics, discovered a process of refining into a substance called liao. They used liao to experience visions, and in other ceremonies, that revealed the Labyrinth of Ages. This enlightenment, about the immortal nature of the human spirit and the power of virtue, sparked a period of time now referred to as the Revelation.


The Revelation stirred a spiritual yearning within the people and swept across the land, awakening many to a new and profound understanding of life. This awakening was further fuelled by widespread disillusionment with the venal ways of the patricians. The Scions and other groups born of the Revelation left Pharos, sicked by the corruption that riddled the city. Along the borders of the nation they built their own communities, called chapters, each dedicated to teaching a profound way of living inspired by the Revelation and guarding against corruption.


As the chapters grew, the patricians became jealous of their influence and passed laws to try to control them. Things came to a head in the time of the Navigator Permion, who later generations would call the Lawmaker – a Navigator who strove to serve the people rather than his own interest. Permion sought to reach out to the leaders of the chapters, starting with the most influential, Lepidus of the Seven Stars. Lepidus is now acknowledged as a Paragon of Pride. He taught Permion about the greatness of the Highborn, what they had been and could be again, and helped him find the will to oppose the wickedness of the patricians.



[image: Highguard.jpg]


Permion the Lawmaker's judgements and actions brought the patricians into conflict with him and also with each other. Rather than allow the nation to fall into anarchy, Permion declared martial law and dissolved the Patrician Council. In its place, he invited the chapters to form an Assembly of the Virtuous to advise him.


The response of the Patrician Council was swift and bloody, and a bitter civil war ensued. Permion was assassinated, along with his wife and three of his four children. Various patricians tried to claim the title of navigator and the city of Pharos was burned to the ground by rival armies. Eventually the Assembly was forced to act. After mobilizing the military strength of the chapterhouses it crushed the remaining patrician forces and assumed the governance of the nation. Today, the Lawmaker is recognised as an influential Exemplar of Courage.


The Assembly of the Virtuous elected to turn the ruins of Pharos into the Necropolis, a great mausoleum to house the bodies of all those slain in the war. They also ordered the construction of Bastion, a new city which would serve as a civic and religious centre for the Highborn thereafter and vowed that no Highborn would ever war with other Highborn again.



The horses of Highguard


The Highborn fleet carried with them a great herd of horses. These legendary beasts embodied noble virtues of loyalty, strength and dignity. Mounted on their mighty warhorses, the Highborn were unbeaten in battle and the creatures became the iconic symbol of the nation, reflecting the martial spirit of the people. The venal ways of the patricians caused the herds to dwindle until none remained and since the dawn of the Empire they have passed into legend. Highborn parents tell their children the tale of the loss of their horses to teach them never to take blessings for granted.



The First Empress


The First Empress was Highborn, and the last to ride a legendary Highborn steed. After taking liao, she revealed that all human souls are re-incarnated on the same wheel, regardless of whether they were Highborn. Therefore, to preserve the future of Highguard and enlighten all worthy human souls, it was essential to unite all of humanity under a single banner, such that Highborn reborn elsewhere would still come to know their heritage and the Way of Virtue. From Highborn faith, the Empire came into being, changing the face of the world forever.



Highborn on the Throne


Aside from the First Empress, two other Highborn have sat on the Imperial Throne. 


Empress Aenea was appointed in 103YE, and instituted a wide-scaled program of public works. Among other things, her reign saw the creation of the Lyceum - the Empire's premier college of magic; the creation of many roads and highways still in use today; the construction of several fortifications; and a general overhauling and refinement of the Bourse, the Senate, and Imperial law. Her reign is also marked by conflict - she had little interest in foreign affairs, being focused entirely on building and strengthening the Empire.


Emperor Barabbas took the throne in 180YE, and like his predecessor he focused on strengthening and expanding the Empire. Unlike Aenea, whose interests were very much in the land and its structures, he was fascinated by the sea. An ambitious and charismatic man, he had a vision of an Empire that dominated the entire Bay of Catazar. He is best known today for the manner of his death - lost at sea during a terrible storm along with the great armada he had nearly bankrupted the Empire to create. While modern historians are not kind to Barabbas, the Highborn are often quick to point out that his reign was also a time of great Imperial Ambition and a period of expansion and improved emphasis on securing diplomatic relations with foreign powers.
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Archivists


Highguard looks to the past to understand the present and predict the future. Its scholars, priests and wizards thirst for tomes and artefacts that reflect on the Empire. There is a roaring trade in books, scrolls and tablets, the more obscure the better. While relics of the holy prophets or antique magical articles are valuable in and of themselves, high prices are also paid for tangible evidence of past life experiences.


Archivists collect the histories of Highguard, and of the Empire. They see history as a story that exists not to record dead facts, but to inspire the living. As a consequence, facts that undermine the central truth of an event or the life of a historical character are actually dangerous. A new fact that suggests a wise historical judge never existed, or that a brave general was actually a coward, could do irreparable damage. It could destroy the faith of the living in the individual hero but also undermine the very idea of learning the lessons from history. Destroying or discrediting such lies is as important as revealing the facts that encourage and inspire the living.


This means the Highborn archivists are often at odds with their counterparts in other nations, especially the Urizen seers and torchbearers. In recording and publicizing “facts”, without applying any moral judgement, Urizen historians deny the inspiration offered by history and its role in making the present and the future better. A common rumour suggests that Highborn archivists maintain hidden storehouses of knowledge deemed too dangerous for the common people. This rumour is baseless. If a piece of information uncovered is considered dangerous to the Empire, it is destroyed so that no future generation can be harmed by its rediscovery.


Archivists are romantic figures in Highguard. While the truth is that many of them are quiet scholars and scribes, the popular image is of them as active, energetic people who go to dangerous locations to retrieve valuable information or artefacts for the good of the nation and the Empire as a whole. They face danger frequently, and often have to work against those who want to foolishly spread dangerous information or unleash deadly magic.
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 Overview


The naga are touched by the realm of Night, a realm of shape-changing wyrms and winged serpents. They are subtle, secretive and intuitive individuals whose passion and fervour for life drives them to seek new challenges and new experiences.


Naga are comfortable in roles where secrets and sensation are important. They excel in the Bourse where their motivation for wealth and passion for secrets gives them an edge, but they are also found in the Synod where their fervour and oratory make them successful. There have been a number of notable naga in the Senate and the Conclave over the years, but their self-indulgent nature means they have rarely embraced a life in the military.


The naga lineage is intended to appeal to players who want to be subtle and manipulative, as well as those who want to be a little mysterious. The naga suits a number of concepts: fanatical priests, mysterious wizards, fighters who enjoy fighting, artists and performers of all types. The concept plays with images of the snake as wise and subtle, but subverts the idea that snakes are “cold-blooded”. 


Inspirations for the naga might include any number of famous artists and socialites such as Oscar Wilde and Van Gogh. Spymasters like Francis Walsingham from the film Elizabeth and the fictional spies Varys and Milady de Winter all fit the idea of subtle, secretive, passionate agents. Wizards and mysterious magicians of all stripes can provide inspiration including various versions of Thoth, Mister Miyagi, Merlin, Morgan le Fay and even Doctor Strange. Naga are often articulate characters that enjoy their own cleverness, like Vizzini and Tyrion Lannister. Other characters that fit the naga stereotype are the indulgent jewel-thief Catwoman, sinister sociopaths like The Talented Mr Ripley, manipulators like the Marquis de Carabas from Neverwhere, and most of the cast of Josh Whedon's Firefly series (but especially  Shepherd Derriel Book and Inara Serra).



 Sobriquets


Skinks, Snakes, Lamia, the Scaled



 What they are not


		 Hypersexual. Naga are sensates - they enjoy luxury and the pleasure of their senses but their sexual mores and inclinations are no different to any other person.





 Iconic trappings


		 Scaled brow or eye sockets. Almost all naga have scales around the eyes or across the brow. A quick and effective scale effect can be produced using make-up and applied with a stencil. You can also use a latex prosthetic to build up the scales across the forehead and highlight the eyes.





 Other trappings


[image: NagaEyes.png]


		 Reptilian eyes. Naga often have eyes with thin vertical pupils like those of a cat or a reptile. Cosmetic contact lenses can be used to achieve this. The pupil and iris should be tall and thin, and the iris may be of any colour.


		 Scaled skin. High lineage naga have scales covering more of their skin. This may be on the sides of the face and neck, the back of the hands and the arms or it may even cover large areas of visible skin. Naga are not restricted to any one colour scheme for their scales and exotic shades are entirely appropriate for this lineage, provided that the scale motif is clearly visible. There is no need to cover every inch of your skin but if you do this, then avoid leaving your neck visible and unpainted, as it undermines the appearance. It may be better to use the scales in highlighted areas like the cheek bones, face and the sides of the neck. You can also use latex prosthetics to enhance the scale effect by raising their profile.
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		 Fangs. Some naga have a pair of fangs where their upper canines would normally be. They do not have additional fangs or pointed teeth, no matter how strong their lineage is. This look is best achieved with teeth prosthetics.


		 Feathers. If you are playing a high lineage naga with scales that cover significant areas of your face then you might also have brightly coloured feathers on the back of your head. You can tie long feathers into your hair or else use a wig or skull cap so that the hair is completely covered by a mane of feathers. The goal is to look like a feathered serpent, not a scaled bird.


		 Sibilance. Naga speak with a sibilant accent stressing the final s in plural words and even lapse into hissing. This is regarded by some naga as unsophisticated and they train their voice to drop this habit, so it is possible to play a high lineage naga that does not do this if you prefer.
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		 Flat nose. High lineage naga sometimes have a flatter or less defined nose. The nostrils may look more like pits and the skin on either side rises to meet the bridge of the nose. This effect might be achieved with various kinds of latex prosthetic that cover the nose and centre of the face.


		 Relaxed demeanour. Naga like to be comfortable and to relax wherever possible. Take your time sitting down, try to ensure that you have plenty of cushions and lounge and loll rather than sitting up straight. Never pass up the opportunity to shift in your seat to find a more comfortable position no matter how inappropriate it is. Sit rather than stand and stretch out on cushions rather than sit when the opportunity presents itself.





 Minor trappings


[image: Rhain Ash Wood of Morning House]Feathered naga


Minor trappings are alternative trappings that have been requested by players and which have been approved as part of the setting. They are considered to be rare and are always found in combination with one or more of the regular physical trappings; they should not be used by themselves.



		 Snakes Hood. A few naga have a "snakes hood", a hood of skin behind the head like a cobra. This can be achieved with suitable costume.





 Roleplaying naga


Naga blood influences the character of the one who possesses it. Not every naga expresses these effects to the same degree, but characters who demonstrate these roleplaying trappings possess stronger lineage than those who do not.



		 Naga are gregarious. Most naga are highly social people who enjoy the company of others. They appreciate conversation, as well as social occasions where there is music or performance. Naga rarely feel the need to dominate social situations, but they like to be party to what is happening and many enjoy arranging and manipulating social situations to bring people together. They enjoy wit and all forms of humour and appreciate skill with words and verbal cleverness. Many of them enjoy word-play and riddles.
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		 Naga are subtle and secretive. Naga relish being mysterious and secretive, in part because they enjoy the interest from others that it provokes. They like to orchestrate situations to conceal their true intentions and like to draw other people who find mysteries alluring into their plans. They take a pride in concealing their thoughts and ideas. Naga are not spiteful tricksters, but they enjoy complex situations where there are secrets to find out and they also enjoy creating those situations for others. 


		 Naga are instinctive and intuitive. They love to watch and to try and work out the motives of others, presuming there is some goal beyond the obvious and perhaps linking unrelated occurrences into this perceived ‘plan’. They can be a skilled judge of character and most naga are happy to trust their instincts, acting on the basis of their intuition. Some are more inclined to trust their judgement than other evidence but they can overcomplicate situations looking for more layers of meaning than are really there.


		 Naga are passionate. Naga could never be thought cold, even at their most calculating and devious. There is a keen fire in the eyes and tension at the thrill of the chase. They feel all emotions strongly and love to engage with the moment, and if they enjoy an experience may seek to prolong it, or seek it out again. Their passion often exhibits as an enthusiasm for life, a fervour for their goals and objectives. They are not childish, nor erratic, just every sensation is more real to them and they cannot help feeling it, nor would they want to.


		 Naga are avaricious. Naga love comfort and luxury and enjoy being wealthy enough to know that they can indulge themselves. Some naga are simply greedy, but many are driven by a desire to feel safe from the threat of deprivation. Naga like the tangible physical presence of affluence, they like to be able to touch and feel the things they own and many keep their money close by.
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 {[anchor|Discerning Senses}}
		 Naga have discerning senses Naga often claim that all their senses seem a little stronger, a little more complex than those of other people. A common sweet might be a riot of intermingled flavours; a plain cloth is seen to be woven from subtly varied threads; a simple melody accompanied by all the implied harmonies and driven by the emotion of the musical flow. This does not make it easier to pick out poisons, or other potential advantages, in fact the sensations can be distracting leading to revulsion or rapture, evoking the passions in some way.


		 Naga may degenerate into madness. Some naga become increasingly self-obsessed and selfish to the point where they are incapable of thinking of anyone but themselves. The pursuit of their goals - usually their own wealth and satisfaction - become so overriding that they find it impossible to consider other people. Concerned only with satisfying their own desires they see others as objects they own, things whose only purpose is to serve their whims. They take whatever they want, discard anything that does not serve their purpose and destroy any who get in their way.
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 The blood


Despite their appearance, naga are as warm-blooded and mammalian as any human. They mate and breed just like humans do, they give birth to live offspring and all have at least some body hair.


The naga bloodlines require frequent influxes of human blood. Without them the bloodline reaches a strength where the naga becomes incapable of successfully breeding with another naga. As a consequence naga often take human lovers, even if they are in a relationship with another naga.


Naga children are usually born looking almost entirely human. Enhanced senses and sibilance are the only sign of their lineage, but as the child grows they become acutely conscious of their heritage. Sometime after maturity they enter a deep sleep which lasts for many days, during which they undergo a profound transformation, physically shedding much of their skin they emerge as a full naga with all the trappings of their lineage that they then carry with them for the rest of their life.



 Lines of the naga


		 The passion of naga troubadors is famous in Dawn





		 The Reckoner guilds of the League are dominated by those of merrow and naga blood.





		 Most famously, the Kallavesi Marshsnakes who dwell in the swamps of Wintermark have naga lineage. 





 Naga Inspiration
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Priests who work to master magic are called magisters in Highguard. The early magisters studied methods of communicating with the dead and uncovering the secrets of the past. The Highborn Magisters strive to be the foremost masters of Winter magic in the Empire. Most operate out of hostels based in the Necropolis, where the silence and contemplative atmosphere of the city of the dead lends itself perfectly to measured and contemplative study.
While there is no doubt they possess powerful magic, the magisters are still considered to be priests. They study virtue alongside magic, and many work hard to try and inspire virtuous behaviour in wizards of other nations – or an understanding of magic in other priests.


Magisters tend to be cautious of the Eternals, as they are not only powerful, but they clearly seek to use that power to influence humanity. The Highborn believe that as masters of their own destiny, humans should seek to outwit Eternals wherever possible, seizing opportunities to take their strength and harness it in service to the Empire. Eternals are clearly monstrous and inhuman. It is a source of continual frustration to the magisters that other wizards fail to recognise this, no matter how seriously the magisters try to educate them in their dealings with other realms. The magisters treat most often, and most comfortably, with the Eternals of Winter, who they see as more open and honest, as they do not try to deny or conceal their evil nature. The Eternals of the other realms are equally dangerous, but present a pleasing and deceptive face, which many accept without scrutiny.


The magical tradition of Highguard combines movement and sound. The slow beating of drums, the sonorous chime of bells and the recitation of ceremonial passages form the basis of their ritual magic, often accompanied by stylised and graceful gestures.
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 Overview


Certain Urizen Stargazers (and more rarely, Magi) understand the complex resonance between the flow of magic and musical composition, and use this to form the basis of their rituals. Some wizards perform themselves; others prefer to form a partnership with a musician or musical group, using the music as a framework for their own meditation and control of power.


Like runes and dramaturgy, the music of the spheres is a means of placing magic in context and understanding it. The most traditional method of ritual music, was discovered centuries ago by Silutaris, Mistress of the Chimes, and is described below. It is well understood by Urizen scholars that Silutaris' method for accessing the music of the sphere is just one approach - many musical magicians have developed their own approaches.



 Silutaris' Method


The music is in the notes. The magic is in the gaps between the notes. Listen to the silence.


Silutaris' method uses a system of drone notes, chords and modal melodies to express the magical powers related to each of the Realms, drawing them down into the mortal realm and both reflecting and manipulating them through music. In Silutaris' notes, ritual music is made up of three parts: 



		 the drone, a sustained note reflecting the primary intention of the ritual


		 the chime, a chord reflecting the primary realm of the ritual, supplemented by other chords


		 the melody - a written or improvised tune played to complement the drone and the chime, in a musical mode corresponding to the Realm of the ritual.





One musician usually plays each of these three parts. If there are more participants, a second harmonising melody is usually added next, followed by an octave drone, though the practice varies from ritual group to ritual group. 



 Realms and Modes


NOTE: By convention, and for the purposes of explanation, the modes detailed below are presented relative to the C major scale - that is, each mode has a different starting note (or tonal centre) with the scale being played purely on the white notes of a piano or the lower row of a glockenspiel. Please feel free to transpose into whichever key you prefer to play in; it is the relative intervals and the modes which are important not the absolute pitch.


Each of the Realms corresponds to a mode. The major scale (C to C) is considered to reflect the Mortal Realm of our own reality, and therefore the Silutarian method does not commonly use this mode for melody.



		 C -C' - Ionian or major mode - reality, the mortal realm


		 D - D' - Dorian mode - the realm of Night


		 E - E' - Phyrigian mode - the realm of Autumn


		 F - F' - Lydian mode - the realm of Summer


		 G - G' - Mixolydian mode - the realm of Day


		 A - A' - Aeolian or pure minor mode - the realm of Winter


		 B - B' - Locrian mode - the realm of Spring





Therefore, a ritual primarily seeking to call upon the night realm be played in the Dorian mode. The Locrian mode is considered most difficult and counter-intuitive - some Urizen scholars consider this to reflect the hostile and especially unpredictable nature of the spring realm.



 The Chime


Magicians using Silutaris' method refer to the chord of the tonic (or tonal centre) of the mode as the Chime, and this forms one of the parts of the musical composition. This is formed by the first, third and fifth notes of the scale- e.g. in the Night mode, the tonic chord would be D/F/A - a D minor chord. In the Day mode, the chime is a G major chord - G/B/D.



 The Drone


Once the realm and thus the mode has been selected, a note referred to as the Drone is then selected. In the Silutarian method, each realm has three components - called the tonic, the third and the fifth. The tonic of the chord corresponds to its influence on the physical realm, the third on its influence on the mental realm, and the fifth on the emotional and spiritual realm. Every ritual has a dominant Drone, dependent on the aspect of the realm which is being called upon. Once this aspect is known, the corresponding note is played as a drone note, usually the lowest or highest in the composition and spanning the whole movement. It can either be rhythmically struck and allowed to resonate, as when playing tuned percussion, or sustained throughout. Some wizards, particularly those who perform solo or in small groups express the Drone by playing the first or second inversion of the Chime. In groups of musicians, one usually takes responsibility for maintaining the Drone throughout. 


For example, a ritual to involve wisdom would use the third of the A minor chord, C, as its drone. It could also be expressed by playing the first inversion of the A minor chord of the chime - C/E/A.



 Adding other chords


Above the drone, the chords of the piece are added. The first and dominant chord of the piece is the Chime, reflecting the primary magical realm of the ritual. Other chords may be used in the composition - if multiple Realms are involved, the chord corresponding to other realms may also be used, reflecting the Realm which the ritual wishes to alter and effect in some way. Some musical ritualists are far more fluid, and improvise chords as well as melody (see below) - others prefer to maintain the chime and drone throughout. 


As the C scale (major or ionian mode) reflects the material realm, the C major chord may be used in all ritual composition, and is usually called the Material Chord.



 Melody


The final part of the ritual piece is the melody, played in the relevant mode. At this point the Silutarian method is split into two schools - the Compositionalists and the Improvisationalists. The former write out their pieces in advance, mandating when the chords change and the exact notes and timings of the melody; the Improvisationalists prefer to simply allow the music to flow through them and be affected by the variations in magic at the time of the ritual. Silutaris herself was a improvisationalist, though several of her pupils preferred the more formal style.


Whether composed before the ritual or improvised during it, most ritual musicians consider the melody to encapsulate the nature and intention of the ritual. The piece normally begins with music reflecting the situation that the ritual wishes to change, with gradual progression to the state that the ritualists wish to achieve - for example, a ritual to remove a curse of weakness might begin with slow, sparse and halting melody, gradually developing through the course of the ritual into full-bodied and inspiring music.



 Discord, fate and chance


In pure magic, as in pure music, there is no discord, only tension and resolution. In the mortal Realm, we are not so fortunate.


Followers of this method acknowledge that all magical workings have an element which is outside mortal control. No magical intention can be perfectly translated to the material realm; this is represented in the music by discordant notes, usually accidental notes not found in the Realm's modal scale. Some musicians include them deliberately at key points in their performance; others simply allow them to arise by chance. It is their transient discord and resolution, some say, that guides the flow of magic towards its intended result.



 Musical ritual traditions in other nations


Silutaris' method has gained popularity in many other parts of the Empire, carried across borders by well-travelled musicians from every nation. Ritual music has gained particular popularity amongst the Navarr, who favour a comparatively loose and free-flowing approach which might be compared to the Improvisationalist movement in Urizen. Some troubadours, particularly those with magical as well as priestly skills, use music as part of rituals, though generally the sound is less meditative and there is more focus on the narrative of the music.



 Further Reading


		 Traditions
		 Astronomancy


		 Blood Magic


		 Dramaturgy


		 Rune Magic


		 Music of the Spheres.







		 Ritual Theory


		 Spellcasting
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Overview


Lineage represents the touch of magic in your blood, and can occur in many ways. Parents with lineage often give birth to children with their lineage while the offspring of a human and an Eternal Herald is always lineaged. It is also common for fully human parents to give birth to a lineaged child.  Lineage can also occur for other reasons, for instance a child born in a primal forest, under the influence of the Realm of Spring might become a briar in later life while a child born during a great famine when Winter holds sway might be born a Draughir.




Creating a lineaged character FAQ


If you wish to play a character that is not fully human but you do not want to play an orc then you may select one of the six lineages that are available to a human character. Each lineage is linked to one of the six realms - so if you wish to have lineage then you must pick one of the six shown above, you cannot create your own lineage. Only humans possess lineage, Imperial Orcs are not affected in the same way by the magic of the Realms and do not generate lineage.


Lineage has no effect on your character's skills or abilities but each lineage has a list of trappings - physical and mental characteristics associated with the lineage. You need to decide how much lineage you want your character to possess. It is possible to have only the slightest touch of magic in your blood or to be very strongly affected. How lineaged your character is based solely on their appearance and the way you roleplay the character. If you choose to use most of the mental and physical trappings and to make any phys-reps large and impressive then your character is strongly lineaged (often called high lineage). If you only adopt one or two of the trappings and they are subtle or difficult to spot then your character is not strongly lineaged. 


Each lineage has an iconic trapping (such as horns for cambions or pointed ears for changelings). This is the most common physical mark for lineaged characters but is not a required element.


There is a section about attitudes to the lineages in each of the nation briefs. There are individuals of every lineage in every nation in the Empire, lineaged characters are considered human and for the most part they are fully accepted in most lands. The only exception are briars who enjoy a poor reputation as violent and confrontational individuals and suffer prejudice in most nations as a result.



Creating a lineaged group


Individuals with lineage often feel more comfortable in the company of others who share their lineage. Because of this, and the fact that lineage has some tendency to run in the blood, it is possible to create a group of characters who share a lineage. Such characters may have been born in similar circumstances or they may have chosen to seek each other out and work together. For instance, the members of a thane's hall in Wintermark may all be briars due to the presence of a powerful Spring aura in the area. Or a band of Dawnish knight-errants may all be Draughir, having chosen to quest for glory together.



Playing a lineaged character


Each lineage has a description of how the touch of magic influences the personality and attitudes of a character with that lineage. These are meant to be useful hooks to help you build an iconic and interesting character as well as a way to make lineage more interesting for those who interact with them. However it is up to you how you create your character, you are free to interpret these elements as you wish. Even if your character possesses all the physical trappings of a lineage, you don't have to roleplay the mental trappings of a lineage, it simply means your character's personality is not affected by the magic in their blood - that they do not have high lineage.


The Eternals are known to sometimes respond positively to approaches from individuals with high lineage of their Realm. In effect they may see a character with high lineage as one of their own and a powerful and important lineaged character is more likely to be treated as an equal. This does not guarantee good treatment, it does not guarantee that the Eternal will respond positively, it simply improves the likelihood of being well received, particularly at first meeting. The Physical or mental trappings of high lineage are equally likely to help make a good first impression on an Eternal of the appropriate Realm.



Limits on lineage


There are only six lineages available and the physical trappings listed for a lineage are the only trappings that should be used. You should not mix physical trappings from different lineages or invent your own physical trappings - e.g. you cannot play a merrow with horns or a third eye - if you are considering phys-repping a trapping in an unusual or different way, please contact us to discuss it first.


No matter the circumstances of your birth or the way you came to possess lineage, your character must have been raised in the mortal world. Humans cannot survive in the realms themselves. Mortals who claim to have visited a realm have in fact visited a chamber - a place that exists part way between the mundane world and the realm. Some of these chambers are very large - one might contain an entire forest for example. For this reason you character's background cannot include a visit to a realm, you cannot have grown up in a realm or have been raised there by Heralds or an Eternal. You may have visited a chamber and spent time there, but even in these cases it is unlikely a background where you are raised by heralds of eternals will be approved.



Frequently Asked Questions


There is a specific page for frequently asked lineage questions. If you cannot find an answer there, you can e-mail rules@profounddecisions.co.uk
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 Description


This vicious spell endangers the life of the target, such that they are quickly overpowered by critical wounds. 


It is worth noting that this spell creates a magical poison, or a malaise of the spirit; it attacks the life force directly. As such, it is equally effective on humans, orcs and even more exotic creatures - shambling husks, animate plants and arcane constructs are all equally vulnerable to its effects. Indeed, some creatures such as Vallornspawn husks are especially vulnerable to this searing magical poison - it is sufficient to mortally wound such creatures by its very nature.


It is particularly dangerous in that it does not go away naturally; it can be removed with herbs by a skilled physick, or purged by a magician using the purify spell or a ritual such as Ascetic Star of Atun. Otherwise, it lingers indefinitely.



 Casting


		 Type: Offensive spell


		 Cost: 1 Personal mana





 Effects


You may call VENOM against the target struck by your implement.


The venom condition reduces the time it takes the target to die from three minutes to thirty seconds. The fortitude skill provides some limited protection from the effect of this spell. 


You must assume that the target has taken the effect when you cast this spell. 


The effect lasts until cured by the purify spell, or a similar potion or magic.



 Sample Spellcasting Vocals


		 "I strike with the sting of the scorpion - VENOM!"


		 "May magic's bitter bite bring you low - VENOM!"


		 "From the heart of hate I stab at you - VENOM!"


		 "Naeve's knife cleave your soul from your body - VENOM!"


		 "In Llofir's name, may rot and ruin claim you - VENOM!"





 Common Elements


		 Rune Magic: Kyrop is often invoked to weaken the foe, though Rhyv may be invoked by those who regard the spell as tainting the victim's blood. In both cases, the caster may trace the rune in the air during the casting, or the rune may be carved into their implement.


		 Astronomancy: The Claw is used by those magicians who regard the spell as rending the victim's soul, or its link with the body. The Drowned Man, representing unavoidable disaster, is a dangerous force to invoke in battle, but a confident or desperate magician may employ it to bring a foe low.


		 Dramaturgy: Poisonous creatures such as spiders, scorpions,snakes, or hydra are often evoked with this spell. The caster may take on the persona of The Doctor (particularly Doctor Vassa, punishing the enemy with a curse, or the vicious Doctor Couros), or may refer to their implement as The Blade or The Scalpel.


		 Other traditions: This spell is closely tied to the lore of Spring, although some magicians prefer to think of it as a Winter spell - they say it is clearly a minor curse that impairs the victim's will to live. Navarri magicians in particular tend to shy away from Spring themes, concerned about invoking a power characteristic of the Vallorn.
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