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introduction

The Cerilian map shows borders criss-crossing
the continent’s surface and strange names identi-
fying its regions. Even the nearly unexplored
lands to the north have been divided into realms,
and those realms into provinces. The borders
represent centuries of war and diplomacy,
treaties and intrigue.

But they represent so much more as well.

Every border defines a realm, but each realm is
also defined by its ruler—or lack thereof. These
realm regentsas they can be called, rule the land
of Cerilia—not just a guild holding or a magical
source, not only a holy temple or enforcers of the
law—but the land itself. Tied to Cerilia by their
birthrights and their bloodlines, they govern the
continent’s realms and people.

This, then, is a book for them—a tome of infor-
mation directed at realm regents, the men and
women who govern the land. They might be war-
riors, priests, wizards, or thieves, but they influ-
ence the events of Cerilia and draw its ever-
changing map boundaries.

A realm regent probably has at least one law
holding to his name, or he likely won't be a realm
regent for long. Because of this fact, The Book of
Regencyalso discusses law domains and issues re-
lated to their rulership.

how to use this

book

The Book of Regencysn’t just directed at players
interested in realm or law regent characters.
Much of this book can be used by the Dungeon
Master (DM) as well. The BIRTHRIGHT® setting,
in which player characters can become rulers of
realms or even emperors of whole regions, em-
phasizes the regent character, and any player or
DM interested in exploring the concept of re-
gency (in this or other settings) can find useful
information in these pages.

This book holds compiled information from
some other sources, including the Rjurik High -

lands, Tribes of the Heartless Wastes, Havens of the

Great Bay, and Cities of the Surncampaign expan-
sions. It also collects and expands upon some
vital information from the BIRTHRIGHT Rulebook
However, readers of this text need to be familiar
with only the BIRTHRIGHT campaign setting and
the basic rulebooks of the ADVvANCED DUNGEONS

& DRAGONsS® game: the DUNGEON MASTER®
Guide (DMG) the Player’s Handbook(PHB).

The Book of Regencypresents new options for
Dungeon Masters and players of the BIRTHRIGHT
setting, but all rules found within its pages
should be considered optional. The DM and the
players should decide for themselves which parts
to use, which parts to consider, and which to set
aside.

definriions and
notrarions

Cerilia holds as many different types of rulers as
it does domains to rule. However, rulers can be
classified into several general categories.

A regent rules at least one province or holding
(law, temple, guild, or magical source). He may
rule multiple holdings, different types of hold-
ings, or both holdings and provinces, but he must
rule at least one thing.

A landless r egent rules only holdings; he has
no land under his rule, no place he can point to
on the continental map and say “That’s mine.”

A landed r egent, or realm r egent, rules at
least one province. He may rule more, and he
may rule other types of holdings as well, but the
fact that he has subjects and land under his con-
trol is what sets him apart.

Throughout this book, references are made to
province and holding levels. For a full discussion
of provinces and holdings, refer to the
BIRTHRIGHT Rulebook However, a quick review
of notations associated with holdings is in order.

The relative strength of holdings is denoted by
levels; the higher the level, the stronger the hold-
ing. Holding levels are noted in parentheses: a
law (2), for example. Province levels and magic
potential are also noted in parentheses following
the province name. Thus the notation “Allesrecht
(6/1)” indicates that Allesrecht’s province level (a
measure of the amount of civilization in the prov-
ince, its population, and the maximum level for a
law, guild, or temple holding) is 6, while its magic
potential (the maximum possible level for a
source) is 1.



species, some blending of governments, soci-
eties, and philosophies was bound to occur.
e e(l Today, Cerilia’s people divide the land and them-
selves along cultural, racial, and political lines.
But they learn from each other and adapt, some-

l I : l b E QFS times unknowingly, to the forces of history.

humans

The cultures of Cerilia have changed since hu-

e Cfo ‘ l , I l mans first emigrated from Aduria over two thou-

sand years ago. The Masetians are no more.

Their civilization and style of government de-

H parted this world in the wake of the Battle of

Deismaar, though many of their customs and be-

liefs live on in the Khinasi. The Brechts and the

Rjuven (now Rjurik), dominated for centuries by

the Anuireans, learned lessons of empire from

their masters. And the Vos, who once worshiped

the god of moon and magic, have become the
most barbaric of Cerilia’s human races.

Each culture, and each individual realm within
those larger societies, developed its style of gov-
ernment over many centuries. The political struc-
tures that govern them today derive from their
histories and adaptations made through the years
to meet the changing needs of their people.

“Many different cultures live and thrive on the con
tinent of Cerilia. Five human races and at least five
nonhuman species maintain communities, laws, cus
toms, and traditions. All have leaders. All have their
own methods of governance.

“Diversity of society, government, and culture ex
ists even within these surface divisions. Not all
Anuirean realms have kings or warrior-lords at their
heads. Not every Rjurik regent answers to a council
of jarls. The Brechts value mercantilism and trade
but have ancient lines of lordship as well. The KAhi
nasi states and the tribes of dégaard have their
overweening characteristics, but no two domaingar
ruled in exactly the same way. The elves, dwaas,
halflings, orogs, goblins, and gnolls of Cerilia gov -

em themselves—and sometimes each other—with anuireans

methods that defy generalization. The Anuireans maintain an almost romantic view

“It is said that in the days of the Anuirean Empire, Of their various forms of government. Most re-
more than one emperor tried to bring a single system 9ents hold titles passed down to them through
of government to all the lands under his charge. Peo 9generations of leaders, and they take great pride
p|e who otherwise respected’ feared’ or even loved in the origins and histories surrounding individ-
him rebelled at this attempt. Willingness to bow to a ual titles and lines of descent.

foreign overlord was one thing—changing their sys ~ This romanticism derives from the ancient
tem of governance was quite another.” tribes of the Andu and their migration from

—Qervel Osseﬂun’ Introduction to Aduria to Cerilia. While the hiStory of the Andu
The Font of Authority, the Fall of Empire emigration was never documented fully, some
legends combined with known facts can be taken

= as truth.

No two races or species in Cer- The ()_Ildl] Of Old

ilia govern themselves in the same The original five tribes of the Andu roamed
manner—but similarities do exist. northeastern Aduria until the Shadow (Azrai)
When the Flight From the Shadow came among them. Resisting his evil influence,
and its subsequent colonization they moved toward the land bridge connecting
of the continent threw half a Aduria and Cerilia. Anuirean bards sing that the
dozen human races to- tribes fought Azrai fiercely and fled only when
gether with nearly the they could hold out no longer. As history portays
same number of the Andu as a vigorous and naturally aggressive
nonhuman people, this assertion does not seem unlikely.
Once in Cerilia, they organized their five tribes
into military-like orders, each with a primary




leader and a hierarchy of lieutenants and war-
chiefs. Early leaders of the Andu earned their po-
sitions through accomplishment and cleverness.
As the tribes moved farther north on the conti-
nent and grew complacent in the belief that they
had distanced themselves from the threat of
Azrai, the leaders and lieutenants appointed
their own successors rather than leave the elec-
tion up to the general populace. They generally
chose members of their families—warriors and
leaders they could trust and train in their own
ideologies.

By the time the Deretha, the fifth tribe of
Andu, perished in repeated confrontations with
the Spiderlord (around -300 HC), the tribes had
already begun settling southwestern Cerilia. No
longer uprooting and moving north every few
years, the Andu turned their thoughts toward
permanent borders and governments. Since the
elves of Cerilia hardly welcomed them as immi-
grants (partly thanks to Azrai’'s influence and
partly because of the Andu’s own warlike na-
ture), the tribes retained their military-style
chains of command. Each settlement had an
overall leader or lord, and that leader appointed
several subordinates, or vassals, to help govern
the growing populace and defend the community
from the elves and other dangers of Cerilia.

When the Battle of Deismaar erupted on the
land bridge, the remaining four tribes of Andu
constituted the largest resistance to Azrai. Draw-
ing on their already-militaristic organization, the
overlords summoned support from their vassals,
who in turn mustered the Andu people. They
marched to battle under different banners but
stood as one force against the Shadow.

After the War of Shadow, the survivors stopped
calling themselves the Andu and became instead
“Anuireans.” Roele, the last surviving overlord of
the tribes, united the remaining vassals and
began building the political and military force
that became the Anuirean Empire. Before his
death, he conquered nearly half the known conti-
nent. The empire he founded ruled nearly the en-
tire civilized world.

present-day anuire

Modern Anuire does not model itself after the
now-fallen empire. Even before the death of
Michael Roele, the last emperor of Anuire, the
internal domains of the great empire had begun
to fragment. The emperor’s vassals—counts,
dukes, barons, knights, governors, and other no-
bles or civil authorities—had more direct power
over their subjects than ever before. When the
emperor died, the empire died with him. Individ-

ual realms sprang up all over Anuire, ruled by
“regents,” originally appointed as guardians over
territory governed by the emperor but now an-
swerable to no man.

As a result, the various titles and orders of no-
bility in Anuirean lands range widely throughout
the realms. A mere baron governs the sizeable
domain of Ghoere, while a duchess rules the
small realm of Brosengae. Theocracy emerged in
Medoere, while monarchy remains strong in per-
son of Darien Avan, Prince of Avanil. And a few
strange, unconventional titles exist—the Mhor of
Mhoried, for example. He traces his title back to
Endira Mhoried, a female ruler who received her
appointment from the second Emperor of
Anuire.

This ability to trace lines of descent through
centuries of history distinguishes the titles and
government of Anuire from those of other re-
gions. Anuireans remain proud of their lost em-
pire and consider older titles more worthy of re-
spect than any others in the land. As a result, a
duke of one of the empire’s 12 duchies outranks
the king of an upstart realm. Being able to trace a
title back to the days of empire is more important
to an Anuirean lord than the appellation itself—
be it it count, prince, or king.

Typical Forms of Government: The Anuireans
favor feudalism and monarchy. Regents of most
realms tend to have the power normally associ-
ated with kings, though some engage councils of
advisers and a few boast parlimentary structures.

Notable Forms of Gover nment: Several
theocracies exist within Anuire. The Anuireans
take great pride in the worship and reverence of
their gods, Haelyn especially. Although priests
often eschew political power, some believe the
marriage of church and state crucial to the spiri-
tual lives of their followers. Others have been
known to step in and serve when adequate
rulers could not be found among the laity.

Weaknesses of Gover nment: The Anuire-
ans look backward instead of forward. While
few commoners or nobles believe their
rulers infallible, they resist the thought of
revolution. The old ways built an em-
pire for the Anuireans—one that
lasted nearly a thousand years—
and many feel certain that if a
new emperor were to reclaim
the Iron Throne, the em-
pire could be reborn.

As a result, few
governmental
changes of
any



significance are likely to be introduced in Anuire.
Commoners and nobles remain completely di-
vided in almost all the realms. The Anuireans
consider enlightened feudalism the highest possi-
ble form of government.

brechts

Always a fractious race, the people who became
the Brechts of Cerilia arrived on the continent
primarily by ship and over the course of several
decades. They settled the lands around the Great
Bay of Cerilia—the bodies of water known as the
Krakennauricht, Dauren Arm, and the Black Ice
Bay—and forged their own nations out of noth-

ing.

fragmenied ﬂighr

The piecemeal histories that describe the
Brechts’ exodus from Aduria account somewhat
for the development of their governments. Most
Brechts fleeing the Shadow avoided the Andu
tribes settled in the south of Cerilia (or became
virtually enslaved by them) and sailed north
around the western coast. They anchored in
many harbors along the way and, while a few set-
tled and either became part of Rjuven nations or
disappeared into history, most found the land
along the Miere Rhuann inhospitable. They
avoided the elves and the Rjuven clans and con-
tinued north, through the Thaelasian Passage
and toward the mouth of the Great Bay.

As they arrived, group by group, on the shores
of the Krakennauricht, each ship of immigrants
established its own system of rule. The Brechts
settled their lands one at a time, independently of
each other, creating no overall empire or political

entity.
But this journey does not in itself account for
the development of Brecht government. Most
historians believe the old Brecht tribes, while
still in Aduria, actually belonged to an an-
cient empire—one built primarily around
an impressive naval power. This certainly
could account for the fact that the early
Brechts developed ships at least as
good as those possessed by the
Masetians and the Basarji—and
maintained a strong naval tra-
dition even after they set-
tled on Cerilia.

If this theory is
true, the gov-

ernment

of

the ancient Brechts may have controlled mercan-
tilism and expansion to a great degree. Ancient
scrolls passed down through generations of
Brecht noble families tell of the basic principles
behind all Brecht laws. These ancient laws and
customs promoted trade—with other Brechts
and other cultures—and disparaged imperialism.
This philosophy, as well as their settlement in the
mountainous bluffs elves seldom populate, might
have helped the Brecht settlers avoid the worst of
the gheallie Sidhe (the Hunt of the Elves) when
other human races had to battle for every inch of
Cerilian ground they tried to inhabit.

Like the Basarji and the Rjuven, the Brechts
also fell prey to the imperialistic Anuireans. After
the Battle of Deismaar, the Brechts lost their
taste for fighting and looked forward to a long
peace. They hoped to be left alone around their
Great Bay—to explore and contact other races at
their leisure. It was not to be.

The Anuireans took over Brechtir as easily as
they invaded the Basarji region. Unprepared and
decentralized, the merchant Brechts could
mount little resistance when the Anuirean armies
and navies arrived. The northern states—particu-
larly Danigau (which had a strong military tradi-
tion)—stopped the invasion at their borders, but
most simply accepted the new overlords.

However, the Brechts eventually dealt with the
invasion in a more insidious manner than the
Anuireans ever expected. While a few Brecht na-
tions rebelled and gave their overlords trouble
every step of the way, the more prosperous states
accepted—and later absorbed—their conquerors.
Within a few generations, Brechts and Anuireans
lived together as one.

When the Anuirean Empire collapsed, only a
few Brecht nations actually ousted Anuirean no-
bles. Most realms had already reverted back to
Brecht control, and the people bore no ill-will to-
ward the descendents of the invaders. The gover-
nance of each state had evolved over time, and
each had its own unique culture and flavor.

brechtiir today

The rulers of Brechtiir's individual realms have
no interest in combining to form one empire.
However, they have little objection to powerful
regents within particular domains. Many realm
regents take an interest in holdings other than
those of law, but in many cases they employ vas-
sals or allies (much like the Anuirean lords do) to
control those holdings.

If the Brechts ever held ambitions of empire,
those dreams dissolved along with the Brecht
League of 1136 HC. This loose alliance of Brecht



realms had no clear leader; as a result, its at-
tempts at imperialism proved disastrous. After
its forces were routed from Vosgaard, the
Brechts wisely returned their attention to the im-
provement of their individual realms and the de-
velopment of their own governments.

The Brechts took what they liked of Anuirean
custom (including many of the noble titles),
brought back a few of their ancient customs, and
built their own, unique governments. Few na-
tions across Cerilia have adapted as well to their
situations as some Brecht nations have. Miden,
for example, has two realm regents ruling side-
by-side and working with the other regents of the
domain to make the nation as prosperous as pos-
sible. In Danigau, where ancient bloodlines run
deep, the realm is as steeped in tradition as any
Anuirean nation—a condition which helps them
stand fast against their enemies.

Typical Forms of Gover nment: Representa-
tive monarchies and feudal governments are
common in Brechtir. The nobles of the realms
often gain their positions through inheritance,
but have to reassert their right to them every day
while working with the other regents of the
realm. Since the Brechts have a sizeable middle
class, the leaders of most states find they have to
answer to a large and vocal populace.

Notable Forms of Government: Capitalism is
not unknown. While most nations have nobles for
realm regents, a few look to guildmasters or
other profit-making regents as leaders. Seldom
does one monarch stand alone in Brechtur.

Weaknesses in Gover nment: Decentralized
and haphazard, most of the Brechtuir states can-
not respond quickly to outside crises. An inva-
sion by a strong, dedicated power could sweep
over many of the Brecht realms without pause—
and before most Brechts could decide what they
want to do. Even the most powerful Brecht lords
hesitate to interfere in the workings or dealings
of other realms—none want to reawaken the
brief but doomed dreams of empire espoused by
the Brecht League centuries ago.

khinasi

Regency in Khinasi draws largely on the tradi-
tions of the Basarji, not the Masetians who pre-
dated their influence on Cerilia’s southern coast.
The rise of the Basarji corresponded with the de-
struction of the Masetians as a people. Most of
the Masetians who survived the Battle of Deis-
maar became part of the Basarji culture; after
only a few generations, the Masetians as a unique
race became little more than a memory in all but
the Island States.

distant origins

The Basarji came from Djapar, a land beyond the
Sea of Dragons. They wandered southeastern
Cerilia as a nomadic people until after the War of
Shadow, when they rebuilt and settled depopu-
lated Masetian cities. But as their race gained
prominence and power in the region, another
race coveted their territory.

While the Basarji grew as a race and expanded
their holdings, the new Anuirean Empire
pounced. Even though the Basarji and the
Anuireans had fought side by side against the
Shadow, Emperor Roele had no compunctions
about “including” the Basarji in the empire. Out-
numbered and unprepared for full-scale war, the
Basariji lost ground steadily for years. Soon most
of Basariji, save Ariya and the Docandragh, had
fallen under Anuirean rule.

After the initial invasion, the Anuirean over-
lords did not strain the Basarji states unduly.
Many achieved a semblance of self-rule within a
few generations. The Anuireans discouraged co-
operation between the city-states (to avoid a
united rebellion) but encouraged trade and free
enterprise.

Eventually, the Basarji threw off the yoke of the
Anuireans and reclaimed their nations—renam-
ing their people “Khinasi” after the Great King
el-Arrasi who led the Basarji Revolution.

present-day khinasi

The Khinasi states remain individualistic, with
few solid, permanent alliances between them.
Their realm regents often take a hands-off ap-
proach to government or involve themselves in
other interests as well. In Binsada, for example,
the well-respected and active Queen el-Reshid
rules with a gentle hand. Her law holdings re-
main low in power, but she encourages the
guilds and temples in her state to advance
faster than their competition. In Ariya, the
prince rules more directly but concerns
himself at least as much with the Ariyan
Temple of Avani as with politics.

While the Khinasi respect lineage
and history in the same way the
Anuireans do, they allow more
possibilities for advancement
within their societal
ranks. Perhaps this at-
titude developed
during the
Anuirean
Oc-



cupation. Unable to rule or to serve their rightful
lords, the kings and vassals of the Khinasi states
turned to other pursuits. They found power in
the temples and the guilds—and, most especially,
in true magic. Internally, the Khinasi awarded
those who became practitioners of magic (as well
as those who worked hard at other crafts) and
the various states began recognizing ability as a
possible qualification for nobility.

When the Anuireans left, the Khinasi lords who
ruled the lands could, for the most part, trace
their heritage back to happier times. However,
some gaps existed. Many guildmasters, temple
regents, and wizards came from less noble stock,
and the Khinasi recognized that these individuals
had special gifts. They became the minor nobility
of the latter age. In present-day Khinasi, many
rulers can trace their lines to such humble begin-
nings.

Typical Forms of Gover nment: Monarchies
and dictatorships exist within Khinasi. Still, most
of the enlightened and popular rulers of Khinasi
states hold high titles but less power. They allow
a little anarchy to exist within their domains,
spurring other holders on to greater deeds. As
often as not, realm regents involve themselves in
holdings (other than law and province rulership)
not normally associated with realm rulership.

Notable Forms of Government: The Khinasi
recognize divine right as a possibility—but not an
absolute. They tend to value skilled commoners
and do not dismiss the importance of ability over
lineage. As a result, many city-states of the re-
gion have one realm regent—but that regent
weighs carefully the opinions of others who con-
trol holdings within his domain. Some city-states
maintain parliments and councils of authority.

Weaknesses of Government: The Khinasi do
not like strong, centralized government. They

don’t like it within their smaller realms, and

they certainly dislike the notion of a Khinasi
empire. When el-Arrasi organized the Basarji
Federation, he did so to provide more free-
dom for his people—not to replace the
Anuirean overlords with overlords of a
local nature. As a result, Khinasi states
tend to be decentralized and, quite
often, havens for intrigue and politi-
cal machinations. While one realm
regent might hold sway in a king-
dom, he must always watch
his back or the other re-
gents might strip him

bare.

cqurik
The Rjurik have departed little through the cen-

turies from the forms of government their
Adurian ancestors maintained.

rjuven roots

Like the Brechts, the Rjuven people migrated to
Cerilia by boat, avoiding the Andu tribes and
coming north along the western coasts of Cerilia.
They arrived clan by clan, each an extended fam-
ily sovereign unto itself and led by the head of
the family, called a “jarl.” The jarls answered to
no one save the god Reynir, though they repected
the wisdom of his priests, the druids.

These nomadic folk generally avoided the land’s
native elves and lived primarily in the areas along
the Tael Firth. Cities developed out of mutual in-
terest rather than necessity. Rjuven clans inter-
acted with each other when they met in the
forests or on the plains, but the cities sprung up
when these extended families started to trade
regularly with each other and the outside world.
A few “urban Rjuven” permanently settled in the
cities, but even these communities maintained a
transient population.

As the Rjuven population grew, political bound-
aries were drawn. The clans negotiated territories
for their populations; some banded together and
chose “kings” to rule over the jarls. Their domain
boundaries became lines of defense against at-
tacks of the gheallie Sidhe

After the Battle of Deismaar, the Rjuven (now
Rjurik) returned to their holdings and settle-
ments to resume their ancient ways. Living in rel-
ative harmony with the elves, and possessing
more firmly established realm borders than be-
fore, the Rjurik enjoyed the peace after the war.

But it didn’t last.

The Anuireans (again) caused the new era of
peace to end. Roele attacked the Rjurik High-
lands. Though the people successfully defended
their domains, the southern realms eventually
joined the empire of their own volition. The
Anuirean overlords further solidified the realm
borders and built up the trading settlements into
“real” cities—from which they ruled.

This situation further reinforced the nomadic
nature of the Rjurik. If they wanted to remain
free, they had to keep moving. They did not emu-
late their overlords when Anuire finally retreated
from the Highlands—though they kept the cities
as trading centers and havens for the urban
Rjurik.



present practices

The clans continue to be led by kings, queens,
and jarls. The latter generally serve as province
rulers, while the former two govern whole do-
mains. The Rjurik resist the thought of central-
ized government (witness Jankaping, for exam-
ple, which totters on the brink of civil war), but
they understand the need for an overall leader.
Still, unilateral government is not the way of the
Rjurik—the kings and queens answer to the jarls,
and the jarls answer to their people.

Above all the kings and jarls sit the druids. As
the sailors of Rjurik fishing boats say, the druids
“prefer to navigate, but not steer” the realms and
clans. They concern themselves with the politics
and governing of the realms when they believe it
necessary. Usually, they offer advice when asked,
or when they feel a decision should be influenced
by Erik’s will. Often, they speak in riddles or va-
garies, trying not to side against the regents they
advise or the people they protect.

Typical Forms of Gover nment: While the
Rjurik have monarchs (kings, queens, etc.), jarls
and lords—often chosen by the people—rule the
realms and nomads. True, the blooded and the
nobility seldom give up their power completely to
the commonfolk, but a Rjurik king must work to
please his jarls, and the jarls must please their
clans.

Notable Forms of Gover nment: The Rjurik
are “god-ridden” to the extent that they respect
and revere their druids, turning away from other
magics and declaring them unnatural. Yet they
avoid theocracies. Each individual Rjurik be-
lieves Erik has a place in the government of the
land and the clans, but a place right at the top. A
king or jarl cannot ignore a druid’s advice—it
comes from the gods—but the druids exercise
enough wisdom to interfere with day-to-day gov-
ernment on rare occasions only. As a result, the
druids continue to appear wise and gain rever-
ence, while the kings and the jarls manage the
less popular aspects of rulership.

Weaknesses in Gover nment: The kings and
queens, and even the jarls, tend to gain their po-
sitions through appointment or heredity. This
practice often leads to squabbles among the
clans—Rjurik ascension seldom goes smoothly.
And even though they appoint most leaders for
life, dissension does not end with the appoint-
ment. In some realms, every major decision must
be ratified by a council of jarls.

The self-governing nomadic clans of the Rjurik
Highlands present other problems. While most
stick to traditional territories, returning to the
same provinces each winter and summer and

having established understandings with the jarls
who rule them, they are not required to do so. A
nomadic clan that unexpectedly arrives in a prov-
ince can create problems for kings and jarls who
try to exercise their rightful authority.

VOS

In no other human race of Cerilia do leaders
wield power as absolutely as do the tsarevosof
Vosgaard.

vorynn’s followers

The original Vos, when they lived in Aduria,
could have been called mystic warriors. They fol-
lowed the teachings of Vorynn, the god of magic,
but also valued military prowess. Primitive in
their ways of life and forms of government, they
had a simple process by which they chose new
leaders: a duel of strength and sorcery, survivor
take all.

When the Vos fled the Shadow, they made a
longer journey than any other human race. The
southernmost of the five Adurian races, they
moved through Anuire once they reached Cerilia
and continued northeast until they reached the
lands they still occupy today.

But moving as far as possible from Azrai’s
shadow did not help them. Though only the
strongest survived the trek, its arduous nature
left them weak in spirit and vulnerable to malev-
olent influences. Azrai appeared and worked his
evil on them; isolated from other human contact,
they fell. Azrai played upon their primitive fears
and desires, corrupting their love of magic into a
brutal pursuit of power.

The Vos fought against their human brethren in
the War of Shadow. Later, they continued to
battle with the other human races and among
themselves, following the war gods Belinik
and Kriesha and splitting into factious tribes.
Leaders retained power only so long as they
could defeat pretenders in mortal combat.

War priests became powerful tribal ad-
visers, seizing the status once held by
those who wielded Vorynn’s magic.

The Vos also battled the very cli-
mate in which they lived. Un-
like the Rjurik, the Vos
never saw beauty in Cer-

ilia’s  northlands.
Many grew to de-
spise their

brutal

ter-



rain and envy those who had better. Yet they
fought fiercely to save their new homeland from
those who would take it. In the last years of his
life, Emperor Roele turned his imperialistic eye
northeast and led a campaign to annex Vosgaard.
Though heavily outnumbered and armed only
with primitive weapons, the Vos fought back vi-
ciously. However, while the Vos militarily turned
back the Anuirean forces, Vosgaard itself finally
defeated the foreign threat: The Anuireans lost
the battle against the elements. Roele’s remain-
ing troops retreated, leaving the wild men of the
north to themselves.

So the Vos never came under the rule of the
Anuirean emperors. Yet although they managed
to unite (somewhat) to repel an outside invader,
they quickly broke back into quarreling tribes and
war-bands. The strong survived but seldom pros-
pered. The work of each chieftain generally col-
lapsed upon his death and bloodlines grew thin.

cucrent vos lead ership

Today, most Vos nations stay together only out of
habit or tradition. A wild folk, the Vos follow
strength alone. Though not all Vos worship Be-
linik or Kriesha, they all fear and respect these

gods—and their priests hold considerable sway.
Typical Forms of Gover nment: In Vosgaard,
the measure of a regent’s law holding is how
tightly he controls the actions of his people. Bro-
ken up into small tribes, most of Vosgaard’s peo-
ple suffer under the constant threat of war. Duels
for leadership of a tribe are common, and few
Vos realms respect the concepts of heredity or

free election.
Notable Forms of Gover nment: As in the
Rjurik lands, the Vos gods play a great part in the
rulership of the realms. But Vos priests seldom
stay in the background. While war chiefs and
tribal leaders may share the holdings within
some individual realms, in others the priests
rule them all. Vos priests use the power of
their gods to subjugate their peoples.
Weaknesses in Gover nment: The Vos
fight against each other more often than
not. Vendettas and feuds keep even
moderate Vos tribes from evolving
into anything approaching civiliza-
tion. Only a few of the southern
Vos kingdoms, like Ko-
zlovnyy, have overcome
their barbaric ways
and become civ-
ilized.
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clves

Several elven nations still exist on Cerilia. They
rule themselves and remember the old times,
when they alone walked the forests of Cerilia as
free people. Many continue to look into the
past—either in remembrance and mourning, or
with thoughts of vengeance and recovery.

Most of Cerilia’s elves share similar attitudes
toward and systems of government, though varia-
tions do exist. The following are a few examples
of elven rulership and regency.

the aelvinnwode

This great forest once sheltered thousands of
carefree elves; now only one elven nation re-
mains. Tuarhievel, like most elven kingdoms, is
ruled by a monarch. The queen or prince tradi-
tionally has the last say in all affairs concerning
the kingdom. However, a council of nobles—the
Council of the Moon—advises the regent on
state matters.

Generally, elf regents pass on their monarchies
to worthy successors only after centuries of rule.
In Tuarhievel, the Thorn Throne itself decides
who should or should not sit upon it. Candidates
for rulership, therefore, try to make themselves
worthy of regency. Prince Fhileraene, for exam-
ple, became a powerful warrior and formidable
wizard while preparing for the throne.

the coullad araighi

Rhianna Waymuun takes the title of Protector of
Coullabhie, though she has earned the rank of
queen many times over. The realm of Coullabhie
is all that remains of an ancient kingdom that
once filled a larger Coulladaraight with elven
laughter and song. Now the elven realm contains
only the memory of former glory.

Unlike the sad Emerald Queen of the Siel-
wode, the Protector of Coullabhie does not take
the burden of the world upon her own shoulders.
She does look to protect her borders from
human encroachment, but keeps her folk aware
of the outside world—and ready to deal with it.
The Sayer of Coullabhie, her powerful court wiz-
ard, keeps the realm safe from human magics.

Like the Prince of Tuarhievel, the protector
has opened up her realm—slightly—to nearby
humans. Though she does not suffer them to
walk beneath the eaves of the Coulladaraight (at
least within the borders of her realm), she does
allow elves to wander the world and come back



with reports and news. Her guildmaster and sec-
ond adviser (after the wizard) keeps her updated
on the happenings of Cerilia.

Though the protector sees herself as a servant
of the elven realm, she does hold final say in all
matters. She seeks knowledge and advice, know-
ing the wisdom of good advisers, but makes for
herself any decisions that affect her realm.

the sielwode

Little is known of the Faerie Court of the Siel-
wode. Its ruler, Emerald Queen lIsaelie, seems
to hold great power in her kingdom, but sheuses
it sparingly. She sealed off the borders of the
Sielwode to humans (even though she truly feels
no direct animosity toward them), and her
stealthy hunters enforce her will as law. Still,
they do not kill humans on sight—though the
elves refuse to suffer them walking freely
through the realm.

It seems in this elven kingdom, rulership is a
burden, not a privilege. The Emerald Queen
spares her elves the worries of the world by tak-
ing them all upon herself. She uses her realm
spells and conventional magics to keep humans
from encroaching on the realm’s borders, but
knows full well that the Sielwode cannot remain
inviolate forever.

the realm of rhoubhe

One of the great elves out of the distant past,
Rhoubhe Manslayer continues his own private
gheallie Sidheagainst humanity. While most
other elven realms have made peace (however
uneasy) with the humans, Rhoubhe’s domain is
populated by elves who still desire the utter de-
struction of humans.

In order to keep his elves’ hate flowing,
Rhoubhe has established a near-complete dicta-
torship in the realm that bears his name. No ad-
visers hold sway, and he has no thought for an
heir or a dynasty. He trusts in his own hate and
his elven immortality to outlast the humans who
invaded and changed Cerilia forever.

In Rhoubhe’s realm, what he says goes. Some
of his greater henchmen (he holds none dear
enough to appoint lieutenants) may question
him, but only very carefully, for Rhoubhe’s awn-
shegh blood drives him to acts of violence
against any who gainsay him.

elven realms in
general

As the examples indicate, most elven realms em-
ploy monarchy as their primary form of govern-
ment. Since elves do not have their own gods and
do not worship human or other deities, they do
not believe in divine right. EIf regents sometimes
have to prove their worth to their populace—be-
fore and after donning the crown. Still, heredity
does play a part in the lineage of most elf regents.

This fact does not disturb most elves, as they
don’t necessarily consider kingship and regency
as privilege. Ruling a kingdom is a hard job to
which few elves aspire. While a human peasant
might fantasize about someday becoming a
knight or even a lord, and a knight or lord might
aspire to regency, elves generally long for more
freedom and time to enjoy the wonders of the
world. The rulers of the elves have less freedom
than their subjects and must live with responsi-
bility. The chaotic nature of most elves must be
suppressed in a would-be king, or he will run his
domain into ruin.

dwacrves

While several dwarf communities exist on the
continent of Cerilia, three provide adequate ex-
amples of truly dwarven realms. These realms
are, and always have been, ruled by dwarves who
hold their race’s ancient traditions
sacrosanct-but in slightly different ways.

baruk-azhik

Grimm Graybeard has served for many years as

overthane, or king, of Baruk-Azhik. His

thanes, or lieutenants, rule four of the five

provinces in his realm for him. While the

overthane has the last word in all deci-

sions, the council of thanes seldom lets

any decision pass without discussion.
Dwarves are a lawful folk who have

very conservative ideas about gov-

ernment. Each dwarf in Baruk-

Azhik knows his place in so-

ciety, and each expects all

the others to fulfill

their places. The

overthane

makes

de-
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cisions based upon this belief, and Baruk-Azhik
is an orderly, well-run realm because of it.

Those who control temple and guild holdings in
Baruk-Azhik seldom trouble the overthane.
While guildmaster Diirk Watershold sometimes
flaunts the traditional “closed border” policy of
the overthane, both he and the high priest stand
firmly behind the overthane when it counts. Oth-
erwise, they do not interfere in the realm regent’s
governance of the kingdom.

daikhur Zhigun

To the dwarves of Baruk-Azhik, the government
of Daikhur Zhigun may seem a little primitive.
The clan leaders of the dwarves in the Twin
Fortresses have more say in the government and
participate more actively than do the thanes of
Baruk-Azhik. The king of Daikhur Zhigun rules
because he heads the largest clan in the realm.
Traditionally, the leader of the church of Moradin
comes from the second-largest clan, and that
dwarf serves as the king’s second-in-command.

Tradition governs Daikhur Zhigun as tightly as
its realm regent governs the kingdom. While the
dwarves of the Twin Fortresses interact more
with the outside world than do those of Baruk-
Azhik, they tend to be even more conservative in
their internal dealings. The government resem-
bles that of the Rjurik humans: Individual clan
leaders speak nearly as loudly at council as does
the king.

khucin-azur

Unlike the other two dwarven kingdoms de-
scribed here, Khurin-Azur maintains a true
hereditary monarchy. Stonelords have ruled the
three provinces of Khurin-Azur for uncounted
generations.

Beset by enemies on many fronts, Khurin-
Azur has become a very militaristic kingdom.
It maintains a strong army and Tjorgrim
Stonelord, the ancient battle-scarred war-
rior-king of the realm, has two dukes
(vassals) who help keep the provinces
secure. If Tjorgrim were not such an
accomplished warrior himself, the
people would demand he appoint

a warlord to lead the armies.
Even though the
Stonelord rules his
kingdom ab-
solutely, he

fosters
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the support of the priesthood of Moradin and the
guilds. Both the temple and guild holdings of the
realm are more military-oriented than those of
other dwarven realms. In fact, the Stonelord en-
courages the priests in his realm to maintain a
small standing army.

Hereditary governments depend on tradition,
but Khurin-Azur demands competency as well.
Many appointed positions exist within the
realm—dukedoms and lieutenancies must be
earned. Weak Stonelords have existed in the
past; their rules have been short and unpleasant.

other dwarven
colonies

Dwarves tend to be family-oriented, traditional,
and conservative—and they like to be left alone.
While dwarves may trade with other races, they
prefer to keep their own dealings (particularly in
government) to themselves. The dwarves of Mur-
Kilad have been dominated by the Gorgon for so
long they have lost much of their identity, but
this is an exception to the dwarven rule.

More pockets of dwarves and dwarven commu-
nities exist in Cerilia than anyone suspects.
Every region of the continent has at least one
group of dwarves somewhere. Single clans or
even families compose most of these tiny settle-
ments, and much of their energy seems devoted
to going unnoticed by the humans and other
races of the area.

Some dwarves do live among men, elves, or
even the humanoid races. In the Brecht realm of
Dauren, for example, dwarves fleeing the domi-
nation of the Gorgon set up a small colony many
centuries ago. When they encountered the
human miners of Brechtir in the mountains,
they quickly learned to work together and better
each other’s techniques. Now, though they live
under the aegis of human rule, the dwarves of
Dauren maintain their own traditions and their
own leaders.

the tradriions of the
dwarves

The dwarves of Cerilia tend to be hot-blooded
but stubborn, conservative but inventive, and
greedy but fair. Dwarves often have complicated
traditions and laws meant to defeat their own
inner natures. Rather than fight endless feuds or
hold grudges into the next millenia, most
dwarves would rather submit to a complex but
complete set of laws. Such a code keeps the indi-



vidual clans from fighting among themselves and
keeps the business of the dwarves on track.

As a result, dwarves tend to think of their clans
first, their kingdoms second, and their individual
interests last. While it is true that a lone dwarf,
adventuring or trading on his own, can seem self-
centered or easily bruised by insult, that attitude
arises out of his belief in tradition. The individual
dwarf, out in the world, thinks of himself as a
representative of his people—and those he en-
counters as representatives of their peoples. So,
when one dwarf has a bad experience with, for
example, a Rjurik trader, he spreads the word
that Rjurik traders are bad. The same thing holds
true for governments. If the dwarves of Baruk-
Azhik have a negative encounter with guilders
from Rohrmarch, they will hold a grudge against
all the people of Rohrmarch—and perhaps all the
Brechts as well.

Since these opinions can be formed out of sin-
gle encounters, dwarves have complex traditions
and procedures regarding contact and dealings
with peoples of other races. Only through slow
and careful interaction can human or other gov-
ernments make alliances with dwarven king-
doms. And dwarves never forget a promise
kept—or a promise broken.

halﬂings

Though halflings live all over Cerilia—in all the
human regions and even among some of the
elven domains—they maintain only one known
realm on the continent. This realm must suffice
as an example of typical halfling government,
though the government may be a product of the
realm’s surroundings.

the burrows

This five-province realm existed long before the
humans, or even the elves, of southern Brechtir
and northern Khinasi noticed it. Quiet and pleas-
ant, the Burrows does not close its borders to
outsiders, but it somehow discourages the types
of problems frequently encountered by other
small kingdoms.

An outsider visiting the Burrows—especially a
human outsider—would have a hard time notic-
ing the halflings’ government. A council rules the
realm, headed by an elected leader; others who
control holdings try to support the council and
the realm regent on those few occasions when
their backing becomes necessary.

The halflings, however, have a strong ability to

make other races underestimate them. Looking
back through the past few centuries, wars and
political conflicts have swept over the region
around the Burrows, yet the halfling realm re-
mains markedly untouched. Coincidence can ac-
count for only so much good fortune.

For the most part, the individual halflings of
the realm govern themselves. They farm, they
fish, and they build, giving little thought to gov-
ernment or defense. Still, they respond quickly
when they have to—the last halfling mustering
took less than a day and discouraged raiders dri-
ven out of the Sphinx’s realm from preying on the
“defenseless” halflings.

halﬂings throughout

[ ] [ ]

cerilia

Halflings make their homes—as individuals, as
small families, and even as tiny communities—in
all parts of the continent. They usually ignore
human or elven law as long as it ignores them,
but they respect its presence and take care not to
cause disruptions in its practice. When halflings
do get noticed by their neighbors, they present
themselves as cooperative, energetic, and cheer-
ful.

It isn’t surprising, then, that more than a few
halflings have found places of importance in sev-
eral realms. In Muden, for example, a halfling
guildmaster serves as a lieutenant to the Count of
Miden, and his niece runs a small temple (not to
mention a secret guild of thieves). Other halflings
work their way into human dealings as well, usu-
ally as merchants or scouts. While some humans
may have trouble accepting the diminutive folk as
figures of authority, the exceptional halfling that
becomes one seldom needs to prove himself a sec-
ond time.

humanoids

Gnolls, goblins, orogs, and a few other
humanoid races live in organized soci-
eties throughout Cerilia. Their main
goal seems to be the destruction

of other peoples—and if they

can’t destroy their neigh-

bors, they quickly go to

work on each other.
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goblins

Perhaps the most numerous of the social hu-
manoids, the goblins also tend to be the best or-
ganized. Individually small and unimpressive,
they breed—and fight—Ilike rats, with little or no
remorse for their lost comrades.

Though humans know little of Thurazor, the
goblin kingdom in Anuire, it does appear to be
the most civilized of all the known goblin king-
doms. Driven by necessity and the unusual wis-
dom of their leaders, the goblins of Thurazor
maintain their kingdom carefully. They focus on
making their realm strong and safe for gob-
linkind—in the hope that someday they can ruin
their neighbors through cunning and goblin-
strength.

The King of Thurazor rules by virtue of being
old, canny, and dangerous. He keeps his lieu-
tenants close; they keep their enforcers even
closer. They punish those goblins who resort to
chaotic and destructive ways, and the king fo-
cuses all goblin aggression into other passions or
outwards.

Fortunately for Thurazor’s neighbors, even civ-
ilized goblins cannot cooperate completely. The
king’s main occupation involves keeping his re-
gency. His most trusted advisers and lieutenants
are also his most bitter rivals—as expected. The
goblin king wants only the smartest and toughest
goblins by his side—and he anticipates that they
will want his throne.

Regicide is the prefered method of passing on
the kingship in Thurazor, and no goblin wants to
change that. In a way, Thurazor’s method of se-
lecting a leader seems more enlightened than
that of many lands. If a goblin proves smart

enough, fast enough, and strong enough, it
doesn’t matter who his parents were or
whether he can win favor with a collection of
nobles. True ability (and more than a little
luck) wins the monarchy of Thurazor.

OfO(g'S

The orogs of Cerilia maintain few
known kingdoms. Organized in
bands and small clans
throughout the conti-

nent, the fierce and
independent na-

ture of the
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orogs keeps them from building secure domains.
Their realms seem to thrive only in places where
they can maintain constant war with their neigh-
bors.

Such circumstances exist within the Iron Hand
Tribes of Khinasi and in the Blood Skull Barony
of the Rjurik Highlands. Orogs also maintain a
strong presence among the Urga-Zai goblins,
within the Gorgon’s Crown, and in the Or-
lenaskyy Mountains among the Sword Rust
Tribes.

Orogs have a very primitive view of govern-
ment: The strong rule, the weak obey. A corollary
to this rule seems to be: The weak plot to become
the strong so that they can rule. Stable govern-
ment has never been a trademark of orog society.

Thrakkazz the Scarlet Baron (of the Blood
Skull Barony) has kept his rule for 10 years—
longer than most orog chieftains can conceive
possible. He somehow managed to find trustwor-
thy lieutenants and vassals among his followers
and uses them to subjugate the lesser orogs and
other humanoids in the area. It helps that the
Blood Skull Barony is literally surrounded by en-
emies. Its only “safe” border seems to be the
small southern one abutting the Giantdowns-and
rumblings from the awnshegh Ghuralli have
made this safety questionable.

gnolls

Gnolls, like orogs, tend toward brutal governance
and unstable realms. The Black Spear Tribes of
Khinasi actually serve the Lost sorcerer el-
Sheghul. Garak zul Turbun, Great Yhan and
chieftain of the Black Spear Tribes, believes him-
self to be the ruler of the chaotic gnoll bandits of
this region, but he deludes himself. Without the
sorcerer behind him, Garak’s realm would have
dissolved into chaos years ago.

Organized groups of gnolls do form realms
from time to time. The Gnoll Fells humanoids in
Vosgaard actually have a permanent temple to
Yeenoghu, run by a gnoll priest. They maintain
constant conflict with most of their neighbors,
which allows their leaders to “weed out” potential
troublemakers by sending them to the front lines.

Gnoll realms, when they do exist, assume
predatory roles. As long as the gnoll leadership
can direct its warriors’ chaotic and destructive
energies outward, the domain survives. When the
gnolls fail in their conquests (or succeed too
well), hostilities turn inward, usually with disas-
trous consequences.



other humanoids

Trolls, giants, and other humanoid races main-
tain little if any social structure. Even the very
small domains are the exception rather than
the rule.

Often, solitary or small groups of humanoids
can be found dominating or serving goblins or
evil humans. Sometimes, whole bands of trolls
might enlist as mercenaries, fighting under the
flag of the Gorgon or another powerful awn-
shegh.

When the humanoids of Cerilia form govern-
ments, they often follow the “strongest will rule”
method of kingship. Their tenures as kings tend
to be brief, and their kingdoms last about as
long as their lives.

a final note
on government

In Cerilia, governmental evolution has been
slow. Often dependent upon strong traditions
and the passing of divine bloodlines, govern-
ments remain much the same as they did hun-
dreds of years ago. In some lands, particularly
in Brechtiur and Khinasi, the common folk have
begun to raise their voices and be heard by the
nobles. But it is a slow process—true democ-
racy, socialism, and other forms of government
seem far in the future of Cerilia. Enlightened
and feudal monarchies, parlimentary aristocra-
cies, and similar governments will rise and fall
many times before more advanced ideals can be
embraced.
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the blood
of kings

—
|-

“The blood of Anuire, of Cerilia, flows through your
veins, my son. You and the land share the same his
tory, the same blood, and the same life. If you die,

the land dies and the empire falls.

“Unite the land, nuture it, and care for it, be -
cause when a man is separated from the land, he is

nothing.”
— The last words spoken by Roele,
first Emperor of Anuire

—
I

B loodlines and blood abilities mean more
than power to the Cerilian scion. They imbue
each blooded character with distinction—a sign
that proclaims to the world that this person is
destined to do something For good or evil, better
or worse, a scion links himself to the land the day
he inherits a bloodline.

His actions will affect the world.

The blood of Cerilia affects the scion as well.
Regents, especially, find themselves manipulated
by their bloodlines. Few scions of Anduiras can
resist the call to battle; those of Reynir’s blood
hearken to the trees and animals of the forest.

And of course, Azrai’s evil taint compels the

unwary and unfortunate, corrupting their
hearts and minds against the good of the peo-
ple Cerilia.

This chapter presents some new and re-
vised information about bloodlines and
blood abilities. It also provides easier-to-
use blood ability tables, organized by
bloodline and strength, that include
abilities not detailed in the
BIRTHRIGHT Rulebook Finally, it
explains long-range effects
bloodlines can have on their
scions—especially scions

of Azrai.
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passing
bloodlines

When a scion has a child, that child gains a
bloodline with a strength, score, and derivation
that reflects those of his parents.

If two scions have a child, his bloodline score is
determined by averaging the scores of his par-
ents. The child receives the bloodline strength
and derivation of the parent with the highest
bloodline score. So if a scion of Brenna with a
great bloodline and a strength score of 30 has a
child with a scion of Reynir who has a major
bloodline of 40, the child has a bloodline of
Reynir, major, 35.

Should a scion have a child with an unblooded
person, the child gains the bloodline strength and
derivation of his blooded parent, but only half the
parent’s bloodline strength score (round up).
This number results from averaging the two
bloodline strength scores—one a number greater
than zero, the other zero.

increasing bloodline
srfeng‘th

Bloodlines are measured by strength (a word:
tainted, minor, major, grat, or true) and score (a
number). The score is a rules mechanic used by
players; the strength is largely a role-playing term
for reputation used by characters. For example, a
player would attempt to increase his PC'’s score
to 29 so he could roll on a table to gain additional
blood abilities or reap some other measurable re-
ward. His character, on the other hand, perhaps a
noble arranging a marriage for his daughter,
would not look favorably upon a prospective
groom for his “bloodline of 46” but for his fam-
ily’s “great bloodline.”

Scions may increase their bloodline scores by
committing bloodtheft or careful rulership
(spending Regency Points); this much is known.
Other methods for increasing scores may exist as
well. However, no purely mechanical means can
increase a scion’s bloodline strength(from tainted
to minor, for example, or minor to major).

Yet many scions aspire to better bloodlines.
One might want to restore the grandeur of a
noble family whose bloodline strength has suf-
fered over the years due to ill-considered mar-
riages. Another might want to increase his blood-
line strength for status. Such an accomplishment



is possible, though very difficult.

The first step toward increasing a scion’s blood-
line strength lies in his bloodline score. The scion
must somehow increase his score past the maxi-
mum possible for his current bloodline strength.
(To find this number, see Table 10: Bloodline
Strength in the BIRTHRIGHT Rulebook) In doing
so, he must also increase his bloodline score by at
least 10 points, a symbol of his increased reputa-
tion.

For example, Kael has a tainted bloodline with
a strength score of 12. Normally, he would have
to increase it to 17, since the maximum tainted
bloodline score is 16 (4d4). However, he has to
work harder because he already had a relatively
high tainted bloodline score. He must increase
his bloodline score to at least 22.

Once the scion raises his score sufficiently, he
then must prove to the DM that he is worthy of
increasing his bloodline strength. If the scion
goes on heroic quests (or, if he is evil, performs
infamous deeds) and accomplishes legendary
feats that help tie him to the land and legend of
Cerilia, the DM allows him to increase his blood-
line strength. So, after Kael raises his bloodline
score to 22, if he completes heroic deeds he
could increase his bloodline from tainted to
minor.

Of course, the DM might require special, spe-
cific services from the scion before allowing this
to happen. Think of the quest to increase one’s
bloodline strength as a particularly notable
deed—it happens infrequently and always con-
tains the stuff of legend. Advisers and seers can
point out how other scions may have accom-
plished this feat, but no one can say for sure what
caused the increases to occur.

Note: No bloodline can be increased in
strength more than once per generation; this
should indicate how difficult a feat it is to
achieve. The quest or deeds that cause this in-
crease to happen should reflect a lifetime of
achievement—though the scion may continue ad-
venturing afterwards. (At the DM'’s discretion,
scions with the long life blood ability can increase
their bloodline strength more than once, but
each increase should require several centuries.)

Special Note: Under no circumstances can a
great bloodline be increased to true. The only
true bloodlines come from heroes and villains
that were actually at the Battle of Deismaar. True
bloodlines may be found among scions born to
the current generation of Cerilia, but these
should be rare and special occurances.

repecrcussions of
Increasing a

bloodline

Scions who increase their bloodlines cause rip-
ples on the surface of Cerilia. Only characters
with special abilities or spells can detect a blood-
line—not to mention its strength or derivation—
but when someone increases a bloodline, the
change becomes known. The scion’s improved
reputation impresses most people—it increases
the number of henchmen he can have, the upper-
level limit on lieutenants he can recruit, and gen-
erally makes him more famous throughout the
land.

But bad things happen as well. The blood
hunters—characters like the Gorgon or lesser
awnsheghlien who seek out scions and kill them
for their bloodlines—find out about the scion’s
change in status and are attracted by it. They see
a bloodline that has just increased as a potential
supplement to their own.

blood ability
tables

Before using these new blood ability tables, one
must first ascertain the character’s bloodline de-
rivation and strength as described under “Blood-
lines” in the BIRTHRIGHT Rulebook Then simply
roll on the correct table to determine which
blood abilities the character possesses.
These tables have a key that explains where to
find the description of any blood ability:
* Unless otherwise noted, the blood ability is
explained in the BIRTHRIGHT Rulebook
e *Starred abilities are described in the
BLoob ENEMIES accessory.
 Boldface entries are new abilities de-
scribed in this chapter.
e ltalicized entries are considered sig-
nature blood abilities. (See discus-
sion later in this chapter for more
information about signature
ablities.)
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table z:
azrai blood abilities

Table 1:
anduiras blood abilities

Subtable A (Anduiras, Minor) Subtable A (Azrai, Minor)

d100 Ability d100 Ability
01-11 Animal Affinity 01-04 Alertness
12-18 Bloodmark 05-16 Animal Affinity
19-25 Courage 17-25 Bloodmark
26-31 Detect Lie 26-29 Death Touch*
32-37 Detect Life* 30-32 Detect lllusion
38-49 Enhanced Sense 33-38 Detect Life*
50-57 Healing 39-51 Enhanced Sense
58-69 Heightened Ability 52-64 Heightened Ability
70-75 Iron Will 65-70 Iron Will
76-84 Long Life* 71-82 Long Life*
85-91 Major Resistance* 83-88 Major Resistance*
92-98 Resistance 89-91 Poison Sense
99-00 Unreadable Thoughts 92-98 Resistance
99-00 Unreadable Thoughts
Subtable B (Anduiras, Major)
d100 Ability Subtable B (Azrai, Major)
01-13 Animal Affinity d100 Ability
14-21 Battlewise 01-04 Alter Appearance
22-25 Bloodtrait* 05-15 Animal Affinity
26-32 Courage 16-22 Battlewise
33-38 Detect Life* 23-47 Bloodform*
39-43 Divine Aura 48-52 Charm Aura*
44-49 Divine Wrath 53-55 Death Touch*
50-62 Enhanced Sense 56-59 Detect Life*
63-70 Healing 60-69 Enhanced Sense
71-82 Long Life* 70-71 Fear
83-89 Major Resistance™* 72-82 Long Life*
90-93 Protection From Euvil 83-88 Major Resistance™*
94-00 Resistance 89-92 Persuasion
93-98 Resistance
Subtable C (Anduiras, Great) 99-00 Wither Touch*
d100 Ability
01-12 Animal Affinity Subtable C (Azrai, Great)
13-16 Bloodtrait* d100 Ability
17-26 Courage 01-08 Animal Affinity
28-40 Detect Life* 09-16 Berserker’s Blood
41-46 Divine Aura 17-34 Bloodform*
47-48 Elemental Control 35-39 Charm Aura*
49-60 Healing 40-45 Detect Life*
61-78 Long Life* 46-49 Divine Aura
79-88 Major Resistance* 50-53 Invulnerability*
89-90 Regeneration 54-65 Long Life*
91-00 Resistance 66-71 Major Regeneration*
72-77 Major Resistance*
78-79 Regeneration
80-85 Resistance
86-87 Shadow Form
88-90 Touch of Decay
91-98 Travel
99-00 Wither Touch*
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table 3:
basaia blood abilities

d100

01-05
06-16
17-23
24-26
27-29
30-35
36-47
48-55
56-67
68-72
73-80
83-91
92-98
99-00

d100

01-12
13-16
17-21
22-27
28-33
34-37
38-42
43-56
57-65
66-70
71-82
83-89
90-92
93-00

d100

01-12
13-17
18-24
25-33
34-37
38-39
40-49
50-55
56-66
67-80
81-88
89-95
96-00

Subtable A (Basaid, Minor)
Ability
Alertness
Animal Affinity
Bloodmark
Detect Illusion
Detect Lie
Detect Life*
Enhanced Sense
Healing
Heightened Ability
Light of Reason
Long Life*
Major Resistance*
Resistance
Unreadable Thoughts

Subtable B (Basaia, Major)
Ability
Animal Affinity
Bloodtrait*
Character Reading
Charm Aura*
Detect Life*
Divine Aura
Divine Wrath
Enhanced Sense
Healing
Light of Reason
Long Life*
Major Resistance*
Protection From Evil
Resistance

Subtable C (Basaia, Great)
Ability
Animal Affinity
Bloodtrait*
Charm Aura*
Detect Life*
Divine Aura
Elemental Control
Healing
Invulnerability*
Light of Reason
Long Life*
Major Resistance*
Resistance
Travel

table 4:

brenna blood abilities

d100

01-05
06-17
18-22
23-29
30-33
34-37
38-44
45-57
58-70
71-82
83-89
90-98
99-00

d100

01-05
06-17
18-21
22-26
27-33
34-42
43-54
55-62
63-77
78-84
85-88
89-92
93-00

d100

01-14
15-20
21-28
29-37
38-47
48-67
68-77
78-87
88-90
91-00

Subtable A (Brenna, Minor)
Ability
Alertness
Animal Affinity
Blood History
Bloodmark
Detect Illusion
Detect Lie
Detect Life*
Enhanced Sense
Heightened Ability
Long Life*
Major Resistance™*
Resistance
Unreadable Thoughts

Subtable B (Brenna, Major)
Ability
Alter Appearance
Animal Affinity
Bloodtrait*
Character Reading
Charm Aura*
Detect Life*
Enhanced Sense
Home Hearkening
Long Life*
Major Resistance*
Persuasion
Protection From Evil
Resistance

Subtable C (Brenna, Great)
Ability
Animal Affinity
Bloodtrait*
Charm Aura*
Detect Life*
Home Hearkening
Long Life*
Major Resistance*
Resistance
Shadow Form
Travel
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table 5:
masela blood abilities

d100

01-15
16-20
21-28
29-32
33-27
28-35
36-42
43-60
61-81
82-88
89-97
98-00

d100

01-15
16-19
20-27
28-32
33-39
40-54
55-72
73-76
77-80
81-90
91-00

d100

01-20
21-29
30-40
41-46
47-50
51-69
70-74
75-85
86-00
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Subtable A (Masela, Minor)
Ability
Animal Affinity
Blood History
Bloodmark
Detect lllusion
Detect Lie
Detect Life*
Direction Sense
Enhanced Sense
Long Life*
Major Resistance*
Resistance
Unreadable Thoughts

Subtable B (Masela, Major)
Ability
Animal Affinity
Bloodtrait™
Detect Life*
Divine Aura
Divine Wrath
Enhanced Sense
Long Life*
Major Resistance*
Protection From Evil
Resistance
Sea Song

Subtable C (Masela, Great)
Ability
Animal Affinity
Bloodtrait*
Detect Life*
Divine Aura
Elemental Control
Long Life*
Major Resistance*
Resistance
Travel

table 6:
reynir blood abilities

d100
01-03
04-15
16-20
21-23
24-26
27-31
32-33
34-44
45-54
55-62
63-74
75-78
79-89
90-93
94-95
96-99
00

d100

01-13
14-17
18-26
27-31
32-45
46-58
59-67
68-82
83-87
88-92
93-00

d100

01-14
15-18
19-26
27-32
33-34
35-47
48-57
58-73
74-79
80-87
88-90
91-00

Subtable A (Reynir, Minor)
Ability
Alertness
Animal Affinity
Bloodmark
Detect Illusion
Detect Lie
Detect Life*
Direction Sense
Enhanced Sense
Forest Walk
Healing
Heightened Ability
Iron Will
Long Life*
Major Resistance*
Poison Sense
Resistance
Unreadable Thoughts

Subtable B (Reynir, Major)
Ability
Animal Affinity
Bloodtrait*
Detect Life*
Divine Aura
Enhanced Sense
Forest Walk
Healing
Long Life*
Major Resistance*
Protection From Evil
Resistance

Subtable C (Reynir, Great)
Ability
Animal Affinity
Bloodtrait*
Detect Life*
Divine Aura
Elemental Control
Forest Walk
Healing
Long Life*
Major Regeneration*
Major Resistance*
Regeneration
Resistance



table 7:
vorynn blood abilities

Subtable A (Vorynn, Minor)
d100 Ability
01-14 Animal Affinity
15-20 Blood History
21-28 Bloodmark
29-32 Detect lllusion
33-36 Detect Lie
37-49 Enhanced Sense
50-62 Heightened Ability
63-70 Long Life*
71-78 Major Resistance*
78-86 Mebhaighl Sense
87-96 Resistance
97-00 Unreadable Thoughts

Subtable B (Vorynn, Major)
01-05 Alter Appearance
06-23 Animal Affinity
24-29 Bloodtrait*
30-35 Character Reading
36-43 Divine Aura
44-58 Enhanced Sense
59-66 Long Life*
67-75 Major Resistance*
76-84 Mebhaighl Sense
85-89 Protection From Evil
90-00 Resistance

Subtable C (Vorynn, Great)
d100 Ability
01-15 Animal Affinity
16-26 Berserker's Blood
27-31 Bloodtrait*
32-38 Divine Aura
39-45 Invulnerability*
46-52 Long Life*
53-61 Major Resistance*
62-75 Mebhaighl Sense
76-90 Resistance
91-00 Travel

b’l’lr)°
Each new blood ability described here may be
carried by any character of the appropriate
bloodline. These abilities appear on the tables in

this book, but at the DM’s discretion may be sub-
stituted for blood abilities rolled on other tables.

Berserker’s Blood Great
Derivations: Azrai, Vorynn

Few on Cerilia doubt that this blood ability ini-
tially came to the Vos as a gift from Azrai. Still, it
somehow managed to manifest in Vorynn’s heirs
as well. The Vos blessed with this blood ability
see it as a sign of strength, and those who still
worship Vorynn perceive it as a mark of forgive-
ness for their race’s past transgressions.

Scions with this ability can surpass the limits of
mortal endurance and battle after other mortals
would have died at the hands of their enemies.
When a scion with the berserkes bloodability suf-
fers enough damage that his hit points fall to zero
or lower, he can make a saving throw vs. death
magic in an attempt to keep fighting. The scion
may add 1 point to his saving throw for every two
levels of experience he has achieved.

If the saving throw is successful, the scion goes
into a berserk fury. The scion may fight only with
melee weapons or bare-handed, and will attack
the nearest opponent single-mindedly. When he
defeats that opponent, he moves on to another.
When he runs out of opponents, he must make a
saving throw vs. petrification or continue attack-
ing the nearest living being (friends included).

The scion continues to fight until he runs out of
people to attack, he is somehow healed to above
zero hit points, or he suffers damage beyond zero
equal to his bloodline strength score. Should this
last condition occur, he falls into a coma. If he
cannot be brought to positive hit points within
two rounds, the scion dies.

If the scion receives enough healing to bring his
hit points above zero, he lapses into a deep—but
normal—sleep. He must rest for twice the num-
ber of rounds he spent fighting at zero or fewer
hit points, or make a system shock check every
round he acts. If he fails the check, he dies im-
mediately.

After recovering from the berserker fury, the
scion must make a final saving throw vs. paralysis
to determine whether he suffered any long-term
damage. If he fails, he loses one point of his
bloodline strength permanently. (It may be
earned back in the normal course of game play,
but cannot be brought back by a restoration

spell.)

Forest Walk Minor, Major, Great
Derivations: Reynir

Scions can use this ability to harmonize with
the forest, moving through it without affecting it.
A character with the minor ability may pass
through any light, medium, or heavy forests at no
penalty to his normal movement rate. No normal
tracking ability (such as that of rangers) can dis-
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cover his trail—as per the priest spell pass without

trace All natural tracking abilities, such as the
sense of smell possessed by hunting hounds, are
also useless.

At major power, this ability grants the scion re-
sistance to magical forms of tracking. The scion
gains 5% resistance per experience level when-
ever he is in forest terrain. This resistance applies
equally to spells or magic items (such as a crystal
ball) that could be used to locate or track him.

As a great ability, forest walk enables a scion to
enter the edge of any forest and, after walking
through it for a certain number of hours (24
minus one-half his experience level), emerge
from the same forest at any point desired. For
example, a 10th-level character entering the Ael-
vinnwode in northern Taeghas could walk for 19
hours and emerge anywhere along the Aelvinn-
wode’s borders—as far away as northern Tu-
arhievel or even back where he started.

During the time the character moves through
the forest, he travels in a normal manner. He may
make rest stops (for no more than fifteen or so
minutes at a time) and have encounters, and he
will pass through provinces one at a time. But at
the moment his walk ends, he instantaneously
teleports to his chosen destination.

Note: The scion must decide his destination
when he enters the forest. If he changes his mind
during his forest walk, he may continue traveling
normally or reenter the forest to begin a new for-
est walk.

Scions possessing this ability at major or great
power gain the benefits of the lesser powers as
well.

Home Hearkening
Derivation: Brenna
A regent with this blood ability has an even
stronger connection to the land and holdings he
rules than do most regents. As a major ability,
home hearkening remains a mostly dormant
ability while everything goes well in the re-
gent’s domain. However, if any of the hold-
ings experience a challenge or threat (such
as a contest domain action or monster
random event), the regent immediately
feels uncomfortable and needed. The
feeling persists until the regent (or
someone else) settles the matter.
No range limit for this ability
exists—as long as the re-
gent lives and has ac-
cess to this blood
ability, he’ll

know

Major, Great
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when trouble threatens any of his holdings.

As a great ability, home hearkening enables the
regent to do something about the situation from
afar. Presumably, the regent maintains ties with
family members, extremely close friends, vas-
sals, and lieutenants within his realm. The regent
can, after feeling the disquiet caused by unrest
in a province or holding he controls, project this
feeling and his desire for action to one of those
people. No two-way communication is possible,
but the regent empathically may make his
wishes made in a general way. As a result, the re-
gent can respond to threats in his realm while
hundreds—or even thousands—of miles away.

Note: Nonregent characters, too, may possess
this ability. They initially feel a tie to their home-
lands but can, over time, redirect this tie to any
semi-permanent base (the scion usually must live
in an area for at least six months before the tie
binds). The scion, of course, cannot perform do-
main actions and has links to family members or
extremely close friends only, but he still experi-
ences disquiet when trouble appears.

Light of Reason
Derivation: Basaia

Characters with this ability can use the power
of the former sun goddess to light their surround-
ings. A scion who calls upon this ability actually
radiates light as described below.

At minor power, this ability functions as a light
spell with the scion as its center. The character
can create a sustained glow of artificial light for a
number of turns equal to the character’s level.
Scions may call on this ability up to three times
per day.

As a major ability, light of reason functions as
above. In addition, once per day the scion can
generate a brilliant instantaneous flash of light.
Anyone within a 30-foot radius must succeed at a
saving throw vs. paralyzation or suffer blindness
for a number of rounds equal to half the charac-
ter’s level (round up). Scions with the light of rea-
son at any degree (minor, major, or great) are im-
mune to the effects of this flash when generated
by themselves or another scion with the same
ability. Other characters who anticipate the flash
(such as fellow adventurers who have been
warned) can avoid the effect by averting their
eyes.

Scions with this ability at great power can gen-
erate both the sustained glow and the flash as de-
scribed above. However, in doing so they actually
radiate sunlight. This light affects undead and
other creatures hindered by sunshine exactly as if
it came directly from the sun itself.

Minor, Major, Great



Mebhaighl Sense
Derivation: Vorynn

Scions with mebhaighl sense are particularly in
tune with the natural magic of Cerilia. With a
minor ability, the character can tell whenever
someone casts any type of wizard or magician
spell within a 100-yard radius. He feels a tug in
the general direction of the spellcasting, but
gains no more information.

With the major power, the scion has access to
the minor power but also gains the ability to de-
termine what school of magic has been cast—im-
mediately and instinctively. If the character has
no real knowledge of magic (in other words, he
doesn’t know the names of individual schools of
magic), the DM should describe to him the type
of magic he feels. For example, if someone were
to cast a spell from the school of divination, the
DM could say that he feels as if someone were
watching him or probing the area in which he
stands.

With the great power, the scion gains both of
the above abilities and can also perceive whether
magic has been cast in a certain area in the re-
cent past. The scion can attune himself to an area
up to 100 yards in diameter. He can feel whether
any spells have been cast in the area and of what
school. The scion can sense magic cast within a
period of one week per experience level.

This ability enables a scion to sense realm spells
as well as conventional magic. If a realm spell has
been cast on a province the scion is in (or to
which he attunes himself within the time limit
above), the character learns that a realm spell
was cast, and from what school the magic de-
rives.

The scion cannot detect the casting or presence
of priest spells using this ability.

Minor, Major, Great

Sea Song Major
Derivation: Masela

Characters with this ability have a particular
affinity for the water and the sea. They can, on
occasion, interpret the “song of the sea” to gain
news and information from bodies of water.

The scion must stand near or in a large body of
water—such as a bay, sea, ocean, lake, or large
river. The scion can then ask questions of the
water, in much the same manner a priest asks
questions with a communespell. The questions
need to have simple answers (preferably “yes” or
“no” answers; otherwise the response will be
vague), and they must pertain to the water itself
or lands touched directly by the body of water.

Note: The ability’s area of effect is limited to
single bodies of water, not other bodies they
might empty into or adjoin. For example, using

sea song to talk to the water in the Dwarfhame
(an inlet on the eastern coast of the Krakennau-
richt) does no good if the scion seeks news con-
cerning the coastal provinces of Kiergard—he’'d
have to talk to the waters of the Dauren Arm in-
stead.

The scion may invoke this ability once per week
for every three levels of experience he has at-
tained, and ask one question per experience
level. The water answers as truthfully as it can,
but sometimes errs. In general, the water
“knows” more about water-related things:
whether ships sail on its surface, certain fish
swim within it, or whether a sea storm is brewing.

o
signarure
abilrties
The stamp of the old gods remains strong on the
scions of Cerilia. A few blood abilities may be in-
herited by scions of only a particular bloodline:
bloodform (Azrai), courage (Anduiras), death
touch (Azrai), fear (Azrai), forest walk (Reynir),
home hearkening (Brenna), light of reason (Ba-
said), mebhaighl sense (Vorynn), sea song
(Masela), touch of decay (Azrai), and wither
touch (Azrai). These blood abilities most closely
reflect the nature and concerns of the old god
who passed the blood ability on to his champi-
ons.

Some scions believe that a person possessing
one or more signature abilities of his bloodline
has some special gift or mission from the gods.
Since most signature abilities belong to the hated
bloodline of Azrai, however, this theory does not
bode well for Cerilia.

As a result of possessing a signature ability, a
scion may feel certain “pulls” toward or away
from actions of a particular nature. Some-
times, these mystic tugs steer the scion into
situations where he might use the ability in
a manner that seems fitting to the old
god from whom it is derived. In more
general cases, the pull simply guides
the character toward actions that
would seem consistent with the
old god’s nature.

This tendency can often
cause problems for
characters whose
personal mis-
sions,
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alignments, or character classes do not harmo-
nize perfectly with the bloodline they possess.
For example, a dwarf scion might have the
bloodline of Masela and the sea song blood abil-
ity. Although Cerilian dwarves do not have a
fondness for water, this particular dwarf might
“hear” the call of a babbling brook or the crash
of waves on a shore when his bloodline wants
him to get close to the water—an uncomfortable
situation for the dwarf.

playertips

Good role-players whose characters possess
bloodlines probably already attempt to work with
any dichotomy in their natures. Warriors with
Vorynn’s bloodline could develop an interest in
the workings of magic, or in the strategic applica-
tion of spells on the battlefield. Rogues possess-
ing the Anduiras bloodline derivation might de-
cide to become “honorable” thieves, stealing
from only the evil or “those who can afford the
loss.”

The pull of a signature blood ability can be used
to emphasize this possible contradiction. The
player might choose to use his signature ability
(or abilities) only when he thinks it should be
used—in a role-playing, rather than practical,
sense.

dm 11ps

DMs should not be shy about suggesting uses of
signature blood abilities that support the nature
of the god who supplied the bloodline in the first
place. They needn’t force players to go along
with these suggestions, but might indicate when
something “feels” right or wrong to the charac-
ters.

However, DMs should never allow the
bloodline to take the place of problem-
solving or moral debates. Players should
come to realize that the bloodline is not
a cognizant entity within them, but
rather a part of their own natures.
And it might not always encour-
age PCs to act in their best in-

terests.
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becomino an
awnsheg

The tug of Azrai’s bloodline may not be subtle.
Characters need not be born with signature
blood abilities of Azrai, or even Azrai’s bloodline
flowing in their veins, to be corrupted into
awnsheghlien. Any character touched by the
blood of Azrai—from within or without—risks
evolving into a monster of horrific power, regard-
less of his initial alignment or bloodline deriva-
tion.

Two clear ways exist for a character to become
an awnshegh. The first method has been docu-
mented only a few times—but perhaps has oc-
curred more often than people realize. When a
non-awnshegh Kills one of these powerful mon-
sters, that character’s own bloodline (if any) can
succumb to that of the awnshegh, provoking a
frightening transformation.

The second method takes more time but has
produced many more awnsheghlien. By giving in
to the blood of Azrai and acting in an evil (or
even merely a chaotic) manner, characters begin
to transform into a terrible monster. Awnshegh-
lien produced this way may develop quickly or
slowly, depending on the strength of Azrai’s
blood in their veins, the way they use their blood
abilities and bloodline, and the alignment to
which they adhere.

the short road

Facing an awnshegh in battle may be just the be-
ginning of an adventurer’s worries. If the awn-
shegh possesses great power and a high bloodline
strength, that creature’s power could, upon its
death, overcome the resolve of the truest hero
and cause a commoner, scion, or regent to be-
come an awnshegh himself.
No one is certain exactly how a character be-
comes an awnshegh through this method, but
rules can be extrapolated here. Use the following
guidelines to determine whether a character who
kills an awnshegh and commits bloodtheft on the
creature (in other words, stabs it through the
heart for the death blow) becomes an awnshegh.
. If the awnshegh’s bloodline score is equal to
or greater than its slayer’s, there is a chance
the character will become an awnshegh. If
the slayer’s bloodline score is greater than
the awnshegh'’s, no chance exists.

. Divide both characters’ bloodline scores by
6 (round up). Record the awnshegh’s num-



ber as attack diceand the slayer’s number as
defense dice

e  The character’s alignment affects his num-
ber of defense dice. If the character is good,
add one die to his number of defense dice. If
he is neutral, add nothing; if he is evil, sub-
tract one die from his defense dice. (Note:
If, in the DM’s opinion, a PC has not acted
in accordance with his alignment recently,
that may alter this modifier.)

. Both the character’s and the awnshegh’s
bloodline strength affects the number of
dice each will roll. If either has a tainted
bloodline strength, subtract one from the
number of attack or defense dice that char-
acter has. Apply no modifier for a minor
bloodline. For a major bloodline, add one
die; for a great bloodline, add three dice.

e The awnshegh (probably the DM) rolls a
number of eight-sided dice equal to his modi-
fied attack dice; the slayer rolls a number of
six-sided dice equal to his modified defense
dice. If the total number generated by the
awnshegh equalsor exceedsthe number gener-
ated by the slayer’s dice, the slayer becomes
an awnshegh (see below). If the slayer’s num-
ber is higher than the awnshegh'’s, bloodtheft
occurs normally and the character retains his
current bloodline derivation.

Becoming an Awnshegh: If a character loses the
defense of his bloodline, his bloodline derivation
immediately changes to that of Azrai. He gains
twicethe number of bloodline strength points he
would normally gain from commiting bloodtheft
against the awnshegh, but pays a terrible price.

First, unless the character is of good alignment
and (in the DM'’s opinion) has acted scrupulously
in accordance with that alignment during his ad-
venturing career, his alignment immediately
changes to that of the awnshegh he Killed (or
some evil alignment, if the awnshegh was one of
the rare neutral abominations of Cerilia). This
change may not be permanent (that’s for the DM
and player to decide), but it does happen now.

Next, the character could gain one or more blood
abilities from the awnshegh he slew. Consult Table
12: Blood Ability Acquisition in the BIRTHRIGHT
Rulebook using the scion’s new bloodline score. If
the bloodline strength points acquired by the scion
push his score past a new break point, roll to see if
he gains any new blood abilities.

If the scion does gain new abilities, they should
be those of the awnshegh he slew, if possible. The
strength of the ability may differ, but it should be
the same ability. (For example, if a scion kills an
awnshegh with the animal affinity ability at great

level, but rolls only a minor ability on the table,
he acquires the minor version of animal affinity.)
The DM may decide to give the character other
blood abilities instead of those possessed by the
defeated awnshegh, of course—but the process
usually occurs in this way.

Unfortunately, the scion may also lose some
blood abilities. Any abilities not available to the
character’s new bloodline disappear immediately.
Some abilities may change (the totem animal for
the animal affinity ability would change to a ser-
pent, for example). However, the scion gains re-
placement abilities. The player can simply re-roll
for blood abilities he lost (at the same strength)
on the Azrai tables included in this chapter. The
DM, however, may decide to choose blood abili-
ties for the character.

Regardless of how the character’s blood abili-
ties change, the scion goes through a physical
transformation almost instantly. The PC takes on
monstrous characteristics, usually determined by
the DM (with the player’s input), and may gain a
few special abilities. The specific changes often
reflect some of the character’s personality traits
or the abilities possessed by the awnshegh he
slew. A warlike character could gain natural
weaponry (such as claws, fangs, or a tail
weapon), while a stealthy scion might grow fur or
change his skin color (for camoflage). Most of
the game mechanics of these modifications
should be minimal (weapons might add 1d6 or so
points to hand-to-hand damage; stealth col-
oration could add 15 percentage points to a
thief’s hide in shadows chance or give a non-thief
that ability).

Over time, the DM may wish to increase some
of these abilities (fangs grow longer, fur grows
thicker) as part of the character’s development.
As always, however, there is a price. Newly
transformed awnsheghlien who use their abili-
ties in an evil or chaotic manner and do not
fight against the pull of Azrai’s bloodline con-
tinue to change dramatically. The Gorgon,
for example, began as a handsome human
man and degenerated over centuries into
a hideous monster. Maalvar the Mino-
taur, however, still retains human
characteristics—though with horns
and the body of a horse. Natu-
rally, exceptions to this rule
exist, but in general, the
outward appearance of
an awnshegh reflects
its inner nature.
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the path of evil

Characters with the blood of Azrai in their veins
seem destined to become awnsheghlien. The
blood tugs at them, tempting them to evil and
chaotic acts. The DM should “role-play” the
blood of Azrai in a character, advising the scion
to evil and chaotic deeds—at first subtley, then
strongly.

The blood rewards its victims. When a scion
with the blood of Azrai commits an evil or
chaotic act (or even just an especially brutal or
violent deed in the name of neutrality or good),
he may find himself “rewarded” by Azrai’s blood
in one of several ways. Some examples include:
e Characteristic incr ease: On rare occa-

sions, the blood may increase one of the
scion’s lowest ability scores (seldom
Charisma) by one point. This change rarely
happens more than once—unless the char-
acter gives himself over wholly to evil. The
scion, of course, does not know the danger
he courts; he may commit more heinous
acts in the hope of boosting his abilites yet
again. This is the hope of Azrai’s legacy.

. Bloodline incr ease: Scions usually in-
crease their bloodline scores by spending
Regency Points (if they have any) or by
committing bloodtheft. But Azrai’s blood
can reward its possessor for particularly
vile acts by raising the bloodline score one
point. This won’t happen often, but over
time it might make a difference.

e Special abilities: The blood of Azrai might
choose to award its bearer with new abili-
ties. At first, these rewards manifest sub-
tlely—the character might gain an ability
similar to a blood ability but much less pro-
nounced than one of even minor strength.
For example, scions of Azrai could have
the blood ability enhance sense. With this
ability they could see into and through
shadows without difficulty, decreasing the
chance that someone could hide in shad-

ows to surprise them. The blood might
begin to develop this ability in a charac-
ter, gradually enabling him to see bet-
ter in darkness or making the ability
come and go when the occasion

seems appropriate.

The DM may choose to

create other sorts of

“rewards” to
scions
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tempted toward evil. The rewards should sel-
dom be as powerful as those gained by actual
blood abilities—and may be only story-oriented
in nature.

Unfortunately for the scion, the blood exacts a
price for its rewards. The bloodform ability,
which engenders the physical transformation of
an awnshegh, can manifest at any time in a
scion of Azrai. Upon failing his first temptation,
the doomed scion begins a physical transforma-
tion. Usually, this transformation reflects the
nature of the reward. (Increased strength might
make the character look unnaturally large, while
a scion with a new perception ability could have
bulging or glowing eyes.) It should notbe as in-
stantaneous a change as the transformation
caused by killing an awnshegh and being over-
come by its power, but it should be immediately
noticeable.

These transformations may at first be easily
masked or hidden by wary scions. Those who
embrace the blood of Azrai may choose to bear
them as a badge of distinction—but most PCs
will try to hide Azrai’s taint.

Theoretically, characters who begin this sort
of transformation can take it as a warning and
back away from the temptation of Azrai’s blood.
However, seldom in Cerilian history have peo-
ple “gifted” with the blood of Azrai made their
situations known before transforming irrevoca-
bly. If any scions have retreated from the path
of evil fully and successfully, it has not been
recorded.

signarure abilities
and awnshegh
fransformaiion

If a character possesses a signature ability of
Azrai’s bloodline, it may hasten his corruption.
Every time the budding awnshegh uses a sigha-
ture ability, his transformation should acceler-
ate dramatically. Even if he uses the ability in
the cause of good, he’ll find his body trans-
forming more rapidly and his willpower being
challenged more regularly.

Abstaining from the use of one of Azrai’s sig-
nature abilities causes the pull of the bloodline
to become more intense—but it does slow
down the transformation.



the call of the
ehfshegh

The existence of the ehrsheghlien(altered, non-
humanoid creatures of good whose name de-
rives from an elvish word meaning “Blood of the
Light”) has been confirmed only recently. Few
ehrsheghlien exist; fewer still maintain as public
a profile as their counterparts, the awnshegh-
lien.

Most people believe the ehrsheghlien are the
last gift of the old gods who united to defeat
Azrai at Mount Deismaar, sacrificing them-
selves to bring down the evil Shadow at the last.
The bloodlines they gave to their champions
produce heroes of light who war with the crea-
tures of darkness.

Becoming an ehrshegh is, not surprisingly,
much more difficult that becoming an awn-
shegh. The blood of the other gods does not
tempt like Azrai’s does, and it does not domi-
nate its host. Instead, like the gods themselves,
the bloodlines of Anduiras, Basaia, Brenna,
Masela, Reynir, and Vorynn only give mortals
the tools they need to fight the Shadow.

Scions are rarely born with bloodtrait, the
ability that enables erhshegh transformation.
Far more often, characters manifest this ability
only after intense devotion to their chosen
alignments.

—
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legend of the man-eel

One legend told in Khinasi suggests an amazing
transformation. It speaks of an ancient awn-
shegh, the Ulscatha (“Man-eel”), a Masetian
who survived the Battle of Deismaar only to
succumb to Azrai’s blood.

The Man-eel swam the coastline of the Bair el-
Mehare and the Gulf of Coeranys, using his
half-man, half-eel form and his other abilities to
lure unsuspecting bathers and sailors to their
dooms. A hideous creature, he became more
cruel and destructive as the seasons passed.

But one day, as he trolled the coastlines for
prey, he came upon a beautiful Basarji maid
bathing in the shallows. Rather than attempt to
trick her into the deeper water, he chose to
come out of the sea and assault her on the
beach. She was alone and would be no match

for his strength.

As he swam stealthily up to the beach, how-
ever, she turned and gazed directly into his
eyes. Surprised, he returned her gaze. He saw
no fear there—no terror, no loathing, no hate—
only pity, compassion, and an offer of friend-
ship. Instead of fleeing, she approached him—
slowly, as if he were a rabbit, cornered and
afraid.

Seeing the dark, beautiful woman walk toward
him scared the Man-eel more than he’d ever
been frightened before. He retreated quickly,
never looking away. She kept moving toward
him, saying something, but her voice was lost in
the waves. Eventually, the Man-eel turned and
fled back into the depths of the ocean, where he
disappeared forever.

Yet that is not the end of the story. Some
months later, a terrible storm swept over the
coasts. Many ships crashed on reefs or were
torn apart by the winds and the waves. Hun-
dreds of sailors drowned.

But not all. Many mariners reported
that a creature of the deeps, looking much like a
colorful, giant ribbon-fish with a man’s arms
and torso, came to their rescue. He dragged the
sailors, dazed, from the surf and placed them
safely on the shore. He used his great strength
to free makeshift rafts from the shoals, and
dove time and again into sinking ships to free
those trapped by the water. The mariners called
him ep-Ajarifa, or “Water Sprite,” and held him
in great esteem.

When an artist among the mariners drew the
Water Sprite and compared it to the lexicons of
known undersea life, they found it resembled
the Man-eel most of all. Certain facial charac-
teristics were unmistakeable—but the cruelty
and hate were gone, replaced with compas-
sion.

No one knows whether the Water Sprite
was truly the Man-eel, transformed by
pity and kindness from an awnshegh
monster to an ehrshegh rescuer. The
Water Sprite appeared many more
times over the next few years, and
the Man-eel never reappeared.

Both, however, have been
lost to time.

—
|-
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No rules exist for becoming an ehrshegh. The
process is similar to the second method of be-
coming awnshegh—only it takes much, much
longer and is brought on by the will of the scion.
One must work for many years in the cause of
good before a transformation begins.

Unlike transformations caused by the blood of
Azrai, the outward signs of the ehrshegh often
make the character more attractive and impres-
sive to others. Even those scions who undergo
extreme, bizarre transformations—Ilike Borelas
the Badger, a human ranger who seems to be
transforming into an animal—seldom inspire
terror or loathing in those who see them. While
“beautiful” awnsheghlien such as the White
Witch cause fear or disquiet in those they en-
counter (unless they work hard not to),
ehrsheghlien inspire calm and goodness in like-
aligned individuals.
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signarure abilties
and the ehrshegh

fransformation

As stated above, many scions believe characters
possessing signature abilities have been marked
by a greater destiny. If a scion uses his signature
abilities in a manner closely tied to his align-
ment and in accordance with the general beliefs
surrounding the old god whose bloodline he in-
herited, he may slowly begin the process of
transforming into an ehrshegh. Of course, if the
character misuses a signature blood ability (ei-
ther in an action not consistent with his align-
ment or one not corresponding to the nature of
the god), he sets himself back greatly in his
quest to become an ehrshegh.
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“Sire, | am pleased to eport that your sheriff has
at last driven the bandits out of youralm’s north -

easten comer. Her victory lends a stability to the
province already recognized by the peasants. Even
now, settlers are beginning to construct homesteads

and farm the land.

“Soon, you may wish to consider appoint -
ing a stronger authority in the region. As the popu -
lation increases, you will want to ensure that the

crofters of that outlying area continue t@ecognize
the long arm of the law as your own.”
—Druand Resurvont, legal adviser

—
T

On the surface, law holdings may seem the

most mundane of the four types of holdings a
BIRTHRIGHT regent can possess. After all,
sources’ mystical nature makes them appealing,
and temples and guilds seem more tangible than
something as nebulous as “law.” But those who
control law wield a unique kind of power in Cer-
ilia.

Law holdings do not of themselves confer
realm regency-just because a regent controls
the law of a province does not mean he rules the
land (or vice versa). A character who controls
any or all of the law in a province may dictate
and enforce the laws of the land, or he may bow
to a higher power.

The law regent is not necessarily a mere law-
enforcement agent or a lackey. Likewise, law
holdings do not necessarily constitute police
forces or codes of conduct. Law holdings appear
in diverse forms, and can be wielded in a variety
of ways.

the influence of

the law hold ingr

As stated in the Rulebook a law holding is any
entity that affects a ruler’s ability to control a
province and the loyalty of his governmental ser-
vices. The actual make-up of the law holding can
vary widely, depending on its level of influence
and relationship to the realm.

law (o) holdings

A holding (0) is usually found in low-level prov-
inces where law has hardly had a chance to form.
In a province (1) to (3), such a holding reflects
the beginning of law and order. Usually, a law (0)
indicates that a moderately powerful character,
probably a regent who controls law holdings in
neighboring provinces, has reached out to try ex-
tending order to a new territory. His representa-
tives are probably a few sheriffs, perhaps hench-
men or even hirelings. Their main job is to lay the
groundwork for future improvement by making
the area safe and ready for law.

In populous areas, law (0) holdings usually con-
stitute an alternative or a challenge to law of an-
other kind. Since there may be any number of O-
level holdings in a province (regardless of its
level), a law (0) in a mid- to high-level province
that also supports law holdings of higher levels
usually reflects some very specific influence
wielded by an individual or very small group. Per-
haps the regent of the law (0) has control of a
local judge, sheriff, or constabulary. He has the
power to influence a very narrow sphere of con-
trol within a limited area and the nature of his
influence is probably pretty specific. For exam-
ple, such a regent might have a local judge “in
his pocket.” Any case that comes before that
particular judge will probably go the re-
gent’s way (maybe with a few bribes or
arm-twists), but the regent can’t affect
any other public service or law-ori-
ented activity.

DM tip: If a character controls a
law (0) holding, he’s right on the
edge of disaster—or of creat-
ing a brand new power

base. Left unchal-
lenged, he will
probably in-
crease the

hold-
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ing level and order the province to meet his
needs. Until he does so, however, you should se-
verely limit his ability to make decrees or award
grants based on the law (0) holding. Certainly, he
can publish any sort of legal papers he wants, but
the residents of the area probably won’'t honor
these orders unless they wish to do so.

law (o) erample

A ruler controls a fairly wild province (1/7). Vir-
tually all the inhabitants of the province live in a
tiny village, but no law holdings order their lives
(they just live there without any real rules or laws
governing them). The province ruler creates a law
(0) holding by sending his rangers to order the
forest. The villagers don’t care one way or an-
other, so the regent acts unopposed.

However, the regent decides to award one of
his henchmen with a grant of land—coinciden-
tally, the land on which the village sits. Now, even
though no other law exists in the province, the
DM declares this action ineffective; in story
terms, when the henchman rides in to take over
the village, the villagers see his scrap of paper
(the actual grant) and laugh him out of the prov-
ince. Basically, the province ruler/law regent still
didn’t have enough authority to make his grant
stick automatically. The DM rules that the regent
must increase his law holding (presumably by
sending in more rangers and, perhaps, some
sheriffs or henchmen) if he wants to dictate his
laws to the inhabitants of the province.

law (1) to (3) holdings
Holdings of levels 3 and below are called “low-
level” for a very good reason; the regent who
controls law holdings of this size has built only a
foundation of law and order in his province and
must still work toward increasing the holding
level if he wants complete control.

the only game In town

When a low-level law holding exists
alone in an equally low-level prov-
ince, its presence means that the
small population generally re-
spects the authority of the

regent. The higher the

percentage of con-

trol the regent

has, the
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more authority the people give him—a law (1) ina
province (3) isn’t particularly influential, but a law
(3) in a province (3) is. However, the law regent
must take into account the rest of the province.
What is the potential province level? If this were a
province (3/4), where the regent has a law (3)
holding, over half the province (the rest of the
province’s potential) remains wild and lawless.
Generally speaking, over half the territory has no
law and—probably—no civilization.

On the other hand, what happens when a regent
controls the only law holding in a high-level prov-
ince, say a law (3) in a province (7/0)? In that case,
virtually all of the province has been “civilized”
and is heavily populated, but the regent’s law influ-
ences less than half the citizenry. In the former ex-
ample, wild, untamed wilderness took up a major-
ity of the province; in the latter, anarchy rules
rather more effectively than the law regent.

DM tip: Since no other regent controls the law in
the province, the law regent faces only disorga-
nized challenges to his rule. When much of the
province remains wild, the DM may want to in-
crease the chance of monsters or other creatures
causing difficulty in the law regent’s area. When a
significant part of a heavily-populated province re-
mains uncontrolled by law, bandits and challenges
to the regent’s rule show up with greater frequency.

competition for law regency

In order for two or more regents to control hold-
ings of the same type in a single province, the
province level must be (4) or greater (except in
the case of O-level holdings, which were dis-
cussed above). Where multiple law holdings
exist, two or more regents compete for influence
in a relatively populous area.

Often, at least one of the competing law hold-
ings is considered illegal or even rebellious. In a
large, heavily-populated province (8), for exam-
ple, up to three regents may have law holdings
(per the guidelines presented in the Rulebook.
The province ruler may control none of these
holdings, one of them, or all of them (directly or
indirectly). Those he does not control may be con-
sidered illegal or rebellious, or could simply be
parallel legal systems, depending on the situation.

To determine how much effect any one law re-
gent has on the populace of the province, simply
determine the percentage of control he has. Even
the ruler of the province cannot influence legal
matters (directly) unless he has a significant law
holding as well. The higher the percentage of
control any law regent has, the more likely peo-
ple are to listen to him. This could either mean
that a percentage of the people follow the law re-



gent’s rules all the time, or each individual has a
percentage chance of obeying a given law. In
both cases, the percentage is equal to the percent
of rulership the law regent wields in the province.

DM tip: With two or more law regents trying to
enforce authority in the province, things can get
interesting. Play the regents off each other. Even
if all the law regents consider themselves allies
and act in accordance with each other all the
time (extremely unlikely, even if they are PCs
trying to get along), their lieutenants, henchmen,
and hirelings—not to mention the general popu-
lace—likely will compete with each other and fol-
low only one ruler. Each side may believe the
other(s) to be less important and possibly illegal
or treasonous. Use NPCs from the province, and
even from other realms, to stir up trouble.

law (1) 10 (3) ezample

In a province (9), three regents control the exist-
ing law. One, the province ruler, controls a law
(1). The second, the province ruler’s ally, holds a
law (3). The third regent, who does not respect
the province ruler’s authority, actively controls
another law (3). This leaves two levels of the
province uncontrolled by any law.

The province ruler publishes a decree stating
that no citizen may be on the street after 10 p.m.
However, since he has only a small law holding
(probably an official constabulary or some sort of
government offices tied to law holdings in other
provinces), he has few police or constables in
place to enforce the curfew. So, unless he brings
in his army to enforce the decree by occupying
the province, this new ordinance has only a mar-
ginal effect. Either a mere 11% (one-ninth) of the
population obeys the decree, or a particular indi-
vidual has an 11% chance of respecting it. Re-
gardless, the new law hardly cuts down on the
number of people staying out at night.

But the situation changes if the province ruler’s
ally supports the decree. (He does so by issuing
one of his own to make his feelings known.) All
the people who respect the second regent’s au-
thority follow the dictate of the province ruler.
Now the new ordinance has a 44% (4-in-9) rate
of compliance.

Perhaps, however, the third law regent doesn’t
like the ordinance. Maybe it affects his allies’
holdings, or maybe he’s just ornery. He issues his
own decree stating that people can stay out as
long as they wish, and that his law enforcers will
protect them. One-third (33%) of the province
follows his lead (or, individuals have a 33%
chance of actively disobeying the first two re-
gents). Recall that the province still has two un-

used levels of potential law holdings, so some cit-
izens will ignore the bickering regents altogether.

So, on a d100 roll, with all three regents in-
volved, 1-44 means that an individual obeys the
ordinance, 45-77 means that an individual goes
out of his way to disobey it, and 78-00 means
that the character pays no attention to any of the
regents and does whatever he pleases.

1
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the power of the law

How much status does a law regent command
within a province? It depends on holding level.

Level 0: Beginnings of law. The regent, and
perhaps a few henchmen or hirelings (or allies),
enforce the law themselves where and when they
can (usually as adventurers would).

Level 1: First establishment. The regent has
some primary base of operations and some help.
He probably has a defined territory or some
“route” known to the people of the province.

Level 2 or 3: The primary base grows. The re-
gent’s laws still cover only basic behaviors, but
they become more widely known throughout the
province. The regent may still enforce the laws
personally, but he has something of an organiza-
tion behind him.

Level 4: Bureaucracy begins. The base be-
comes an established network. More people than
not consider the regent an authority (legitimate
or otherwise) in the province.

Level 5 or 6: The bureaucracy spreads. The re-
gent heads a large organization, comprising
mainly law-keepers and law-makers, but also
some sort of law interpreters as well. The regent
is removed from personally enforcing the laws
except in special cases or at his whim.

Level 7 or higher: The law defines the na-
ture of the province to a great extent. Even
the province ruler becomes directly affected
by the law (though he may not be subject
to it—the law does not have to be bene-
ficial or even fair). The law regent’s
network is so extensive that he can
virtually control other holdings
through decrees and law hold-
ing claims if he wishes.

]
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level (4) holdings and
higher

After a law regent begins to maintain law hold-
ings of (4) or greater, he is into “high-level” law
management. In all but a very few cases, he prob-
ably controls a majority of the law in the prov-
ince. He might control all of it, and could even
control the province’s entire potential for law.

the majority leader

Whenever the regent of a law (4) or higher con-
trols the majority of law in a province, his dic-
tates should be given extra weight. It doesn’t
matter if he is a benevolent or tyrannical ruler;
the people either respect or fear him enough to
listen. Even if other law regents exist in the prov-
ince, he has the majority and can back up his dic-
tates.

Law (4) holdings don’t just have sheriffs or a
“city watch” under their control; they have the
beginnings of a bureaucracy and a legal system.
Laws become more intricately detailed, like a spi-
der web, where each strand supports many oth-
ers.

This does notmean the law regent must become
some sort of tyrant—nor does it indicate incor-
ruptible law and order. The regent’s own align-
ment more directly affects the legal system under
his thumb, since the law of the land all generates
from his attitudes and tastes. Essentially, he ex-
tends his values and beliefs outward, affecting
everyone in the province to some extent.

DM tip: Someone has to be the bad guy. When
one regent stands out from the others, he usually
gets the job. Every “bad” or “harsh” law gets

blamed on the top man, even if he had nothing

to do with it. While the other law regents might
go along with his laws and decrees (though
they are just as likely to team up against him),
they should always be looking for ways to in-
crease their influence at his expense or the
expense of their other competitors. The
highest-level regent will usually find
himself distracted by matters of law
while the others coast along, wait-

ing for an opportunity to strike.
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a battle for dominance

When two or more law regents control identical-
strength holdings of level 4 or higher, clashes on
legal and even moral grounds become more sig-
nificant and pronounced. Again, even if the two
regents work together in harmony, their subjects
won’t. Whenever one regent makes a decision or
performs any action not immediately supported
by the other regent(s), dissention will arise.

Of course, in many cases the regents start this
dissention themselves. When two regents control
high-level law holdings, they generally have
pretty strong attitudes regarding how “their”
province should be policed and run.

DM tip: This situation usually arises only when
one regent manages to out-maneuver another
and “catch up” with his level of holdings. In this
case, competition is bred into the relationship.
On the off-chance that the two have an amicable
relationship, it will only enflame their supporters
and sycophants. Each side will attempt to paint
the other as the “bad guy,” unless the regents
take action to keep this from happening. Even
so, any occurrence that makes one regent look
bad usually makes the other look good—and vice
versa.

the only game in town (part 2)

When the regent of a law (4) holding (or higher)
controls all the existing law in a province, he sud-
denly becomes incredibly effective. Even in the
most developed province, a single regent deter-
mines what is lawful and what is not for over half
the populace.

With great power, however, comes a great
headache. Suddenly, the regent becomes respon-
sible for everything “legal” within the realm.
Every crime, every infraction, and every loophole
in the law becomes his personal problem and,
even though he has a bureaucracy to help him
solve these difficulties, his visage is the one
everyone thinks of when considering the face of
law in the province.

The regent’s decrees become much more pow-
erful. While in reality a law (4) holding in a prov-
ince (4/4) means the regent’s legal power extends
to only half the province (leaving the other half
“untamed”), his representation remains pro-
nounced. Those who do not wish to subject
themselves to the regent’s law must actively avoid
it.

DM tip: When a law regent becomes this pow-
erful—alone—he makes enemies. The people of
the province may consider the law regent a
tyrant, even if he is actually a lawful good paladin



with only the best of intentions. This feeling
peaks every three months or so, when they have
to pay taxes and tithes. Add to that decrees and
grants regarding new laws or rewards for select
individuals, and the possibility of rebellion
seethes. When a regent has no competition, he
often finds himself competing with himself.
Make his people harder to satisfy and more will-
ing to grumble against the laws of the land and he
has something to worry about.

characrer of the
law holding

The nature of the law regent defines the nature of
the law holding. For the most part, the atmos-
phere derives from the regent’s alignment, but it
might also reflect his character class, general out-
look, and personal tastes. It is important that a
law holding mirror the character who controls it,
since law holdings greatly affect the people who
live under them.

law holdings and
ahgnmenr

Alignment affects the nature of law holdings just
like it affects a character. When a player chooses
an alignment for his character, he chooses a pat-
tern of behavior for that character to follow. For
regents, this pattern will influence the law hold-
ing he controls.

lawful good

The alignment most often associated with law
and order, lawful good actually can prove a diffi-
cult alignment for players of law regents. Players
often associate the lawful good alignment with
“good guys” and “heroes,” thinking of such char-
acters as self-sacrificing, noble, and kind. But en-
forcing the law in a lawful good realm isn’t always
easy and often doesn’t win friends.

The lawfulness of a lawful good regent inspires
him to set up a code of rules he expects his sub-
jects to live by. His goodness means he’ll proba-
bly expect himself to live by these rules, which
isn’t always easy for a ruler who is also an adven-
turer. Lawful good characters often become ham-
pered by their strict observance of the law on one
hand, and their general desire to do good on the
other. Add to that the fact that they hold all their

subjects (even the non-lawful, non-good ones) to
the same moral and legal standards and problems
can arise.

For example, a lawful good character is the one
most likely to defend an evil character when
everyone else wants to punish or destroy him for
being evil—even if he has not committed a crime.
Lawful good characters tend to set up fair legal
systems and a series of checks and balances that
prevent “witch hunts” and lynch mobs, prohibit-
ing any citizens (even themselves) from taking
the law into their own hands. When they en-
counter a character known to be evil, they do not
act against him until he does something to break
the laws of the land.

On the plus side, when a lawful good regent
rules up his law holding high enough to domi-
nates the law of the province, most people in the
realm feel fairly well-disposed toward the law and
the regent. They recognize that even if the re-
gent’s laws are strict, they tend to be enforced
fairly and equitably, even when it isn’t conve-
nient.

Lawful good regents want an ideal set of laws
everyone can understand and respect. They don't
want to be above the law, or even the main focus
of it. They believe the province’s order and good
to be more important than anything else.

chaotic good

The chaotic good regent may have a little trouble
being a law regent, but not as much as one might
expect. Chaotic good law regents tend to empha-
size the good of the individual over the good of
society when they make and enforce laws. They
often sacrifice strict interpretations of the legal
code in favor of moral standards, following the
spirit over the letter of the law. Chaotic good re-
gents leave some room for “give” within their
laws.

This tendency makes most average NPCs
friendly toward the law of the land. As the
law regent rises in power, they know he
will always try to act in accordance with
his conscience and protect his subjects
as individuals, not just consider the
province as a whole.

Unfortunately, any law regent
is often called upon to make
judgements regarding
legal issues and estab-
lished traditions—
and a chaotic
good re-
gent
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could end up contradicting himself based on per-
sonal feelings during given instances. The re-
gent’s agents have the same power, which allows
for more contradictions. In short, the populace
may like and respect the chaotic good regent, but
they won't always know where they stand under
the law.

Chaotic good regents shy away from creating
wide-sweeping laws and permanent decrees.
They much prefer analyzing specific situations
and reacting accordingly. Individuals should have
their say under the law, and the good of the prov-
ince should not outweigh the good of the individ-
ual.

neutcal good

The most important thing to a neutral good law
regent is the achievement of good ends. Anything
that promotes good works; anything that does
not promote good, doesn’t work. This world-view
does not mean the neutral good law regent draws
from both law and chaos to structure his domain.
Rather, he abandons both structures as inade-
quate and tries to define his own.

The end justifies the means. If the regent must
pass a law that hurts a third of his subjects to
help half of them, he’ll do it—if no other alterna-
tive exists. All laws, decrees, and domain actions
become mere tools toward promoting good.

This approach can leave the subjects of a neu-
tral good law regent somewhat disconcerted.
They often aren’t sure where they “rate” in their
ruler’s order of importance. While lawful good re-
gents put the province before the people, and
chaotic good regents regard the individual as the
most important entity, neutral good law regents
rank an idea—"good”—above everything else.

Without some clear direction, neutral good re-

gents unintentionally can promote general apa-

thy in their provinces. Their laws often don’t
make a lot of sense to the common man, be-
cause they are crafted to serve an ideal, not a
person or a province. Many laws get ignored
or misinterpreted not out of malice, but ig-
norance.

In short, neutral good law holdings
serve good. While the regent tries to
treat his people fairly and equi-
tably, he always looks toward
the ideal, rather than the

concrete.
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(true) neutral

The true neutral alignment does not lend itself to
law regency. As in the case of neutral good char-
acters, law regents with true neutral alignments
tend to serve an ideal. Often, this approach pro-
motes a laissez-faire attitude among the people
and a somewhat ambivalent set of laws. The law
regent wants everyone to have a “fair shake,” but
doesn’t always want to define “fair.”

Neutral law holdings and their laws generally
do not try to restrict anyone or anything, except
when that person or thing interferes with some-
one else. The ultimate arbiter, the neutral regent
tries to posit himself, and his law holdings, as
compromiser.

The subjects of a neutral law holding must be-
come masters of balance to survive and prosper.
They must weigh their actions against counterac-
tions and try to walk the line between them. For
the average NPC, this isn’t very hard. If a charac-
ter shows favoritism to another, he may be forced
by the law to establish some sort of equanimity;
should a character harm another, he must correct
the damage or pay an equitable penalty. Of
course, the law regent himself, or his representa-
tives, must be called on to judge this equity—and
it can become a long, arduous process.

In general, neutral law regents try to leave
things alone until they need balancing—not nec-
essarily fixing, but balancing. They want their
people to see them as fair, in the sense that they
do not act for anything (except to achieve bal-
ance), but against those who disrupt the neutral-
ity of the province.

lawful neutral

Like the neutral good regent, the lawful neutral
regent focuses on an ideal. He wants his domain
to achieve balance and fairness, and he’ll use the
order of law to accomplish this objective. As with
a true neutral leader, the moral aspects of good
and evil do not enter into the equation. The law-
ful neutral regent devotes his law holdings to es-
tablishing balance through order.

Quite often, lawful neutral law holdings have
extensive legal systems and an amazing set of
checks and balances set up so that no one re-
mains above the law. Their enforcers are the “eye
for an eye” folks who make certain that the cor-
rect “eye” gets paid to the rightful recipient.

Subjects of a lawful neutral realm always know
where they stand. They have to keep the status
quo, and they probably have several proscribed
ways of doing it. The lawful neutral regent does
not welcome change in his laws, unless the



change manifests itself as a more effective way of
promoting the order of the domain. This leads
subjects of lawful neutral realms to believe that,
as long as they act in certain manner and pay at-
tention to every new order or modification in the
law, they can get by without any real difficulty.
The law may interfere and intrude in their lives,
but it won’t disrupt their existence as long as
they pay attention to it.

The regent wants things to work this way. His
laws promote balance and order, without med-
dling in moral standards or disputes. As long as
everyone can exist under the law without inter-
fering with anyone else, the domain is running
fine.

chaotic neutral

The law holdings of a chaotic neutral realm may
appear to be in disarray. The regent believes in
the importance of the individual (as in chaotic
good domains), but places no moral structure
upon him.

The few laws that exist in a chaotic neutral
realm emphasize the individual’s role in the ideal
of neutrality. Everyone, the chaotic neutral re-
gent believes, has a role in the domain and
should be free to pursue it. When one person’s
role interferes with another (either for good or
ill), a law or judgment may be necessary to inter-
pret the effects.

The chaotic neutral regent’s subjects have to
react moment-to-moment to the law holdings’ dic-
tates. They may be left alone for years at a time,
then suddenly have to embark on a major change
of lifestyle in order to promote the balance of the
domain. Usually, the chaotic neutral regent tries to
make everything work for the individuals in his
realm, but whatever he does affects everyone, and
that could mean lots of little decrees and new laws
rather than one or two big ones.

lawful evil

A lawful evil realm may appear lawful neutral or
even lawful good at the beginning, but as the re-
gent grows in power and influence, the darker
nature of the law becomes apparent. The lawful
evil regent desires laws that promote his interests
(since he believes his interests and the interests
of his domain should coincide exactly). Any
other interests become subservient to his own—
and then they become illegal.

Lawful evil law holdings become tools of terror.
While the lawful evil regent may not care one way
or another about his subjects’ happiness (as long
as they do what he wants), his desires and inter-

ests almost always conflict with their general
well-being. Subjects who play along and follow
the lawful evil regent’s dictates and desires nearly
always end up using the law of the land as he
does—to oppress and destroy their fellow sub-
jects.

The perversity of the situation, however, mani-
fests itself most strongly when the lawful evil re-
gent reaches the pinnacle of his power. He has
created his laws to benefit himself (he isn't just
above the law; he is the law) and now he uses
them to expand his control to absolute ends. If
he cannot extend his influence beyond the bor-
ders of his domain, he begins eliminating all
those within his control who would oppose him.
He starts with those who actively hinder him (if
there are any left), then moves on to the weak or
innocent (especially if they are unpopular), and
finally destroys his own loyal servants before they
think to do the same to him. If left unchecked,
the lawful evil regent, contained within a defined
area, eventually destroys everything within his
domain so that nothing will ever bring him down.

Unfortunately, most lawful evil regents recog-
nize at least the potential for this conclusion to
their efforts and seldom confine their activities to
their own lands. They expand, using fear and ha-
tred to drive their subjects, and they employ prej-
udice and avarice as powerful motivational tools.
With their command of their own legal structure,
they can become impressive threats to their
neighbors quickly and effectively, before their
true natures are fully detected.

chootic evil

On the surface, there isn’t much difference be-
tween a chaotic evil and a lawful evil law holding.
Both put the good of the regent above the good
of the province, but the lawful evil regent actu-
ally equates the good of the province with his
own well-being. Chaotic evil regents harbor

no such illusions.

A chaotic evil law holding emphasizes
individual strength and power. The
chaotic evil regent promotes the
“might makes right” ideal that got
him where he is right now. Of
course, the chaotic evil regent
also defines what “right” is,

SO one cannot expect a
level playing field from
him.

The regent’s
subjects
live
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in fear. They are afraid to act for fear of violating
some “law” they probably know nothing about.
The regent’s laws and decrees are often left inten-
tionally vague, so he can interpret them any way
he sees fit. Unlike even the lawful evil ruler, the
chaotic evil law regent gains as much control over
his realm through confusing his subjects as
through terrorizing them.

Even the most devious chaotic evil regent must
channel his desires into domain management. To
an outsider, a chaotic evil realm may appear inde-
pendent and well-managed, but anyone spending
any time under the law holdings learns the truth.
Fear and ignorance are the tools of this law regent.

neutral evil

Chaotic evil law holdings are terrifying and un-
predictable; lawful evil law holdings bear the
mark of fascism and tyranny. Neutral evil law
holdings, however, maintain the purity of true
evil.

The neutral evil regent revels in evil for its own
sake. The balance between law and chaos takes a
distant back seat to the promotion of the evil
ideal. The most unselfish of the evil regents, the
neutral evil law regent serves a more insidious
master.

The subjects of this domain probably know that
every law and every decree passed by their regent
is intended to make their lives miserable. Only
those who glorify evil can exist comfortably
within an area dominated by a neutral evil law
holding, and only for as long as they continue to
serve evil consciously. One slip, and the neutral
evil regent sacrifices them to the evil he serves.

A neutral evil regent seeks to actively create a
legal structure that traps the individual and the

province alike. The laws that do exist bend back
on themselves, serving not the public good, but
the public evil. They are not as obvious as the
fascism of the lawful evil province, nor as di-
rect as the chaotic evil one, but more com-
prehensively evil than both.

the character
class influence

Technically, any regent can
control law holdings,
though warriors gain
the most benefits
from these

do-
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mains. In any case, the character class of the con-
trolling regent may affect the nature of the law
holding.

fighfer

Since warriors gain the most benefits from con-
trolling law holdings, fighters probably rule most
of the law domains on Cerilia at any given time.
When they do not also rule the provinces where
their law holdings exist, they tend to turn their
militaristic impulses inward. They take a great in-
terest in policing the physical territory of their
domains, scouring the area for those who act out-
side their law.

Fighter law regents (in the same territory)
often clash with each other, even when their
alignments and general motives agree. Often,
however, they are able to forge strong alliances
and police their domains that much more effec-
tively. These law regents tend toward the more
direct approach—whether in rulership or diplo-
macy, they use the power of their position to get
things done.

A typical fighter-controlled law holding tends to
have a central power base (the fighter's home in
small domains, or a castle in larger ones). The
fighter probably has at least tacit control over
some military units (if he isn’t the province ruler,
these may default to the realm regent, but he
could have command of some of them), or at
least a band of henchmen or hirelings he can
count on. Sheriffs, knights, and constables tend
to be fighter law regents.

paladins and rangers

Both paladins and rangers run their law domains
in much the same way their fighter cousins do,
but with a few added twists.

Paladins, being either lawful good (following
Haelyn) or chaotic good (Cuiraécen), put their
alignments and beliefs forth as moral standards
they use to measure the inhabitants of their do-
mains. They crusade, inside their own domains and
out, with the intent of swaying toward the “right”
those who do not agree with their beliefs. Since
paladins are good characters, they usually perse-
cute only those who actively pursue evil goals.

Rangers often focus their efforts on the protec-
tion and ordering of the wilderness within their
domain. While they may have no legal influence
in such areas, they seek to extend their control
and protection outside of their law holdings and
toward the wilderness. This does not mean they
want to increase the level of the province and
“civilize” the area—they just want to know more



about all areas of their domain.

Territorially, rangers tend to have the safest
wilderness areas of all the law regents, but the
wildest “civilized” areas as well. Their law hold-
ings begin as fairly informal gathering areas and
seldom progress much beyond that. Even when a
ranger law regent’s domain extends to all corners
of his province, he seldom likes to build a recog-
nizable focus for his law, tending to spread it
throughout the realm.

priests

Characters from the priest class can be very ef-
fective (and sometimes very scary) as law re-
gents. While they aren’t as talented as fighters re-
garding law management (they receive only half
the Regency Points), they do have other apti-
tudes. Usually, when a priest controls a law hold-
ing in an area, he may have a temple holding
nearby as well. If he doesn’t, he probably follows
some temple as a vassal or an ally.

Priests order their law holdings after the ideals
of their patron deities. Haelyn’s priests, for exam-
ple, may be of any lawful or good alignment, but
they tend to rule their law holdings in a way they
think Haelyn would approve (in other words,
both lawful and good). While a lawful neutral
priest of Haelyn may not be able to keep up this
effort on his own, his followers will probably
make up as much of the difference as they can.

Priests become frightening theocrats when they
confuse their faith with the law. Often, law hold-
ings ruled by priests emphasize worship of the
“right” deities by their subjects—using legal
means. When the priest is of good alignment, this
emphasis might stop at encouragement. Neutral
and evil priests use the powers at their disposal,
with few, if any, scruples.

I‘O(gUCS

Within the rogue character class, usually only
thieves can control law holdings with any effec-
tiveness. (Bards generally don’t have the tem-
perament for it). They can become effective ad-
ministrators but, more often than not, they lean
toward corruption and profiteering.

A thief law regent will probably turn his law
holdings into another way to make money. This
strategy isn’t necessarily bad (especially when
the thief has a good alignment), but it does cause
some confusion among the populace. A neutral
good thief regent who controls the law holdings
of a province, for example, will focus on the laws
of commerce, promoting the good of free enter-
prise rather than addressing the troubles and

tribulations of the individual or the society.

As with priest regents, thieves tend to control
law holdings only where they have other interests
as well. When a thief regent controls law and
guild holdings in the same area, conflicts of inter-
est become evident. It would not be unusual for
even a good thief regent to issue decrees making
it illegal to buy goods from any guild other than
the ones he controls. He might do this because
all the other guilds are illegal cheats, but he prob-
ably does it because he can.

wizocds

Although wizards generally have little innate abil-
ity to manage law holdings (they gain absolutely
no Regency Points from such holdings), they can
control law holdings if they so choose. Usually, a
wizard holds law interests to complement a
rather powerful source network. He gains Re-
gency Points from his sources and uses the influ-
ence of his law holdings to gain Gold Bars.

Wizards can become powerful law regents.
They tend to concentrate their holdings around
their own bases of power, seldom ruling more
than one or two high-level law holdings (since
that would require high province ratings and,
necessarily, low source levels). Still, the influence
they wield through use of their spellcasting abili-
ties more than compensates for the relative inef-
fectuality of their decrees.

Wizards seldom share control of law in any
given province—at least, not by choice. Powerful
wizards may (and often do) employ vassals who
actually gain more benefits from running law
holdings than they do, but they don’t like to split
up the law holdings in individual provinces. That
would mean higher province levels and less meb-
haighl for their spellcasting use.

law cegents vs.
province
culers

In most cases, the most powerful
law regent in an area also rules
the province. Law is sup-
posed to be a tool by

which the province

regent enforces

his will. How-

ever, po-

lit-
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ical situations and the division of power don't al-
ways work out that way.

For whatever reason, sometimes the law of a
realm becomes divided between the province
ruler and the law regent. The question of who is
more powerful in the area becomes an impor-
tant, and not easily answered one.

the power of law

Think of the law regent as the head of the civil
authority (or, in the case of many law regents, a
civil authority). The law regent has local power.

He polices the province in which his holdings
lie, and makes law and policy for those people
who respect his holding. He might be a local
sheriff, a knight of the realm, even the lord of
the land, but his power derives from local au-
thority.

Because of this local authority, the law regent
can make very specific laws and decrees that af-
fect the internal workings of a realm. He can
contest others’ holdings, declare activities legal
or required, and file claims against other re-
gents. He has the power of interference on a
local and powerful level.

the pfovincial power

When a character rules a province, he assumes
control over the entire province and treats it as
one entity comprising many parts. He can tax
the province and can even make his own laws
and regulations within the province, but without
the local power of law, he has nothing to directly
back him up.
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He can, however, bring in the army.

In a way, that’s about as subtle as the province
ruler can get. He can threaten to occupy his own
provinces and close down any holdings within
them or trade routes going out, but he can’t per-
form smaller, more direct operations on his own.
His decrees should not have nearly the effect of a
law regent’s, unless he is willing to risk a shift in
loyalty by calling in troops.

However, the province ruler often can deal with
the world on a macro scale more effectively than a
regent who controls only law holdings. In a way,
the local law regent fits the “big fish, small pond”
analogy. Within his domain, he is very powerful;
without, he cannot affect much on his own.

For this reason, law regents generally at least try
to work with their realm regents. They know that
their authority is local and that, without the prov-
ince ruler’s good will, they could be shut down in
a few months. Likewise, the province ruler knows
that, if he did shut down all the law holdings in his
domain, he would just have to rebuild them again
or do without any local authority.

a final word

While it may be easier and more practical to con-
sider a province’s strongest law regent also its
ruler, it isn’t entirely realistic or even more fun.
As an historical/legendary example, think of
Prince John and the Sheriff of Nottingham. Both
worked toward the same, basic goals (the domi-
nation of England and the pursuit of Robin
Hood), but both had different means and consid-
erations for achieving their desires. Sometimes,
even though the sheriff was the prince’s vassal,
they came into conflict, got into each other’s way;,
and generally made the legends more fun than if
they had been one entity.
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“The art of diplomacy is really quite simple, your
highness. You merely determine what your advessar
most wants out of the exchange, and then devise a

way to make himthink that’s what he’s getting.”
—Karrel Bernschwafer, diplomatic adviser
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Learning how to use domain actions effec-
tively makes a regent a successful regent and his
realm a powerful realm. Throughout Cerilia’s his-
tory, many regents have settled for merely keep-
ing their realms together and performing only the
most obvious (or easiest) domain actions for
minimal gain at minimal risk. While this strategy
works in most cases, when events and circum-
stances (not to mention other rulers) conspire to
make life difficult for a conservative or beginning
regent, that character finds himself in a world of
trouble.

To be successful, a regent must be aggressive
but not overbearing, diplomatic but firm, strong
but yielding. The following section describes
some strategies for regents who would be more
than caretakers for their realms.

employing
speaﬁc actions

The domain action remains the most powerful
tool a regent possesses within the frame of the
BIRTHRIGHT game. Even armies cannot accom-
plish all the goals of a regent, while domain ac-
tions, properly applied, can. A wise regent knows
how to most effectively use each domain action
available to him.

adventure

Most regents win renown as adventurers and he-
roes before they assume the throne of a king-
dom—at least, most NPC regents do. Player

character regents often begin the game at first
level. They must establish themselves as powerful
individuals if they want to deter challenges to
their authority and honor.

Province rulers, and regents in general, should
try to adventuie often—with an eye toward quests
that further not only their own personal con-
cerns, but those of their realm and the domains
of their allies. Once a regent sweats blood with
an ally, fighting back-to-back against a common
foe, he knows the mettle of his friends.

Adventuring regents stand a stronger chance of
attracting powerful allies and henchmen. If a PC
regent wants to create lieutenants he can trust,
and entice other regents into trusting him and
believing in his personal strength, he adventures.
Adventuring regents also benefit domestically:
When a regent personally leads the party that
eliminates a band of monsters and saves a town,
word gets around. The regent should see an up-
swing in loyalty and an increase in the amount of
taxes or tithes he collects (at least temporarily).

[ ]
lerate
Agitation can be a powerful weapon. Only prov-
ince rulers—kings and queens of realms—have to
worry about the loyalty of their charges, but any-
one can agitate for or against them.

Unfortunately, most province rulers have better
things to do than agitate on their own behalf: It's
expensive (if done right) and it has a real effect
only if the province ruler is already in trouble (or
looking for it). Defensively, positive agitation
keeps a realm secure but it also “wastes” an en-
tire action.

Landless regents (those whose domains com-
prise only holdings, not the provinces in which
they lie) should offer to agitate for their prov-
ince rulers if they want to strengthen alliances.
Landless regents tend to have fewer demands
on how they spend their domain actions, and
they can benefit from the goodwill of their
province rulers. A realm regent, in turn,
should encourage those with holdings in
his realm to agitate on his behalf. The
ruler thereby spends no money or
time on the action but gains the
benefit. He can then engage in
a few less popular actions
or raise taxes without
fear of reprisal from
his subjects.
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build

When regents build things, they should do so for
a purpose. Realm regents tend to build roads and
bridges for the benefit of other regents in the
province as well as themselves—qguildmasters, for
example, need roads to run trade routes even as
armies benefit from roads when they move.

As a result, only realm regents interested in
gaining favor with other regents tend to build en-
tirely on their own initiative. After all, if a guild-
master wants a road so he can establish a trade
route, let him pay for at least part of it—either
with gold, Regency Points, or some other consid-
eration, or by expending his own action instead
of the realm regent using his. Province rulers
should support their allies, but they also have to
think toward building a future for themselves.

Creative regents can build all manner of inter-
esting structures. A regent might choose to build
an edifice or “work of wonder” to attract trade or
support for his holding. For example, a regent
who controls a trade port might choose to build a
giant lighthouse. He could have to spend up-
wards of 3d6 GB to construct the “work of won-
der,” but he could gain a modifier to the number
of Gold Bars he receives in taxes or trade, and
the DM might increase the amount of Regency
Points he gains per turn because people flock to
see the edifice—and support him for building it.

contest

A particularly vicious attack in some circum-
stances, the contestaction needn’t cripple a de-
fending ruler. Realm regents, for a small price in
loyalty, can bring in their armies and occupy their
own provinces—shutting down their enemies’
holdings. While this response might not work as
effectively as resisting the contest action, it

could be less expensive in the long run.
Generally, contesting another’s holding is
like declaring war. A successful contest action
robs the victim of Regency Points, Gold
Bars, and other support from that holding.
A bidding war can get ugly and expensive
very fast. In most cases, regents can use
the contest action as a threat or nego-
tiating tool, rather than actually

performing it.
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creatre holding

Realm regents should rule more than just their
provinces. If possible, they should rule most or
all of the law holdings in the area. If they do not
personally rule the law of their provinces, they
should encourage their allies and vassals to do
this for them.

Of course, creating lots of holdings is expensive
and time-consuming. In several regions of Cer-
ilia, realm regents have found certain methods
more expedient than others. For example, in
Rjurik, realm regents often have vassals or allies
(jarls) who rule law holdings. Granted, these jarls
keep many of the Regency Points they collect as
law regents, and sometimes need support from
province taxes, but they look after their holdings
closely and manage all internal affairs. The king
or queen of the entire realm has only to watch
out for internal disruptions and outside prob-
lems.

Still, if a realm regent does not establish some
holdings of his own, he can quickly find himself
beholden to many subordinates. He won’t gain as
much regency as he needs, and he might find his
most powerful allies and vassals looking at his
rulership with hungry eyes. A realm regent who
doesn’t actually rule anything within his own do-
main becomes a political puppet.

declare war

Too many regents think war solves all their prob-
lems. Attacking and conquering other realms
might bring benefits, but it also violates a certain
code among rulers. Other realm regents see a
conqueror as a threat, and unless the conquering
regent settles down quickly, he can make unnec-
essary enemies out of formerly disinterested par-
ties.

Still, war sometimes can be the only way to ex-
pand a realm or defend a political or economic
position. If possible, a ruler should gain the sup-
port of all landless regents in the area. If the
rulers of guild, law, source, and temple holdings
support an invader or defender—even if the sup-
port extends only to keeping out of the fight en-
tirely—the war becomes much simpler.

With luck (and a little firm negotiating), land-
less allies can be more powerful weapons than
armed units. A guildmaster, for example, can
provide much-needed espionage (spying, assas-
sination, and terrorism) for a military campaign.
Priests can rally the commonfolk to support the
war (with agitation and their own levies), and
wizards can cast realm, battle, and conventional
spells to support the war effort. And in many



cases, allied landless regents gain the greatest
rewards. The military-minded regent who gains
their support will reward them (if he’s smart) by
eliminating or suppressing their competition
and supporting their own nonmilitary expan-
sion.

decree

More than any other lord, the realm regent issues
decreesthat carry weight. While a guildmaster or
even a law regent can issue important political
statements, the realm regent’s decrees affect an
entire land, not just a holding or group of hold-
ings. The word of a king echoes loudly across the
realm, unlike the voice of a landless regent.

Since decree is such a catch-all domain action,
it can be exploited or virtually ignored. Creative
regents use the decree action to solve or institute
solutions to problems that might otherwise seem
virtually unsolvable.

Decrees often take the form of laws—whether
laws for the realm or for particular holdings. The
player and the DM should both keep track of all
decrees made by a regent because they can affect
future actions directly. For example, a law regent
might decree it illegal to enlist in a realm regent’s
army. If the law regent controls all the law in a
particular province, virtually all of the people in
that province will recognize the law (they might
not follow it, but they’ll recognize it), making it
very difficult—if not impossible—for the realm
regent to recruit troops in that province. As long
as the decree stays in effect, the prohibition
holds.

In some cases, the DM might consider certain
decrees to lose effect over time. In the above ex-
ample, the law regent might have something
against that particular realm regent. If the law
regent who made the decree dies and his suc-
cessor doesn’t repeal the decree with a new law
of his own, the DM might state the people
begin ignoring the old law, since the two regents
seem to have nothing against each other now.

This domain action can make for excellent
role-playing opportunities. If the DM and the
players write up several decrees already in ef-
fect at the beginning of the campaign, and keep
track of those they make later on, characters
(both PCs and NPCs) can find themselves in in-
teresting situations as they adventure in the
area. Ancient laws might be ignored until a par-
ticular PC (unknowingly) breaks one—then
chaos erupts.

diplomacy

In general, regents are well-advised to spend at
least one action every domain turn engaged in
diplomacy (unless they have compelling reasons
not to do so). Once every season, regents of all
kinds should talk to at least a few of their neigh-
bors, making deals or at least making contact.

As an optional rule, DMs might allow players to
set up embassieshrough use of the diplomacy ac-
tion. An embassy, staffed by a lieutenant of the
realm or holding, can be considered in perma-
nent contact with the realm it occupies. If a re-
gent establishes an embassy, he can conduct
diplomacy between the embassy and the realm in
which it is located as a free action once per do-
main turn.

Establishing an embassy costs 1 GB plus half
the expense of a regular court. (See court main-
tenance costs under “Domain Sequence of Play”
in the BIRTHRIGHT Rulebook) For example, set-
ting up an average embassy costs 1 GB plus 3
GB (half the cost of an average court), for a total
of 4 GB.

Maintenance each domain turn costs half that
of a regular court, with proportional modifiers to
diplomacy actions. For example, spending 2 GB
on maintenance for a “barely acceptable” em-
bassy would generate a -2 penalty to diplomacy
actions conducted in the embassy). Modifiers
apply only to diplomacy actions involving offi-
cials of the realm in which the embassy lies or
other holdings in that province.

Note: DMs may allow embassies to serve mul-
tiple functions. For example, the Baroness of
Roesone might set up an embassy in her own
capital of Proudglaive (in Caercas) to keep open
permanent negotiations with el-Hadid’s Port of
Call Exchange, one of the largest guilds in
Anuire. The DM might allow the embassy to
also serve as a contact for other holdings lo-
cated in the same province—the Impreg-
nable Heart of Haelyn temple, for example.

However, the regent (in this case, the
baroness) must pay an extra 1 GB per
domain turn for every additional hold-
ing or province ruler the embassy
serves (to cover additional facili-
ties, staff, entertainment,
etc.). So if the baroness
wants to establish an av-
erage embassy to
serve both the
Port of Call
Ex-
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change and the Impregnable Heart of Haelyn,
she must pay the base embassy cost of 4 GB (1
GB plus half the cost of maintaining an average
court) plus 1 GB for the extra coverage, for a
total of 5 GB. In subsequent domain turns she
will pay 4 GB to maintain the embassy at average
level.

The DM may require the regent to tailor the
embassy to handle specific contacts or types of
holdings. For example, Roesone’s embassy serv-
ing the Port of Call Exchange could be inappro-
priate to handle diplomacy with the Impregnable
Heart of Haelyn (guildmasters and priests might
prefer different surroundings in which to conduct
business). Or the DM could decide that the Port
of Call Exchange and the other guild holdings in
Caercas (the Spider River Traders) compete too
directly to negotiate in the same embassy. The
DM can, at his discretion, require the regent to
set up two separate embassies.

disband

When regents don’t expect war, they often dis -
band all or part of their troops in particular prov-

inces. This tactic saves money but makes the re-

gent slow to react if an aggressor strikes without

warning. Still, regents who maintain gigantic

armies often have to hoard their gold or tax heav-

ily to support them.

Regents can disband holdings or fortifications
as well. In some cases, a regent may disband a
holding rather than fight repeated contest ac-
tions to keep it going. The regent stays ahead in
his maintenance costs but loses out on Regency
Points and tax or tithe collection in most of these
cases.

In general, regents should look at all possible
solutions before disbanding armies or holdings.

While the disband action is free, recruiting new

troops and building new holdings or fortifica-

tions isn’t. If the regent can come up with cre-

ative ways of paying his bills that don’t un-

duly strain his holdings and provinces, he
should do so before disbanding anything.

L[]
GSpIODO.(gG

Good, reliable information is
crucial to making intelligent
decisions when running a
realm. The word espi -
onage—spying, as-

sassination,

terror-
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ism—rings uncomfortably in the ears of most
rulers, but the action is necessary. Protecting his
kingdom should be the regent’s first duty; obtain-
ing reliable information makes that possible.

Thief regents have the best resources to spy on
other regents and as a result can conduct espi-
onage as a free action. All regents receive
bonuses to their chance of success based on how
many guild holdings they have in the area.

Regents who wish to use the espionage action
can choose to set up spy networksA spy network
consists of people willing to reveal information to
the regent’s operatives (or the regent himself),
often for little or no reward. Establishing a spy
network requires time and effort, but can yield
significant payoffs.

To establish a spy network, the regent must
succeed in an espionage action in a particular
province. The player must tell the DM before-
hand that his sole objective is to set up a spy net-
work, not to perform any other sort of espionage
operation.

If the die roll exceeds the success number by 10
or more (after all modifiers have been added in),
the regent has established a spy network in that
province. He must pay 1 GB or 1 RP per domain
turn to maintain the network (to “fund” his oper-
atives) but as a result he can doubleall beneficial
modifiers applied to espionage actions in that
province.

For example, perhaps Orthien Tane of the
Southern Anuire Shipping and Imports guild de-
cides to set up a spy network in Roesone’s prov-
ince of Abbatuor. He has three guild holdings in
Abbatuor, so he always gets a +3 bonus to his die
roll (or -3 from the success number). No one else
has any significant guild holdings there (el-Hadid
has a level 0 holding). If Orthien Tane success-
fully sets up a spy network in Abbatuor, he can
perform espionage actions as if he had a guild (6)
there. When he spends Regency Points or Gold
Bars to affect his success number, he doubles the
modifiers he “buys.”

The regent who possesses a spy network can
also double the effectiveness of his guild holdings
and/or RP and GB expenditures to assist other
regents in espionage—or to block their attempts.

finances

Regents gain money and treasure from a variety
of sources—taxes, tithes, trade routes, adventur-
ing—and they need to keep careful track of their
funds. The finance domain action allows regents
to convert cash and other goods (magical items,
barter from tithes) into Gold Bars or gold pieces,
depending on what they need at the time.



Regents should try to distinguish their domain’s
treasury from their own. Many subjects, particu-
larly nobles, believe the treasury belongs to the
realm, not the individual. They prefer to consider
the regent a guardian, or custodian, of the do-
main’s resources. Enlightened regents believe the
same—or at least conduct their financial affairs
as if they do.

A regent who maintains a distinction between
his own treasures and those of his realm can use
the financeaction to actually turn a profit—occa-
sionally. An adventuring regent might, for exam-
ple, come upon a large hoard of gold and other
treasures worth 10,000 gp (5 GB). If that regent
makes a habit of segregating his personal trea-
sures from the kingdom’s treasury, he might
make a personal loan to the treasury should cir-
cumstances warrant it. Under the finances do-
main action, the rules state that realms can bor-
row money from other realms or characters, and
pay them back with interest. The regent could
loan his realm money from his personal funds—
and make a profit when the realm pays interest.

The standard rules for this process are simple.
The regent needs to make a base success roll of O
or higher to loan his own realm money (in other
words, automatic success). Add +1 to the success
number for every 1% in interest (over the course
of a year) he wants to charge. For example, if the
regent wants to charge 10% interest, he needs to
roll a 10+. The regent can spend Regency Points
on this action.

If the regent succeeds at the roll, the realm
owes him the principal amount plus interest after
one year passes. The regent can opt not to collect
if the domain experiences financial difficulties
(and might have to—he certainly shouldn’t bank-
rupt his own realm). However, he cannot lend his
realm any more money until the initial loan has
been paid back. The regent, of course, can always
give his own realm money from his personal trea-
sury whenever he desires.

If the success roll fails, some explanation
should be made for why the regent can’t loan his
own domain money at this time. In most realms,
it means the regent’s advisers or council of nobles
didn’t accept the offer. The regent can try again
next domain turn, or lower the interest rate to 0%
and automatically succeed.

In more despotic realms where the regent has
the final say on everything, a failed roll means the
loan goes through but causes the populace to
lose faith in the crown. The commoners and no-
bles see the regent as merely profiteering at their
expense and, during the next taxation or tithe at-
tempt by the regent, they contribute up to 20%
less gold and regency than expected (rolled).

forge ley line

When wizards rule provinces rather than just
maintain source holdings, they become their own
best allies. Wizards should forge ley linesin every
province they control, from every source they
hold. Creating such a vast network may be ex-
pensive, but redundancy pays off. (For more in-
formation on forging ley lines, see The Book of
Magecraftaccessory). Using ley lines and realm
spells as defensively as possible keeps other
rulers from interfering with wizard regents.

In addition, wizard realm regents should set up
ley lines into neighboring territories, if they can
do so without provoking a hostile response.
When a neighboring regent decides to meddle in
the wizard’s affairs, he can show that meddler the
price of interference—on the meddler’s own
home ground.

Ley lines make effective weapons in many
ways. Because only other wizards, or those with
wizardlike abilities, can detect ley lines (and
then, only when they look for them), a wizard
realm regent can keep his enemies afraid, his
neighbors nervous, and his allies respectful. The
wizard regent with an extensive ley line network
can create a reputation of power that few oppo-
nents want to test personally.

fornify

Establishing fortifiedholdings, especially in bor-
der provinces, makes sense. Every realm regent
should have at least one castle as well—one as
strong and defensible as possible. Unfortunately,
creating fortified holdings and castles might
bankrupt the regent trying to protect his domain.

If at all possible, realm regents should try to
encourage other holding rulers to pay for some
of the construction of their castles and fortifi-
cations. Realm regents can do this remarkably
well—guildmasters shouldn’t mind supply-
ing a few Gold Bars every turn to construct
a castle if the realm regent will agree to
build actions that promote trade. Loan-
ing a guildmaster the use of the
realm’s ships (again, for trade pur-
poses) can have the same effect.

Temple regents might agree
to contribute for the privi-
lege of being allowed to
create their own

troops. Most
temples in
Cer-
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ilia have some interest in military activities, but
they usually need the permission of their realm
regents to build their own armies.

Optional Rule #1: To cut down on the time re-
quired to fortify a holding or build a castle, the
DM may allow the contributions of additional re-
gents to shorten the time necessary for construc-
tion. For example, if two regents agree to cooper-
ate in building a castle (2), which costs 8 GB per
level for a total of 16 GB, their work progresses
at a rate of 1d6 GB per domain turn. If each
agrees to contribute resources, the DM might
allow bothregents to roll 1d6 each turn, to reflect
the increased effort.

Optional Rule #2: Cooperation could make
building castles even more effective. If the DM
allows this rule, multiple holdings could be forti-
fied by the same castle or other fortification.
When two or more regents decide to fortify their
holdings at the same time (and to the same
level), they can save Gold Bars and time building
a linked fortification.

The cost of fortifying holdings is reduced to 3
GB per level per regentparticipating in the linked
holding construction. The cost of castle construc-
tion is reduced from 8 GB to 7 GB per level
when two or more regents cooperate in this way.

Construction of the fortification begins and
continues as normal. All regents participating
must build to the same level of fortification. Dur-
ing construction, however, the fortified holdings
are only as complete as the lowest level achieved
by any one regent.

For example, a guild regent, a law regent, and a
temple regent each decide to fortify their hold-
ings—a guild (3), law (2), and temple (2). They
decide to build a linked fortification (2). Each
must pay 3 GB per level, and work progresses at
a rate of 1d6 GB per domain turn.

On the first turn, the guildmaster rolls a 6 and

pays 6 GB—he has successfully completed his

part of the work. Unfortunately, each of the
other regents rolls a 1, so neither of them ac-
complish much. Overall, the linked fortifica-
tion is still level O.
On the second turn, the guildmaster
can only wait while his partners work
on their parts. The law regent rolls a
5, completing his section. Unfortu-
nately, the priest rolls another 1,
meaning he still hasn’t fin-
ished even one level of
construction. Although
two-thirds of the
linked fortifi-
cation
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is complete, it’s still a level O fortification.

In most cases, this stalled construction pace
won’t happen. On average, three domain rulers
cooperating to create a linked fortification
should save at least one domain turn when creat-
ing level 2 or higher fortifications. But accidents
happen.

Note regar ding both options: Whenever re-
gents cooperate to fortify holdings or build cas-
tles, they lose the option of spending extra Gold
Bars to increase the building rate.

gfant

Regents often award grants to their loyal servants
in return for successful service. Regents can be-
stow grants on anyone, anywhere, at any time
and for any reason. However, the more a regent
restricts the distribution of grants, the more spe-
cial they become.

The grant domain action seldom has a direct ef-
fect on the campaign. Oftentimes, the grant
awarded does little more than give a PC or NPC
some sort of treasure, title, or award. However,
for DMs and players concerned with realistic
roleplaying, grants should be cherished as excel-
lent role-playing opportunities.

For example, the PC ruler of Hjolvar might rule
all the provinces and all the law holdings in that
Rjurik realm. When one of his henchmen saves
his life during an adventure, however, the regent
might grant the NPC the title “Warrior of Kop-
ingdal.” The regent designates the henchman as
someone special in the annals of the realm—a
protector of the city, perhaps—and this can have
campaign repercussions. It should make the
henchman feel pride and loyalty toward his ruler,
and it could even increase the general goodwill
and loyalty the regent receives from his nobles
and commoners. The regent shows with his grant
that he rewards loyal service.

Grants can have a more direct effect on the
game, however. The henchman, for example,
might be made the province ruler of Kopingdal.
This means he, not the PC regent, controls that
province. Of course, the henchman still serves
the regent—but has a degree of autonomy as
well.

hold action

Holding a domain action allows the acting regent
to watch and see what other regents do during
the game. This choice grants to PC an advantage,
enabling him to 