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GUIDEBOOK TO THE
DUCHY OF VALNWALL

The Guidebook to the Duchy of Valnwall is a
Labyrinth Lord™ supplement for the Chronicles
of Amherth™ campaign setting that details the
people, geography, and government of the
Duchy of Valnwall. The Duchy is presented in
broad strokes and is open to customization. It
was specifically designed to give Labyrinth
Lords a convenient and familiar "western
European" fantasy setting to place their
traditional adventures.

MAKING IT YOUR

OWN

The version of the Duchy of Valnwall
presented in this text is set in the low-magic,
low-fantasy Chronicles of Amherth™ campaign
setting. Humans are the dominant race with a
culture that is reminiscent of Europe during the
late Middle Ages. Demihumans are a distinct
minority and are subject to various levels of
curiosity, prejudice, and mistrust, especially in
the more populous areas of the Duchy.

Magic is uncommon and those who practice it
are often feared. Religion, particularly the
teachings of the Church of Law and Order, plays
a prominent role in the lives of every citizen.
Although the Church is largely considered a
driving force for good in the world, past
scandals, corruption, and questionable
prejudices have marred its perfect image.

Ambherth is scaled for low-level play and the
party should rarely encounter an NPC of 9th
level or higher. This means the characters have
a real chance to affect the world around them

(for good or ill). This also means that Labyrinth
Lords who prefer a more high-fantasy style of
play, where magic is routine and powerful NPCs
are common, may have to increase the scale of
some encounters.

OPEN GAME

CONTENT

The Guidebook to the Duchy of Valnwall is
largely open content (see the Open Game
Content section for details). Small Niche
Games would like to encourage professional and
amateur publishers to use the Guidebook as a
shared regional setting and set their commercial
adventures within the Duchy of Valnwall.
Labyrinth Lords (and publishers) should feel
free to change, add, or remove any of the
information in this book to better suit his or her
own game.

To that end, nothing in this book should be
considered "canon". The Guidebook was written
to be modular, allowing new NPCs, factions,
locations, and adventures to be created or
removed without altering the makeup of the
overall Duchy. This does NOT mean that larger
changes are forbidden. If you decide to publish
an adventure where the Duke is replaced by a
doppleganger, or undead ghouls from the north
invade the realm, or forbidden gods decide to
punish the people with famine and pestilence
until they renounce the Church of Law and
Order, run with it!

Just keep in mind that wholesale changes
like these make it difficult for other Labyrinth



Lords (or publishers) to slot into their own
campaigns, which may detract from the utility
of a shared regional setting. That said, this
book is now yours to do with as you will.

PRODUCT NOTES

The Guidebook to the Duchy of Valnwall
contains a number of tie-ins to published
products (adventures, sourcebooks, etc.) from
Small Niche Games as well as other third-party
publishers such as Barrel Rider Games, Faster
Monkey Games, and Brave Halfling Publishing.

These products are designated with a
"Note:" entry. Some of these tie-ins were
designed specifically for the Chronicles of
Amherth™ campaign setting, while others were
designed to be "dropped in" to any fantasy
campaign and may require a few alterations to
fit within this version of the Duchy of Valnwall.
The Labyrinth Lord is encouraged to make
changes as needed, to suit the style of his
campaign.

THINGS TO

REMEMBER

The following themes are important to keep
in mind when running adventures in the Duchy
of Valnwall.

THE WORLD IS ANCIENT

The Duchy of Valnwall is an ancient land
littered with ruins that date back well before the
legendary Time of the Thirteen cities. Ancient
ruins, forbidding forests, imposing mountain
ranges, and stories told by the people
themselves all combine to give the Duchy a
sense of age and history. Only the bravest (or
most foolhardy) set out to uncover the secrets
of the ancient world.

LAW AND ORDER

The Church of Law and Order is the dominant
religion in the Duchy of Valnwall and its
presence is evident throughout. Holy days are
strictly observed, church bells call the faithful to
worship, and statues, fountains, frescoes, and
shrines to various saints are common.

Prayers and rituals are part of everyday life—
a woodsman might whisper a prayer of
protection to the forces of Law and Order before
starting a hunt, a shopkeeper might make a
sacrifice to St. Gregor of Carach for good
business, and a mother might beg St. Lucilla
the Kind to heal her sick child. The clergy can
be seen everywhere and are a constant
reminder to the citizens that the Duchy is a
bastion of Law and Order.

A LAND DIVIDED

In the Duchy of Valnwall, the noble houses,
wealthy merchant families, and trade guilds all
vie with each other for power and influence.
Some seek to curry favor with the royal family,
others seek to earn (or buy) the goodwill of the
Church, while others focus on winning the
hearts and minds of the people. The Duke
traditionally avoids these power struggles, but
members of his inner council sometimes pursue
their own agendas. One thing is certain—
nothing in the Duchy is free and a favor granted
is a favored owed.

MAGIC IS FEARED

As with other places in Amherth, magic is
common enough to be accepted as part of the
norm, however, those who practice magic are
rarely trusted by the populace. The Church of
Law and Order has played upon these fears
even further to paint magic-users and other
spellcasters as despicable sorcerers who are
easily converted to the Church of Chaos and
Destruction.

Magic-users are expected to register with the
Adventurer's Guild and are subject to close
scrutiny by agents of the Church of Law and
Order. Demihumans, particularly elves, are
considered creatures of magic and are therefore
not to be entirely trusted.

ADVENTURERS ARE HEROES

The Guidebook to the Duchy of Valnwall
embraces the concept of the Adventurer's Guild
where adventurers, like any other craftsmen or
tradesmen, may hone their skills, network with
colleagues, and seek employment.

Adventuring is a time-honored profession
throughout the Duchy of Valhwall and
adventurers are afforded a special celebrity



status that transcends the normal social
classes. This status rises and falls with the
adventurer's fame and fortune. Although a
nobleman may secretly look down upon an
adventurer of common birth, the adventurer
can still expect to be treated as a near equal,
provided his deeds have been immortalized in
poetry and song.

Adventurers are expected to assist soldiers
and watchmen when needed, drive off

safe. The greatest adventurers may be awarded
knighthoods, land grants, and even noble titles.

Demihuman adventurers, particularly
dwarves, are better received than their non-
adventuring counterparts, but may still suffer
from prejudice and distrust until they prove
themselves through Lawful deeds. Demihumans
who belong to famous adventuring companies
may eventually win the admiration and respect

monsters, and generally help keep the Duchy

of the people (if that is their desire).
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ADVENTURING IN THE
DUCHY OF VALNWALL

The Duchy of Valnwall is a vibrant and
untamed realm that is ripe for adventure. Here,
adventurers may find routine work defending
villages, exploring the wilderness, plundering
ancient ruins, hunting monsters, guarding
caravans, fighting pirates on the high seas, or
even serving as bodyguards for wealthy
patrons.

The Duchy's image as a bastion of Law and
Order is a thin veneer that hides a wild, chaotic
land. Plotting and intrigue are common
throughout. At the upper levels, the nobles,
guilds, and merchant families constantly vie for
power in the royal court. Adventurers may be
hired to deliver messages, disrupt competing
operations, or even kidnap or assassinate rivals.
At the lower levels, adventurers may be hired
by local leaders to serve as town bodyguards or
protect villages from the depredations of
bandits, cultists, or even decadent lords.

The Church of Law and Order sometimes
contracts Lawful and Neutral adventurers to
assist the clergy with its quest to root out
dissidents and expose worshipers of false gods.
Adventurers may also be contracted to provide
extra security during holiday celebrations,
pilgrimages, and religious festivals.

Adventurers are commonly called upon to
assist military patrols or local militias. They are
often beseeched by local politicians or village
elders to handle threats to the community. The
most powerful adventuring companies may
even be commissioned by the Duke to
undertake adventures in his name.

ADVENTURER'S

GUILD

All adventurers are required to join the

Adventurer's Guild. The main guild
headquarters is located in the City of Dolmvay,
but smaller outposts are located in most major
cities and large towns. Guild dues and services
vary from place to place, depending on local
resources, but typically require 10% of all
treasure recovered.

At the very least, licensed adventurers can
expect hospitality, greater access to rumors and
information from other members, as well as
free reign to explore the countryside, battle
monsters, and lay claim to the spoils. Those
who refuse to join the Adventurer's Guild may
be treated as trespassers, grave robbers, and
even wandering murderers.

A number of named adventuring companies
operate throughout the Duchy of Valnwall. The
characters are free to join one of these
companies or develop their own. A few of the
most famous adventuring companies are noted
below.

Note: See the Small Niche Games setting
sourcebook Guidebook to the City of Dolmvay
for more information on the Adventurer's Guild.

WARRIORS OF THE SHATTERED
SCALE
The Warriors of the Shattered Scale

specialize in hunting reptiles and reptilian
monsters such as sewer alligators, lizardmen,



kehrawks, and ultimately dragons. They are
accomplished woodsman, many of whom have
lost loved ones to the scaled folk. The Warriors
of the Shattered Scale were founded by three
vengeful brothers from the east, whose families
were slain by the elder red dragon D'harrest
(Deathfire). Their standard is a stylized
dragon's skull superimposed over a broken
scale. The most fanatical members often tattoo
a scale on their backs or arms for every
reptilian monster killed.

COMPANY OF THE WALL

The Company of the Wall is one of the few
bands of adventurers who are legally allowed to
explore the ancient seawall and megadungeon
known as the Great Valnwall. The Company of
the Wall is one of the wealthiest companies in
Dolmvay and its members are well trained and
well equipped. Their standard is the stylized
silhouette of the Great Valnwall in gray on a
blue background.

KNIGHTS OF MOR

The Knights of Mor specialize in exploration
of the ruined City of Mor. Its recruiters operate
in places like Dolmvay and Uthersberg, enticing
wide-eyed youths with dreams of untold fame
and fortune to be found in the ruins of the
former Great City. These new recruits are
hastily trained, poorly equipped, and then
shipped off to be used as fodder for more
experienced Knights based in the town of
Lesserton. Their standard is the stylized
silhouette of a gleaming city.

Note: See the Faster Monkey Games setting
sourcebook Lesserton and Mor for more
information on the ruined City of Mor and the
disreputable town of Lesserton.

GULF SAIL SOCIETY

The Gulf Sail Society is an adventuring
company that specializes in water-based
adventures throughout the Gulf of Valnwall. Gulf
Sailers have a seedy reputation and some of its
members have been hanged for piracy. The Gulf
Sail standard is a trio of triangular sails, that is
often worked into their tattoos.

PRESERVERS

The Preservers are an adventuring company
dedicated to pacifying the Valinian wilds. They

spend most of their time in remote places,
fighting ruks, hunting monsters, and driving off
those who defile the serenity of nature. The
Preservers maintain close ties with elves and
other woodland folk, but have garnered a nasty
reputation among miners, trappers, and loggers
whose campsites have been wrecked in the
night. Their activities are currently under
investigation by the Church of Law and Order
after the reported worship of nature gods and
idols. Their standard is the stylized silhouette of
a great tree ringed by five phased moons.

JAGDMACHTEN

The Jagdmachten is an adventuring company
based in the Earldom of Solene that is dedicated
to hunting down and destroying the ancient
warmachten of the Old World. The machine
parts are then sold to scholars, sorcerers, and
sages for a hefty price. The Jagdmachten rely
heavily on magic and magical weapons to take
down their prey—the more destructive the
effect, the better. They have an uneasy truce
with the Vanhurr elves of western Valnwall;
although the two groups share largely the same
mission, they sometimes clash over territory
and tactics.

ADVENTURE THEMES

Adventures are formed by conflicts, and the
Duchy of Valnwall is intentionally written with a
number of built-in conflicts to explore. Labyrinth
Lords can use the following themes to design
new adventures or even build entire campaigns
around these conflicts.

CHURCH

This is an easy one. Religion can bring peace
and happiness to a lot of people. It can also be
viewed as a major source of oppression and a
way to control the masses. As with any large
and powerful organization, corruption,
infighting, and intrigue seem to go hand in
hand. Clergymen may plot to shame, depose, or
even Kkill their rivals. Outside forces and rival
religious factions may target church functions,
defile holy sites, and even murder clergymen in
an effort to undermine the Church's power and
influence.



GUILDS

The guilds were created to set prices, broker
deals, and generally make life better for their
members. Not all members are considered
equal, however, and some seek only to exploit
other guildsmen for their own personal gain.
Plots to vandalize rival shops, disrupt deliveries,
and entice wealthy clients are common.

MERCHANT FAMILIES

The powerful merchant families based in
Dolmvay have skillfully maneuvered their way
into the city's upper class and their reach
extends throughout the Duchy. This has caused
friction with the poorer commoners who feel the
merchants have "forgotten where they came
from" as well as the Valnwall noble houses who
feel much the same way, but for different
reasons.

The merchant families constantly plot to
expand their wealth and influence throughout
the Duchy. These intrigues often involve
schemes to discredit, embarrass, and even
murder members of rival families. On rare
occasions, powerful families may engage in
open conflict until a truce is negotiated (or
ordered by the Duke).

NOBLE HOUSES

The noble houses of Valnwall once had free
reign of the Duchy and many still feel their
rights are inherently greater than that of the
common man. This attitude has earned them
few friends among those of lesser station.

The noble houses constantly seek to outdo
one another and their intrigues often resemble
that of the rival merchant families. This rivalry
is especially bitter between nobles who trace
their lineage to the ancient houses of Vay and
Mor. Honor duels are commonly fought and
skilled champions (and adventuring parties) are
highly prized.

EXPLORATION

The Valnwall wilderness is vast, untamed,
and littered with ancient ruins, burial crypts,
and hidden dungeons. These may contain lost
relics, forgotten knowledge, or magic from a
bygone age. If left unguarded, bandits,
monsters, ruks, and other foul creatures often
make their homes in these remote places in

order to prey upon nearby settlements.
Adventurers are encouraged to explore the
wilderness, slay monsters, and recover lost
treasures.

ROYALTY

The Dukes of Dolm have ruled the Valnwall
since the Duchy's inception, however, this rule
has not gone uncontested. The Duke and his
family live each day knowing that they have
been marked for death.

Noble houses and merchant families conspire
with usurpers to overthrow the line of Dolm.
Assassins lurk around every corner, promising
death in the form of a knife in the back, an
arrow in the dark, or a poisoned glass of wine.
Hostile armies from the Ruklands, the Ghoul
Lands, and the Wastelands are always poised to
invade, and dissident factions such as the Order
of Karth, the Church of Chaos and Destruction,
and the Society of the Swan seek to bring about
the realm's downfall from within.

With help from its allies and the Church of
Law and Order, the royal family has managed to
persevere, and the Duchy of Valnwall has
thrived.

HUMANS VS. DEMIHUMANS

The prejudice between humans and
demihumans is widespread. To a human, elves
are creatures of magic and therefore never to
be fully trusted; dwarves and gnomes are
tolerated and even sometimes shown a
grudging respect; the stunted creatures known
as halflings are simply objects of sympathy or
ridicule.

To a demihuman, humans are arrogant, vain,
and deceitful—ham-handed brutes who have
neither the intelligence nor skill to develop more
than a rudimentary form of civilization.
Complicating matters further, demihumans
often have their own prejudices, with elves and
dwarves considering themselves superior to one
another, and both feeling themselves above the
lowly halflings.



ANCIENT HISTORY OF
AMHERTH

Humanity is the dominant race on the world
of Amherth. This is reflected in its history which
has been passed down for generations as myth
and legend rather than raw dates and facts.
Human scholars focus on the struggle of the
race of men to withstand adversity and
overcome the evil designs of non-human races.
Other races (particularly the elves) may have a
distinctly different take on events of the past.
However, in reality, very little is known of the
world that existed more than a few hundred
years ago, leaving the Labyrinth Lord free to
design, develop, or expand on bygone eras.

Note: The Labyrinth Lord is free to discard
the following history if the Duchy of Valnwall is
not being set in the Chronicles of Amherth™
campaign setting.

TIME OF THE

ANCIENTS

Legends say that in the beginning, the world
of Amherth was all one land ruled by a mystical
race of men known only as the Ancians
(Ancients). These Ancients were said to dwell in
mythical cities of silver and gold, fly through the
skies in chariots made of fire and glass, and use
magic as part of their everyday lives. The
Ancients mysteriously disappeared, and many
believe they destroyed themselves (and nearly
the earth) in one of the first of the seven Great
Cataclysms that reshaped the world of Amherth.

THE LONG WINTERNIGHT

After the first Great Cataclysm, the world
suffered through a devastatingly long winter.
The skies were filled with thick clouds that
blocked the life-giving rays of the sun, and
acidic rain forced the children of the Ancians to
live underground. Even so, great empires were
forged beneath the earth as the race of men
adapted and thrived.

In time, the children of the Ancians returned
to reclaim the world above. The old magics
were rekindled in an effort to end the
Winternight and restore Amherth to its former
glory, but this magic proved beyond their
control. A dark, magical plague swept across
the land that corrupted the hearts and minds of
the innocent, turning them into ravenous
beasts.

The last surviving children of the Ancians
called up a great magical fire in an effort to
contain this plague and the world was once
again plunged into ruin.

AGE OF GIANTS

It is said that titans arose from the ashes of
the second Great Cataclysm. These titans were
giants of unmatched strength and power who
were also skilled in the magical arts. Some say
they were halfblood children of the Ancients
while others believe they had once been their
slaves.

The titans marshaled their armies and
conquered the shattered continents of Amherth.
They enslaved the race of men, forcing them to



build great cities and monuments in their name.
It is said that the first dwarves came into being
under their wicked lash, stunted humans with a
love for gold and an affinity for the dark places
of the world.

The titans forced these dwarves to mine so
deeply into the earth that they eventually
pierced the core, causing earthquakes and
volcanoes to erupt all over the world in what
became known as the third Great Cataclysm.

out of alignment, day became night, and the
world was covered with snow and ice, marking
the start of the fifth Great Cataclysm.

AGE OF ICE

TIME OF THE WARRING GODS

After the third Great Cataclysm,
temperatures rose, the ice caps melted, and
most of the world was covered in water for
unknown millennia. Inhuman kingdoms arose
both beneath the seas and atop the tallest
mountain peaks, which now barely jutted above
the waves. These kingdoms began to prey upon
the last vestiges of the human race. Men
banded together aboard floating cities to protect
themselves from the depredations of sea-
dwelling monsters such as merfolk, sahuagin,
and krakens, as well as flying monsters such as
hawkmen, griffons, and rocs.

It is said that a great war erupted between
the gods of the sea and the gods of the air.
According to legends, the all-seeing gods of the
air prevailed and came down to punish the
world in what became known as the fourth
Great Cataclysm. These gods plundered the
seas, siphoning great columns of water into the
heavens, and leaving the earth mired in
swampland.

AGE OF DRAGONS

As the Ice Age descended, the great lizards
died off and the elder dragons were forced to
hibernate deep beneath the earth. The last
tribes of men adapted much better to the cold.
They became nomads, ranging across the
frozen tundra, hunting and foraging as they
roamed.

Time passed, and eventually the cold
lessened and the snows began to recede. The
race of men grew fearful that the sun's warming
rays would revive their former masters. The
tribal chiefs gathered in a great council. It was
decided that the greatest heroes of the day
would descend into the ancient ice caves and
try to locate and destroy the elder dragons.

The heroes undertook this heroic quest,
knowing that they might never again see the
light of the world above. Deep they traveled,
along paths unknown, until at last they came to
a series of great caverns close to the center of
the earth that were untouched by the Ice Age
above. There they found the elder dragons and
other reptilian monsters of myth and legend. A
great battle was fought and it is said that the
heroes of men unleashed the power of the
earth's core and flooded the caverns with fire.

On the surface world, the earth shook again
and split asunder, volcanoes erupted, and the
ice melted in what came to be known as the
sixth Great Cataclysm.

The Age of Dragons was a turbulent time,
when dragons, great lizards, and lizardfolk ruled
the swampy mass of Amherth. The race of men
devolved into a primitive state and many were
enslaved and forced to serve reptilian masters.
Great pyramids and cities were built, and many
lives were sacrificed to dark rituals of inhuman
gods.

It is said that in their lust for power, a cabal
of the greatest elder dragonkings summoned a
monster so powerful that it almost devoured the
very world. The dragon armies of Ambherth
mustered to fight the beast. In the battle that
ensued, the earth was shaken, the seasons fell

HAZE OF THE FEYWOLD

As the race of men struggled to survive in
the shattered world, it is said that elves and the
other fae folk appeared for the first time and
used magic to tame and reshape the land to
their liking. This was the Haze of the Feywold,
where men were ensorcelled and forced to live
their lives in a dream-like state, in service to
the great Faerie Kings.

In time, the men who were bravest and
strongest of will shook off the effects of the
Feywold and plotted to overthrow their new
masters. A mighty rebellion followed, and the



fae folk were driven back. The victorious leaders
of men seized control of the most powerful
faerie magics, however, their attempt to
reshape the world in their own image resulted
in the seventh Great Cataclysm. Wild magical
effects and newly created monsters swept over
the once-peaceful and idyllic lands of the fae,
and the world was plunged into chaos once
again.

AGE OF MAN

In time, the chaos receded and balance was
restored. The race of man rose up to take its
rightful place as rulers of the world. Tribes
became communities and communities became
kingdoms. Great cities were built during the
legendary Time of the Thirteen Cities, and many
believed that time had come full circle and the
return of the mythical Ancients was nigh.

TIME OF THE

THIRTEEN CITIES

In ages past, during the height of the Age of
Man, the great city-states of Amherth rose to
power in what is now known as the Time of the
Thirteen Cities. This was an era of myth, magic,
and miracles—a Golden Age of civilization,
innovation, and prosperity where anything
seemed possible. Alas, one-by-one, these great
city-states fell into ruin and memory until now,
only their legends remain.

THE GREAT CITIES OF AMALOR

On the continent of Amalor, the three Great
Cities of Aal, Vay, and Mor reigned supreme.
The City of Aal was a mythical kingdom of
master builders who artfully blended magic with
science to create items, structures, and golems
that defied logic, performed mundane tasks,
and could even think and act on their own. It is
said that this magic ultimately led to their
undoing when these creations turned upon their
masters, unleashing a wave of destruction that
left the once-beautiful Kingdom of Aal a
wasteland where only evil dwells.

The City of Mor was renowned for its mystics
and sorcerers. It is said these men spent most
of their lives in a trancelike state, exploring the

ancient mysteries of other planes of existence.
This apathy towards the mortal world became
their greatest weakness, as the forces of an evil
warlord known as the Halfruk Lord descended
on the Great City of Mor from the Ruklands to
the north. The sorcerers of Mor called upon
ancient magics to defend the city, but this dark
sorcery proved to be their undoing, and the
Great City of Mor became a twisted ruin, tainted
by foul magics.

The City of Vay (pr. Vay or Vai) was built
upon faith and just laws. It was the birthplace
of the legendary hero Valen as well as the
Church of Law and Order that was founded
upon his death. According to legend, crime was
almost unheard of in Vay, and a wealthy man
could carry a sack of gold from one end of the
city to the other in the darkest hours of the
night without fear of being robbed.

Like its sister cities, however, Vay's star
eventually darkened and fell. After the City of
Aal became a wasteland and the City of Mor
was brought down by magic and invaders, Vay,
the last of the great city-states of Amalor,
closed its gates to outsiders and sheathed itself
in faith and piety. This insulation led to
corruption, infighting, and an internal civil war
that decimated the population. The Church of
Law and Order eventually prevailed over the
forces of evil, but by then the once-great City of
Vay had become only a shadow of its former

glory.
TIMELINE

The Thirteen Cities existed during a mythical
age whose records have been lost to time. All
that remains are songs, legends, ruins, and
ancient artifacts from this wondrous era.
Historians insist that the Golden Age of the
Great Cities reached its peak thousands, if not
tens of thousands of years ago, and that many
of the strange artifacts that turn up today are
from civilizations that came before or followed
after (and that not all of them were human).

However, the legends of the Great Cities are
so ingrained in modern culture that the common
folk speak as if they existed within the past few
hundred years. The deeds of legendary heroes
of that age (St. Valen, St. Poul, St. Raymont,
etc.) are spoken of so casually that an outsider
might think they were hearing heroic tales of



recent events. This is because Valinians are
more interested in acts of courage and valor
than the details of when such stories actually
took place.

THE DUKES OF DOLM

Countless years after the fall of the Thirteen
Cities, during the time known as the Age of
Might, the petty kings of western Herth sought
to colonize and expand their power on the
continent of Amalor. At this time, the City of
Vay had long been in decline and the wildlands
of Amalor were ripe for adventure, filled with
lost ruins, savage monsters, and untold
treasures. The people of Amalor were divided,
and chafed under the rule of oppressive
religious orders and ancient noble houses who
reveled in family names and past glories.

Willhelm the Duke of Dolm, a vassal of King
Herek of the Kingdom of Might, was one of
many nobles sent to settle Amalor. His ships
made port in the ruins of the ancient city of Vay
where he met with the ragged emissaries of the
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Church of Law and Order who still ruled there.
It is said the priests looked into Willhelm's heart
(some say his coffers) and declared him a
blessing sent by the mighty St. Valen of Vay.

Duke Willhelm Dolm restored the ruins of
Vay and the city was renamed Dolmvay in his
honor. The Duke claimed the lands north of the
Great Valnwall in the name of King Herek and
quickly set about taming the countryside. His
armies built roads and fortresses along the
major rivers and pushed back the tribes of
nonhumans that had flourished since the fall of
the Great Cities.

An arranged marriage between the Duke and
the Lady Morgan of the powerful noble house of
mor Seronan helped cement his claim to rule.
Other alliances were forged through marriages,
favors, and threats, bringing the petty kings
and ancient noble houses of Vay and Mor under
King Herek's banner, and the people flourished.

The Church of Law and Order grew in power
during this time and, with the Duke's support,
its teachings began to spread to the lands
across the sea, particularly the merchant
kingdom of Guildeland where it has since
become the official state-sponsored religion.

When King Herek was slain by the forces of
Xanne during the War of Crows, Duke Willhelm
was forced to swear fealty to the Immortal Zaer
von Xanne and accommodate the Grand
Emperor's demands. During this time, the Duke
established strong ties with the noble houses
and merchant families of Guildeland.

When the War of Hope erupted, the Duke
secretly sent wealth, weapons, and supplies to
help the Army of Hope break the Empire's hold
on western Herth, forever establishing the
Duchy of Valnwall as a champion of Law and
Order.

TODAY

Duke Willhelm has long since passed but,
with the support of the Church and the people,
the line of Dolmish lords has weathered several
hundred years of wars, uprisings, and internal
strife to remain in power as the rulers of
Dolmvay and the Duchy of Valnwall. The current
Duke is the young Robert val Dolm.




DUCHY OF VALNWALL

The Duchy of Valnhwall began as a feudal
society where the most wealthy and powerful
nobles were given tracts of land to rule in the
name of King Herek of the Kingdom of Might. In
exchange, these nobles paid taxes and agreed
to support the King (or his steward, the Duke)
with troops and supplies when needed. Over
time, church factions, influential guilds, and
wealthy merchant families have risen in power
until today, the divide between noble and
commoner is not as severe as it once was.

In rural areas, the nobles tend to be more
lenient and cordial with their subjects, and in
many places, nobles and commoners often
develop a mutual respect for one another. In
some places, commoners may even be allowed
to govern themselves through local councils or
elected officials. In more urbanized areas,
especially in the regions of eastern Valnwall,
nobles tend to be more arrogant and hold
themselves apart from the common man.

The Duke seldom interferes with the ruling of
a nobleman’s estate, and the Church of Law and
Order is on hand to guide the nobles to rule
justly. However, both the Duke and the Church
have been known to step in (sometimes
belatedly) when gross atrocities or injustices
come to light.

GOVERNMENT

The City of Dolmvay is the seat of ducal
power. The Duke of Valnwall is technically a
vassal of King Herek, however, no child of
Herek's line is believed to have survived the
War of Hope. This means the Duke is free to
rule the Duchy of Valnwall as he sees fit, and
some in fact have called for him to be crowned
its king.
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The Duke is closely advised by the Ducal
Council—a  combination of elected and
appointed officials who advise the Duke on
important matters, set policies, and handle daily
procedures. Although the Duke has the final say
in all matters of state, very few policies are
made without the approval of the Church of Law
and Order. The Duke is well aware that the
Church has the support of the common folk,
and it is the common folk who comprise the
majority of his citizens.

STANDARD

The Duchy of Valnwall’s standard is the black
silhouette of a crown above a stylized silhouette
of the Great Valnwall. These silhouettes are
outlined in gold and set upon a dark green
background. The standard of the City of
Dolmvay is a stylized D inside the silhouette of
the Great Valnwall, flanked by three holy hilts of
Law and Order. Each earl, baron, knight, noble

house, merchant family, and guild also
possesses their own identifying colors and
symbols.

RELIGION

The Church of Law and Order is the dominant
religion throughout the Duchy of Valnwall. Its
political arm constantly tries to influence
policies and stamp out the worship of other
gods, especially that of its opposition, the
Church of Chaos and Destruction and the
remnants of a savage nature religions known as
the Druun.



The Duchy of Valnwall is a vibrant realm that
sees trade from all over Amherth. The Xannen
gold emperor, silver empire, and copper slave*
are the most commonly accepted forms of
currency in Dolmvay. Antique coins from the
ruined cities of Aal, Mor, and Vay are also found
in circulation. Foreign coins are weighed for
their value. In some cases, barter is also an
acceptable method of trade. The Duchy of
Valnwall does not currently mint its own
coinage, although several guilds have petitioned
the Duke to consider this matter.

*see the Chronicles of Amherth™ campaign
setting for more information about these coins.

LAWS AND

PUNISHMENT

Whether by accident or design, adventurers
sometimes end up on the wrong side of the law.
Characters should be aware that the cities,
towns, and villages of the Valnwall are not
lawless dungeons where disputes can be settled
with a bolt of lightning or the slash of a sword.

The Duchy of Valnwall is the birthplace of the
Church of Law and Order and most of its
citizens are honest, law-abiding men and
women. However, crimes occur on a daily basis,
for a variety of reasons.

Arrests may be made by authorized officials
such as soldiers, constables, watchmen, and
clergymen. In larger cities and towns, an alman
from the Alman's Guild can arrange bail for a
small fee. Almen may also be hired to present a
case and/or arrange bribes (when applicable).
Nobles, politicians, and other wealthy citizens
and organizations (such as the Adventurer’'s
Guild) may also use their clout and influence to
obtain an early release from jail, although the
criminal is still expected to attend trial.

Offenses include, in order of their severity,
debt, guild evasion, disturbing the peace,
damage to property, theft, fraud, unarmed
assault, extortion, armed assault, assault on an
official, insolence to a noble (rarely), murder,
piracy, and treason.

Trials may be adjudicated by nobles (on their
estates), high-ranking clergymen, or judges (in
larger cities and towns). Punishments vary, but
almost always lean heavily in the favor of the
Church's teachings.

Typical punishments include fines (including

restitution), indentured servitude, public
incarceration, jail, and flogging (rarely).
However, judges often incur additional

punishments that "fit the crime" such as a pig
thief being forced to slop the pigs each morning
for an entire month. Public torture and
execution are reserved for the most heinous

crimes such as murder, piracy, and treason.

What follows is a basic list of crimes and
punishments in Dolmvay.

Crime

Debt

Guild Evasion

Disturbing the
Peace

Damage to
Property

Theft or Fraud

Assault (unarmed)
or Extortion

Assault (armed)

Assault on a
Watchman or
Clergyman

Insolence to a
Noble

Punishment

1d3 years indentured
servitude or until debt is
paid

1d6 x 100 gp fine and/or

1d6 years indentured
servitude

1d6 gp fine and/or 1 day in
jail and/or 1 day public
incarceration

1d6 x 5 gp fine and/or 1d6
days in jail and/or 1d3
days public incarceration

1d6 x 10 gp fine and/or
1d6 days in jail and/or 1d6
days public incarceration

1d6 gp fine and/or 1d6
days in jail and/or 1 day
public incarceration

1d6 x 100 gp fine and/or
1d6 x 3 months in jail
and/or 1d6 days public
incarceration

1d6 x 20 gp fine and/or
1d6 x 5 days in jail and/or
1d6 x 5 days public
incarceration

Public flogging



Murder or Piracy Execution or public
execution or public torture

and execution

Treason Public execution or public

torture and execution

Note: Murder and assault charges do not
include those that occur in self-defense. Fines
and punishments may be doubled if the
offender is also a member of a known gang or
bandit company. Fines and punishments may be
tripled if magic is involved in the commission of
the crime.

PUNISHMENTS

The following punishments may be imposed
on criminals in the Duchy of Valnwall. The
severity of punishments listed above are meant
to be used as guidelines. Fines and jail time
tend to increase incrementally with each
offense, and may go well beyond the listed
amounts.

FINES

Fines are the most common form of
punishment for crimes in the Duchy. Any fines
for theft, fraud, damage to property, and debt
take place after the victim has been paid back.
Payment of fines is expected upon sentencing,
although the judge may allow the offender to
remain in jail for up to 1d3 weeks while he
arranges payment. Those who cannot pay a fine
or restitution are found guilty of debt.

INDENTURED SERVITUDE

Human slavery is illegal in the Duchy of
Valnwall. However, indentured servitude is an
accepted method of paying off debts.
Indentured servants may be put to work in city-
owned mines, logging camps, crop fields, or
aboard ships unless they demonstrate some
other more useful skill (such as adventuring!).

PUBLIC INCARCERATION

Public incarceration involves being caged or
put in stocks in a public square (usually in the
center of the town or neighborhood where the
crime was committed). The criminal is then
subject to being ridiculed, pelted with offal and
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garbage, and suffering other forms of abuse
from local law-abiding citizens.

JAIL

Jail time is spent in the local jail or lord's
dungeon, depending on the location of the
crime, the severity of the offense, and the
history of the offender. The judge usually
counts time served waiting for trial as part of
the sentence.

FLOGGING

Flogging involves being tied to a public
whipping post and suffering 2d20 lashes. No
one in western Valnwall has been convicted of
insolence to a noble in many years, and many
believe such an outdated charge would only
lead to civil unrest. Flogging in eastern
Valnwall, however, is much more common. . .

PUBLIC TORTURE AND EXECUTION

Although executions take place monthly in
some of the larger towns and cities, public
torture and execution by beheading are
reserved for the most heinous criminals and
crimes. Public executions are attended by
people from all over. The more infamous the
criminal, the more popular the event.

TRIAL BY COMBAT

One holdover from the past is a noble's right
to trial by combat. A noble convicted of piracy,
murder, or treason may appoint a champion to
defend his honor. The judge or other presiding
official (such as a Lawlord or the Duke) selects
a champion to represent the court.

These honor duels are typically fought to the
death, although quarter may be given if asked
(at great dishonor to the loser). Agents of the
Church oversee these duels to ensure that no
magic is used to sway the outcome. If the
champion is defeated, the noble is considered
guilty beyond all doubt. Not only is he
sentenced to death by public torture and
execution, but he forfeits all lands and titles to
the crown, leaving his heirs and descendants
penniless and disgraced.



MILITARY

The Duchy of Valnwall boasts a well trained
military. Military forces follow a chain of
command, but works together with local earls,
barons, and other nobles to keep the peace.
Soldiers and sailors have the power to arrest
human criminals and turn them over to local
law enforcement for trial and punishment.
Demihuman and nonhuman criminals, raiders,
and pirates may be tried and punished
immediately.

THE KING'S ARMY

The Duchy of Valnwall maintains a large
standing army called the King’s Army, which is
ostensibly loyal to the line of its founder, King
Herek of the Kingdom of Might. Valinian foot
soldiers are typically outfitted with helmets,
leather armor, shields, spears, long swords, and
daggers. Officers wear chain mail. Archer
companies are outfitted with leather armor and
heavy or light crossbows. Elite archer
companies are equipped with the devastating
Valinian longbow (+1 to-hit and +1 to damage),
which is specially crafted from the wood of the
great trees. Valinian knights wear plate mail
and wield heavy lances.

Soldier: AL L; MV 120' (40"); AC 7 (leather
armor + shield); F1; hp 6; #AT 1; Dmg 1d6+1
(spear + Str), 1d8+1 (long sword + Str),
1d4+1 (dagger + Str) or 1d6 (light crossbow)
or 1d8+1 (Valinian long bow); S 13, D 10, C 10,
19, W 10, Ch 10; SV F1; ML 8; XP 13; 1d4 cp.

Sergeant: AL L; MV 120' (40"); AC 4 (chain
mail + shield); F2; hp 14; #AT 1; Dmg 1d8+1
(long sword + Str), 1d4+1 (dagger + Str); S
13, D 10, C 13,111, W 10, Ch 10; SV F2; ML
8; XP 38; 1d4 sp, 1d4 cp.

Captain: AL L; MV 120' (40'); AC 3 (chain
mail + shield); F3; hp 18; #AT 1; Dmg 1d8+1
(long sword + Str), 1d4+1 (dagger + Str); S
13, D 13, C 13,111, W 11, Ch 12; SV F3; ML
8; XP 38; 1d6 sp, 1d6 cp.

THE KING'S NAVY

The Valinian navy prefers modern sailing
vessels with an emphasis on large, heavily
armed frigates to patrol the Gulf of Valnwall and
beyond. Naval officers carry long swords and
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daggers. Common sailors carry daggers, but
can be armed with long swords, shields, and
crossbows from the ship's armory. Military ships
are often manned by a company of marines who
wear studded leather armor and carry shields,
long swords, and daggers. The King's Navy is
steeped in tradition and has a reputation of
pride and excellence.

Sailor: treat as 0-level human with Dex 13,
AC 8 (Dex) or 7 (shield + Dex), hp 3, dagger
(Dmg 1d4) or long sword (Dmg 1d8) or light
crossbow (Dmg 1d6), trinkets and charms
(worth 1d4 cp total), and 1d4 cp.

Captain: AL L; MV 120' (40"); AC 8 (Dex) or
7 (shield + Dex); F2; hp 12; #AT 1; Dmg
1d8+1 (long sword + Str), 1d4+1 (dagger +
Str); S 13, D 13, C 10,111, W 10, Ch 10; SV
F2; ML 8; XP ; 1d6 sp, 1d4 cp.

Marine: AL L; MV 120' (40"); AC 5 (studded
leather + shield + Dex); F3; hp 18; #AT 1;
Dmg 1d8+1 (long sword + Str), 1d4+1 (dagger
+ Str); S13,D 13, C 13,111, W 11, Ch12; SV
F3; ML 8; XP 95; 1d4 sp, 1d4 cp.

THE SEAGUARD

The Seaguard is a militant order of sailor-
priests dedicated to combating piracy in the
Gulf. Clergymen of the Seaguard are known as
Seaguardians. They are all Lawful spellcasting
clerics of seafaring saints such as St. Brendan
the Navigator, St. Tara the Sailor, St. James the
Black, or other lesser saints.

At least one Seaguardian is assigned to all
royal naval vessels and is responsible for the
physical and spiritual well being of the sailors
aboard. The Seaguard is based in the Cathedral
of the Calming Waves which is located in a
small cove near the Citadel of Lights.

Seaguardian: AL L; MV 120' (40"); AC 7
(leather armor + Dex); C3; hp 14; #AT 1; Dmg
1d6 (mace); S 10, D 13, C 12,112, W 13, Ch
12; SA spellcasting, Turn undead; SV C3; ML 9;
XP 110; holy symbol of Law and Order (or
patron saint), vial of holy water, 1d4 sp, 1d6
cp.

Spells: 1st: cure light wounds, detect magic;
2nd: hold person.



CALENDAR

The people of Valnwall use the standard
Xannen calendar to keep track of time.

A year consists of twelve months—Janur,
Febron, Marcus, Arbel, Mairi, Junae, Julae,
Augrast, Septem, Octubrast, Novem, and
Dechem—and each month has roughly 30 days.

A week consists of seven days—Modan,
Todas, Wedna, Throde, Frida, Sadat, and Son's
Day, which is considered a holy day of St.
Valen.

MAJOR FESTIVALS

Festivals are a common occurrence
throughout the Duchy of Valnwall. In rural
areas, festivals are a major occurrence and
usually involve a gathering of nearby towns,
villages, and homesteads. In larger cities such
as Dolmvay and Uthersberg, small carnivals,
religious celebrations, and neighborhood fairs
seeming to take place every other week or so
and are usually centered in or around the main
marketplaces.

The following festivals were originally
described in the Small Niche Games setting
sourcebook Guidebook to the City of Dolmvay
and are reprinted here for ease of use.

THE FEAST OF ST. JOHANNA THE
MAIDEN OF BATTLE

Johanna of Ethelstan was a legendary figure
who lived hundreds of years ago. According to
the story, she was a soldier’'s wife whose home
was attacked by ruk raiders while her husband
was away. Johanna defended her family for
three nights and slew dozens of ruks before
succumbing to her wounds. St. Johanna is
prayed to for protection and is the Patron Saint
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of Women and Children in Need. The festival
begins on the first week in Febron and lasts for
three nights.

THE FEAST OF ST. VALEN

St. Valen of Vay was the founder of the
modern incarnation of the Church of Law and
Order. He was said to be a champion of justice
and a hero to the weak and oppressed.

The Feast of St. Valen takes place on the first
day of Marcus and lasts throughout the month.
To honor St. Valen, the High Lawlord gives
public services from the balcony of the
Cathedral of St. Poul and the Duke of Valnwall
and his retinue travel across the Duchy to
personally hold court, hear cases, and dispense
justice.

Trials for the most heinous crimes, such as

treason, are held during the last week of
Marcus. Children born during the month of
Marcus are believed to be destined for

greatness in the church. Valen is the Patron
Saint of Truth, Justice, Law, and Order.

KING’'S DAY

This festival traditionally celebrates the
birthday of King Herek of the fallen Kingdom of
Might. It is a weeklong celebration that begins
on the 19th day of Arbel and is marked by
feasting, drinking, and merriment. The King's
Day festival is famous for a daily melee, thrown
weapon, and mounted combat tourney. All
participants must wield some form of axe,
which was the favored weapon of King Herek.

At the end of the week, the winner of the
tourney is honored in a lavish ceremony. The
tournament was once held at the Ducal Palace,
but has grown so large that it now takes place
in the Dolmvay Coliseum.



THE FESTIVAL OF SPRING

The Festival of Spring takes place on the first
day of Mairi and is a celebration of life and
rebirth.

Single men dress in their finest clothing.
They supply all food in order to demonstrate
their ability to be good providers, and hopefully
impress young women for the Festival of the
Planting. Women travel into the fields and
meadows to collect wildflowers which are worn
on clothes or hung as decorations. Friends and
relatives give children small gifts and other
tokens.

Betrothal announcements are common
during the Festival of Spring and homage is
paid to St. Mari of Galask, the Patron Saint of
Hearth and Home. A child born during this
festival is considered a good omen who is
destined to bring honor to the family name.

THE FESTIVAL OF THE PLANTING

This festival is held in hopes of a good
harvest and takes place after all the crops have
been sown, usually near the beginning of
summer in the month of Junae. The celebration
involves much dancing, singing, and flirting.
Homage is paid to St. Leandra the Lady of
Blossoms, the Patron Saint of Life and Fertility.
Although the church frowns on overt acts of
affection, promiscuity among married couples is
encouraged which is why many children are
born months later during the Feast of St. Valen.

FESTIVAL OF ST. MESCHIL

The Festival of St. Meschil takes place on the
last three days of Junae. It is a harmonious
festival of rebirth that involves singing, dancing,
and games of mental skill (such as castles).
Those suffering from mental illnesses and mind-
affecting spells come from all over to attend
these festivals and pray to be healed by the
Church of Law and Order. The clergymen select
one person by lottery to be healed in this
manner. The festival is most famous for the
nightly Dance of the Visionarres, which is said
to heal the mind and bring peace to troubled
souls.
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THE FEAST OF ST. POUL OF THE
SHIELD

According to legends, Poul was a murderer
and a brigand who was captured by St. Valen
and given a chance to renounce his evil ways
and follow the path of Law and Order. Poul
became one of the church’s most devout and
effective holy warriors and Valen's right-hand
man.

The story of St. Poul is used to teach
worshipers that even the most vile being can be
brought back into the Light. The Feast of St.
Poul of the Shield is a weeklong event that
begins on the 1st day of Julae. During this time,
criminals and outlaws are allowed to petition
the church—all charges and hostilities against
them may be dropped in exchange for loyal
service as an acolyte. The penalty for future
disloyalty is torture and death.

St. Poul is the Patron Saint of Warriors,

especially Lawful fighters, city guardsmen, and
reformed criminals.
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LIBERATION DAY

This festival is mainly celebrated in Dolmvay.
It takes place in the middle of summer, during
the second week of Julae, marking the Army of
Hope's victory over the Empire of Xanne. It is a
merry celebration of nationalism and pride
where flags and standards bearing the Duchy of
Valnwall and Republic of Westport banners are
flown, carried, or sewn onto clothes.

It is a day of great feasting, drinking, and
gift giving. White armbands and headbands are
worn as a symbol of hope and freedom. On this
day, soldiers eat and drink for free and many
are invited to attend extravagant parties thrown
by the wealthy. At midnight, scarecrows
representing the Immortal Emperor Zaer von
Xanne are burned in effigy.

FESTIVAL OF ST. ALEENA

The festival of St. Aleena is a glorious week-
long event that begins in the third week of
Augrast. The festival is marked by a huge public
tournament between guild-licensed adventuring
companies. The tournament takes place in the
Dolmvay coliseum and involves individual class-
oriented duels and challenges as well as
competitions between entire adventuring
companies.

The festival is hosted by the Dolmvay
Adventurer's Guild. The contestants are broken
up into ranges of skill levels: Journeyman (1st-
3rd), Master (3rd-5th), Heroic (5th-7th), and
Epic (7th+), and perform in front of a crowd of
thousands. Prizes are awarded to victorious
adventurers and their companies, however,
most adventurers are just happy to receive the
title of Champion of St. Aleena.

The tournament is free to attend and a
simple meal of bread and watered down wine is
provided to spectators. (Vendors may apply for
permits to sell concessions, toys, and other
items in the stands or coliseum arcades.) The
results of these contests, the more ostentatious
adventurers, and the greatest feats of strength
and skill are discussed and argued for weeks,
months, and even years later.

THE FESTIVAL OF THE HARVEST

This festival celebrates a fruitful harvest and
the hope of a mild winter. It takes place after all
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the crops have been reaped from the fields,
usually near the beginning of autumn in the first
week of Septem. The festival is marked by
lavish feasts, drunkenness, and eating contests
in honor of St. Ronnad of the Flagon.

THE FEAST OF ST. GARAN

Th