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Explore a Whole New World of Intrigue and Adventure in
SHORES OF KORANTIA

Korantia: a coastal region of the great continent of Taygus, home to dozens of city-states and scores of
Goddesses and Gods - each with their own wants, needs, plans and schemes.

The Enemies and Rivals: To the south are the Jekkarenes, the ancient enemy with cause to fear a
Korantine revival; in the east the swelling Taskan Empire draws closer to Korantia’s borders with each
passing generation; to the north the warlike barbarians of Marangia have fallen quiet since the Taskans
seized their capital. To the west is the open sea and beyond are distant lands where colonies were set

down in centuries past.

The Emperor: Koibos is the 61st Emperor of the Korantines and the 24th of his name. A vigorous young
man in the prime of life, ruler of an ancient empire long past its days of glory. It falls to him to restore his
realm to greatness or become an irrelevance to the dozens of city states over which he claims sovereignty.

These are the Shores of Korantia.
In this book you will find everything you need to adventure in Korantia and beyond; rules for character
creation, cults, encounter tables for land and sea, economics, a fully detailed colony in which to start off
your adventures, many fully detailed NPCs and a mini-campaign that will plunge your characters into

intrigue and plot, culminating in a perilous expedition to a mysterious and dangerous desert island.

SHORES OF KORANTIA is a complete setting for RUNEQUEST 6TH Ep1TION. Based in the world of
Thennla, first introduced in AGE OF TREASON: THE IRON SIMULACRUM.

SHORES OF KORANTIA requires the RUNEQUEST 6TH EDITION rules for play
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INTRODUCTION

elcome to SHORES OF KORANTIA, 2 book which exam-

ines a key region within Thennla: a fully detailed fan-

tasy world that has been specifically designed and
created as a setting for RUNEQUEST.

This setting’s genesis goes back to the days of Chaosium’s 2nd
Edition RUNEQUEST; however, it was first published by Mon-
goose Publishing, using the Legend system; AGE OF TREA-
soN: THE IRON SmmurLAcRUM and AGE OF TREAsON: THE IRON
ComPANION. If you have those books then you already have a
wealth of material that you can use alongside what is provided
here, with only minor adjustments. Some elements have been
repeated, but only as much as was necessary to make it possible
to use this book as a stand-alone publication. The vast majority
of what is presented here is new, and exclusive to RUNEQUEST
6th Edition.

ABOUT THIs Book

This book is designed to give the Games Master everything
needed to get started with devising a RUNEQUEST campaign in
the setting. The world is described, the region of Korantia with
its peoples, customs and cults, is detailed, and a specific area
for adventuring is fleshed out, with maps, city plans, personal-
ities, plot hooks, scenarios and statistics for key NPCs. Three
scenarios are also provided, of varying length and complexity,
and these can be woven together into a mini campaign to last
for several sessions of play, with enough background detail pro-
vided to readily spin off into many more.

THeE LAND OF KORANTIA

Korantia is a place you can find on a map, set between the
Ozyrian mountains and the sea, on the continent of Taygus
— home to the largest share of humanity and where civilisation
has reached heights unknown anywhere else. However, to those
who call themselves Korantines, any land can be Korantia;
wherever they settle, and wherever there are people who share
their languages and customs, deserves to share in the name.
For all that, Korantia is made up of many city states, some of
them very large with a population numbering in the hundreds
of thousands, but many rather small and yet still fiercely inde-
pendent, each with its own cults, laws and constitution, its own
military, its own coinage. Over them all sits an Emperor, the
mortal representative of the sun god the Korantines call Lanis.
This Emperor has no real power to command his subject states,
and the notion of a Korantine Empire is little more than an
echo of a long-lost past when such was the reality... before the

Empire’s capital sank beneath the ocean waves.

Korantia is situated by the Inner Ocean, a great expanse of
water on the other side of which lie continents whose lands
and peoples are barely known, but that are a siren’s call for
those secking adventure and new resources to exploit. While
the northern routes across this ocean are dominated by Koran-
tines from Sarestra and Kipsipsindra, the southern routes are
almost monopolised by foreigners from the lands of Assabia;
— Sharranket, in particular. Two Korantine cities, Borissa and
Himela, compete with each other for first place in taking on
these foreigners and carving a new Korantine presence in this
part of the ocean, but, at the same time, the hostile Jekkarene
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Theocracy and its protector, the Taskan Empire, are dipping
their toes in the Inner Ocean for the very first time.

Neighbours and Threats

Even in the Korantine heartland, there are other people — most
of them disenfranchised and poor, descendants of the indig-
enous Thennalt people, whose lands were seized and popula-
tions absorbed or dispersed when the city-states were founded.
These folk are regularly referred to as Pagans, a word that
denotes simple country folk or ‘bumpkins’, slaves to old ways
and to obsolete beliefs. Sometimes these people turn to revolt
or resort to banditry, but they are scattered and, disunited peo-

ple and never pose a serious threat.

Korantia is under sustained pressure from rivals and enemies
on its land borders. To the North is Marangia, a Thennalt king-
dom where barbarian folk still live in accordance with traditions
that include taking every opportunity to break into civilised
lands in search of plunder. Not so long ago, the border state
of Tysil and its allies mounted an expedition into Marangia and
inflicted a major defeat on the kingdom, but it is, surely, only a
matter of time before they recover sufficiently to pose a serious

threat once more.

To the East is the Taskan Empire, a growing and energetic
power ruled by the immortal god-emperor Zygas Taga through
his viceroy, an animated statue known as The Iron Simulacrum.
The Taskan Empire looms large in the minds of those Koran-
tines who appreciate that unless its power starts to wane Koran-
tia may soon be on a collision course with its further expansion.
Fifty years ago, Korantines from several city-states took part
in a war between rival factions in the Thennalt land of Camtri,
in which the Taskans took the other side. That war ended in
a victory for the Taskan-supported faction and ultimately the
absorption of Camtri into the Taskan Empire. Many feel these
events are likely to be repeated in other lands that lie between
the Korantine and Taskan spheres of influence.

South of the Korantine heartland, beyond the bordetrlands of
Brotomagia, is Methelea, home to the Jekkarene Theocracy.
The matriarchal Jekkarenes are the ancient enemy, credited with
the destruction of the Korantine Empire when the oceans were
summoned to swamp its shining capital on the isle of Korantis.
The Jekkarenes have until now shown little appetite to expand
beyond their natural borders, but they have become a protec-
torate of the Taskan Empire and atre surely weaving nefarious

plots with their Taskan friends to lay Korantia low.

THE WORLD OF THENNLA

Korantia is just one region of a world named after its primary
earth-goddess, Theyna. This world is one in which humanity is
not only the dominant sentient race, but according to many, is

the on/y sentient race.

Geography

The wortld is a disc upon which the major land masses encircle
an Inner Ocean and which are, in turn, surrounded by the Outer
Ocean. Beyond the Outer Ocean is the Edge of the World and
it is variously reported that crossing over is impossible, is cer-
tain death, or offers transport to other worlds or dimensions.
Above the wortld is the realm of sky, which stretches all around
at least as far as the Edge of the World, and above that is the
Vault of Heaven, which so far as is known is solid and impen-
etrable. The distance from one side of the world to the other
is about 7,000 miles. The Vault of Heaven’s height is unknown,
but it is assumed to be dome-shaped and at least 1,000 miles
high at its centre. Some scholars suspect that it is, in fact, the
upper part of a sphere within which sits the earth, with the vast
majority of the sphere’s volume being beneath the earth’s sur-
face, which is where the Many Hells are to be found.

One can walk ovetland from one end of the wotld to the othet,
for there is only a single break in the encircling land-masses
that separate the Inner from the Outer Ocean. Nobody, we can
be sure, has ever done so; but Aristentorus of Hypata made a
circumnavigation of the Ocean 300 years ago and confirmed
this to be true.

The Outer Ocean

Lashed by epic storms, whipped up by divine powers and stirred
by magical tides and currents, the Outer Ocean is unfathomably
deep and makes for unbelievably dangerous sailing. Having said
that, it is not such a broad ocean — the Edge of the World is
disconcertingly close if you can survive the crossing;

The Inner Ocean

The principal route of communication between human cul-
tures, the Inner Ocean is generally kind to shipping, and its
shores support the greatest concentrations of human popu-
lation. The Ocean has its own geography of underwater vol-
canoes, treacherous shallows, deep-sea trenches and stormy
capes. It is at its most violent and hazardous in the South where
it meets the Outer Ocean. Powerful currents can help or hinder
the seaborne adventurer or merchant, and frequently dictate the
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most commonly used navigation routes and the siting of key

settlements.

The northern and southern reaches of this ocean are different
in character, and this includes the weather gods who rule the
skies above. In the North, Palaskil drives the winds in a more or
less anti-clockwise direction, while in the South Somadsil drives
them the other way. Both these deities appear to be banned
from a stretch of ocean east of Fietla, known as the Doldrums
of Hiolanta., and Hiolanta is said to be the name of their divine

mother, yet she is not an entity that anyone worships.

The Continents
(See map, opposite)

Reading clockwise from the southernmost, the continents are:

Uxmal

A southern land comprising of a huge, cool, central plateau
pierced by rivers and surrounded by forested mountains
descending to hot tropical lowlands.

Jandekot

A warm, humid land, much of its interior covered by a vast
tract of rainforest and home to the greatest concentration and
diversity of life, but thinly populated by humankind.

Kasperan
Aland of sparse vegetation with a near barren interior, which is

dominated by a chain of fierce volcanoes.

Thurina
Framed by tall mountain ranges to East and West, at its centre
is a forest of massive pines surrounded by broad plains. Thick

glaciers spread across its north-eastern reaches.

Tayqus

Temperate lands of rolling plains, hills and forests, give way to
hot subtropical lands in the South. Considered the most amena-
ble to settled life and home to perhaps two-thirds of humanity.
At its heart is Lake Taygus, the largest body of fresh water in
the world.

Rasputana
The hot desert interior is thought to be the driest place in the
world, but the southern tip is home to lush forests.

The Sky

Every day the sun follows a path from East to West across the
sky, passing just South of the centre of the world and mean-
dering slightly on its way. Depending on where in the world it
is viewed, the sun’s orb has a subtly different hue; only from
Korantia does it appear to shine with a pure, golden-yellow
light. Once the sun has set, you can see that the night sky con-
tains both stars — which do not move — and planets, which look
like stars but do move (which is how you can tell the difference).
Some planets travel around the sky in set patterns, others stay
static but change their aspect or appearance as they turn on
their axes. Planets are agreed to be living entities and for many
people they are gods. The stars are mostly thought to be there
for decoration, each star or constellation set in its place to serve
as a memento of some legendary event, or as the heraldic badge
of a god rather than the god itself. The moon is stationary and,
as the wortld is flat and nothing is ever over the horizon, it is
always visible on a clear day unless blotted out by the sun’s glare.
It does, however, look rather small if you are on the other side
of the world from the point above which it is anchored. The
moon has phases, but this is the result of changes in the glow-
ing light emanating from within as it rotates, marking out the
months of the year.

The Year

A Thennlan Year is 366 days long, measured by the time it
takes for the sun to complete a full cycle of the various sta-
tions he may visit on his daily travel across the Vault of Heaven.
His gradual shift from one path to another and back again is
the primary cause of seasonal changes. For most people, this
year is divided into 13 months of 28 days each, and two addi-
tional days are inserted (‘intercalated’) at the end of the year to
make 366. However, for the Jekkarenes, the year consists of
13 Lunar months that conform directly to the phases of their
moon goddess, and two of these months are 29 days long: an
extended full moon in mid-winter and an extended dark moon
in mid-summer. Legend has it that the Lunar and Solar years
were once completely in harmony at 364 days, but upon the
divorce of the moon goddess and sun god some 1,200 years
ago they became fractured, and the moon was forced to alter
her step to prevent a disaster of cosmological misalignhments.
There are some cultures, such as the Jekkarenes, who do not use
the Solar Calendar at all.

A day is 24 hours long, and a seven-day week is a measure of
time traditional in Korantia and based upon the observance of

certain astrological cycles, but little used elsewhere. In Tarsenia
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the month is divided into nine-day ‘weeks’, the 9th day, and the Games Master Note: For ease of reference the term ‘week’ in this book
additional (28th) day of each month being reserved for market  always refers to the Korantine seven-day week

and holidays. Seasons are experienced in all parts of the world,

but they are not necessarily the same seasons at the same time.
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KORANTIA

berever the Korantine tongue is spoken, and wherever the cus-
toms of our people are followed, that is Korantia. Korantia is
not a country but a way of life.’

Korantine Saying

A DBRIEF HISTORY OF THE
KORANTINE PEOPLE

More than a millennium ago the forefathers of the Korantines
lived in Methelea, where the first civilisation, as it is said, was
created as a divinely sanctioned and ideal society headed by a
royal couple in whom were vested the powers of the sun and
moon. Their king stood for prowess, authority, truth and jus-

tice; their queen for wisdom, empathy, harmony and magic.

Something happened that broke this union apart; as the Koran-
tines now tell it, a female revolution that attempted to over-
turn the proper order of family society and state and enable the
women to wield power over their husbands through their con-
trol of magic. As the Jekkarenes tell us, it was the opposite; the
patriarchs began to assert power and control over every aspect
of their wives” and children’s existence, to force the women-
folk into seclusion at home and so to prevent them forming
independent bonds of community either in public or between

themselves.

Physical violence was matched against magic; sides were taken,
lines drawn that cut even through families. When King Arri-
bates was murdered in his bath by his own wife and daughters,

his chief priests, foremost among them Phereleukus, declared
the outrage to the gods was permanent and irredeemable; as
society could not be healed, a new one must be made, and a
plan was formulated to subordinate every aspect of the nation’s
life to the King and his Solatist followers. Yet the Queen’s peo-
ple controlled the land, and in withholding its fertility, and their
own, from her enemies, the King’s people were forced by fam-
ine and want to abandon their cursed homeland. They set out
in desperation, either by land across the Quickwater River or
by sea along the coast, to where they might settle new territory
where the earth would yield its produce to them. Upon their
departure, the Queen lifted her curse; however, not only had a
full third of the population departed with Phereleukus and his
followers, but also countless thousands more had succumbed

to starvation.

It took generations for the new cities planted by Phereleukus
and his exile nation to establish themselves in new territory.
The common approach to colonisation was at first to beg the
permission of some local people to settle, perhaps even to buy
a place to build their homes and farms with gold, or to offer to
fight for them in return for land; but later, to turn on their hosts
and seize them as slaves or tenants. At this time, the Koran-
tines went by many different names, according the name of the
leader of each party. There were the Hilantri, the Velontes, the
Dorasdi, the Byotyes, the Agissei and the Sisanayontes, among
many more whose names are lost to posterity. The Hilantri had
the greatest start, arriving at a large island that was almost com-
pletely devoid of human settlement, called Korantis. Their new
city would grow to become the capital of an empite to which

Korantis would give its name.
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THe AGE oF HEROES

By the time many of the early settlements were a hundred years
old, their ruling dynasties had thrown up a class of warrior-aris-
tocrat, who would seck out conflict and violence to prove their
worth and win new glory, and, of course, serve their own com-
munities by defending them from other such heroes doing the
same. This situation became so endemic that the consequences
for ordinary folk were becoming unbearable. Even those not
directly affected by violence were subject to constant uncer-
tainty, as crowns and lands were transferred from one hero to
another as their fortunes rose and fell; loyalties were constantly
tested, agriculture interrupted. These wars were ended by the
growing power of the common people, who demanded an
increasing say on whether they should be dragged into dan-
gerous battles or not and what sort of benefits should come to
them as a result. A political reformer by the name of Tygorus
ultimately took control of the city of Borissa by declaring that,
‘All men are equal under heaven’. While at the time this was
merely an equal right to the spoils of war (after Tygorus him-
self), this ultimately set the precedent for the notion of citizen-
ship that Korantines enjoy today. Tygorus’ example had to be
followed by those in other states who found themselves with
footling little private armies compared to the Borissan horde of
rapacious citizen-plunderers that Tygorus had assembled. The
aristocracy responded by turning the many local cults dedicated
to the sun-god Lanis into clubs for a narrow elite; people enti-
tled by their wealth, their exploits and their learning to exercise
power among their fellow men as the sun exercises power in
the heavens. This was all very good until the rulers of Korantis,
King Kribsion and his son King Koibos, conquered them all,
forced the acceptance of a single solar cult of which Koibos
was the head, and, in doing so, created the Korantine Empire.

ExpansioN 228-1034

The growth of the Korantine Empire was, initially, an exercise
in depriving neighbouring peoples of their lands so that excess
impoverished Korantines could be settled there and raised to
respectability as peasant farmers. In the process, many smaller
peoples were absorbed, assimilated or enslaved and their
names all but forgotten. Yet once the borders of Korantia fell
upon mountain ranges, or seemingly unconquerable barbarian
lands, the Empire eventually looked across the sea for its next
opportunity. Korantine traders had early found their way to the
archipelago that led them on to the shores of Kasperan, and
traffic already flowed in both directions. However, in the late

7th century, efforts were made to exploit these far-flung islands
directly by establishing a colony on Kipsiperan. The new colony
was a great success, attracting both farmers in search of a bigger
or better lot than they had at home, and also the boldest spirits
in the Empire lured by the whole new world they might access
and exploit from Kipsipsindra’s harbour. The most adventur-
ous of them even established a trading post near the delta of
the Saa, the immense river that appeared from the impenetrable

jungles that choke that continent’s unexplored interior.

By the turn of the first millennium — at which time the Taskan
Empire was about to spring into being off to the FEast — the
Korantine Empire was at its zenith. With trade networks that
almost spanned the world, the ability to summon fleets and
armies that outnumbered the entire population of any poten-
tial foe, the universal confidence in the magnificent gold coins
bearing the Emperor’s image on one side and a griffin on the
other, the Korantine Empire looked destined to last another
thousand years. And yet... Emperor Enkilos II harboured two
ambitions, one of which he enacted in his lifetime; the other he
passed as an obligation to his successor, Koibos XVIth. These
two things would, in roundabout ways, lead to Korantia’s dark-
est hour.

THE FoLLIES OF EMPEROR
EnkiLos 1002-1055

The first folly was the outlawing of sorcery, something that
had long been regarded as an arcane and philosophical way of
looking at the world and that was a pursuit for some book-
ish members of the leisured classes. The bad name attached
to sorcery had come about more recently, largely through the
influx of foreign, particularly Assabian, sorcerers willing to
sell their services to all and sundry and thereby threatening to
put the high arts to ugly demotic purposes. A particular fash-
ion for the female variety to dress their arts up as ‘Jekkarene
Rites’ in order to make them sound more exotic, mysterious
and dangerous, got the particular goat of the Emperor and
a purge was declared. Many regarded this as an unnecessary
measure, over-zealously pursued, and among the spell-slaves,
street magicians and confidence tricksters there were certainly
some genuinely powerful individuals who found themselves the

Emperor’s enemy.

Even respectable people who had indulged in sorcery were
ordered to destroy their books, avoid further public discussion
of the matter and certainly not to actually practise it. Those
who failed to comply were, after a few warnings, duly exiled to
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somewhere unpleasant unless they decamped to a place of their

own choosing first.

The second folly was the charge Enkilos set upon his son Koi-
bos: that he should attempt to restore the Korantines to their
ancestral homeland. What this meant was that Koibos should
venture upon the conquest of the Jekkarid, an undertaking of
immense cost and danger that would require the subjection of
a population whose hostility to the Korantines was a matter of
cultural tradition. As it happened, Koibos put off this under-
taking as long as he possibly could while promising it was the
first priority of his reign. In the meantime, he sent out a cou-
ple of expeditions to kill wizards lurking on the borders of his
realm in order to satisfy his father’s ghost. He also despatched
the famous hero Zartos of Horaia on missions to bring Koran-
tine power to distant lands, particularly the wild islands that
dotted the inner ocean, to satisfy the hotheads in his court. This
era even saw the trading posts in Jandekot converted to a full

colony at Zarendra.

Koibos had his reasons to procrastinate over starting a major
land war close to home. Around the start of his reign, the Uni-
fication of Tarsenia under Zygas Taga — a Jekkarene no less
— had placed a significant new military power on the Eastern
flank of his Empire, which may have a direct interest in the
future of the Jekkarene Theocracy. He also began to hear
rumours of an immense pact being woven between the Jek-
karene moon-priestesses and the Ocean, something that Koi-
bos was ill-equipped to understand or investigate, due to the
deficit of arcane knowledge that was the result of the purge of

sorcerers during his father’s reign.

THE CATACLYSM

Koibos was already approaching his old age, and going increas-
ingly mad thanks to the constant jabbering of his father’s ghost
berating him for not having conquered the Jekkarenes as he had
been instructed, indeed brought up, to do. It was only now that
Koibos realised that he and his father had courted disaster —
his father for turning ancient enmities into a thirst for war and
conquest, and he himself for having failed to either go through
with his father’s plans or else publicly set them aside. For the
Jekkarenes had not been idle in the face of sabre-rattling by the
Korantine emperor. Through their own offices, and with the
help of powerful wizards who had an axe to grind, the Ocean
had been persuaded to crush Korantis in a pre-emptive strike.
This it duly did, a great wave sweeping the island and much of
the nearby mainland shore clean of any vestige of habitation,

while terrifying sea monsters gulped down any who attempted

to ride out the wave in a boat. Untold thousands lost their lives.
Eleven cities were lost forever, many more were abandoned and
refounded away from the coast. Korantis itself was so shattered
that only its uplands remained above the water, even when the

wave subsided.

While Koibos drowned with most of his court, some of his
family survived, being on the mainland at the time. They took
refuge in Himela, a place shocked and wounded by the Ocean’s
power just like every other coastal city. All across the former
Empire the survivors of the Cataclysm set about dealing with
the catastrophic change to their circumstances. The Koran-
tine system of local city-states federated under the Emperor
proved a strength, as each community set itself up now as a
truly independent body, self reliant and self-sufficient. Many
were really quite happy that there was no longer an Emperor to
whom taxes were due to support the great armies, navies and
civil administration that had been such a burden in recent years.
When Koibos’ nephew Antekos was declared Emperor from
his temporary digs in Himela, nobody took any notice, not even

the Himelans.

In foreign lands, the Cataclysm brought chaos, as the Korantine
Empire had been integral to international trade and the power
relationships between states. Everyone had to reconfigure their
world — and into this vacuum stepped the Taskan Empire.

KORANTIA AFTER THE
CatAacLysm 1055-1111

Once things began to return to normal, Korantine city-states
continued to set their own agenda, and, inevitably, internecine
wars sprang up as they vied for power with one another. Despite
a population less than half that of the Empire at its peak,
within 100 years new colonies were being established, some in
the lands swept clean by the Cataclysm, others in entirely new
areas. Thirty years after Korantis was lost, the Imperial house-
hold founded a new capital. Its location was a peculiar choice,
set in a mountain pass to the east of Korantia proper, in striking
distance of many of the Empire’s potential enemies. Of coutse,
Antekos II had been refused land grants sufficient for his needs
by the city-states over which he was supposedly Emperor, who
had no intention of seeing external authority over their affairs
restored, so his choices of location were limited. His son Koi-
bos XVII, who completed the project, turned this humiliation
into a virtue. Koibos was an energetic fellow who named the
city Hilanistra for the founding fathers of Korantis itself, and
set about showing that he and his followers had the strength
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and spirit to carve themselves a kingdom of their own in bar-
barous lands like the heroes of old. By the end of his reign,
Koibos had raised the status of the Imperial throne to such a
level that many Korantines now cursed the distance they had
to travel to see the Emperor and ask his support and favour
in disputes with rival city-states. He even made a success of
the only war ever actually fought against the Jekkarenes, and
successfully prevented their expansion out of Ramassa into the
lands immediately to the south of his city. In the last years of
his life, he had the joy to sit upon the Sapphire Throne of his
ancestors, which had been retrieved from the waters covering
the ancient capital by an enterprising band of his Paladins and

transported overland with great ceremony to the new capital.

REcCeENT HISTORY
1112-PRESENT

The last 100 years of Korantine history have seen further
threats from abroad. In the North, the warlike Marangians, a
Thennalt nation, swept into the territory of Tysil four times in
a decade. With help from allied cities, the Tysilots successfully
resisted these invasions at great cost each time, but only when
other barbarians, who had suffered cruelly at the hands of the
Marangians, offered to change sides in return for resettlement
in their territory did the tide turn. Nysil was created as a new
city-state to house these same barbarians, who accepted Koran-
tine gods and Korantine customs as part of the deal. In 1136
a stunning victory saw Tysil, with their new allies and even the
support of the King of Zathrum, slaughter a Marangian army
of over 70,000 near the cult centre of Oster. Hostages were
taken, treaties forced on the losers, and enough treasure was
brought home to make up for at least some of the depredations

suffered over 11 years of war.

A generation later Korantia had a much less successful time,
in a war in which, for the first and only time Korantines found
themselves drawn up in battle against Taskan soldiery. The
battleground was Camtri, a fine and well-populated Thennalt
country that had long been in the Korantine sphere of influ-
ence, but now was increasingly falling under Taskan power. The
Korantine war effort was led by the city of Borissa, the most
militaristic of them all, whose population were all for a new
conflict in which to enhance their fame and fortune. This war
involved a series of inconclusive battles, disappointing amounts
of plunder, and the eventual retirement from the field of the
Borissans and contingents supplied by Himela, Tersippa and
Agissene. Their Camtric allies had tired of the struggle early

on and requested the Korantines should leave so peace could
break out. The Borissans conducted a few desultory raids out
of spite on the home towns of their former allies, and went

home sulking,

The fallout in Himela was significant. The aristocratic lead-
ers who had urged their fellow citizens to participate in this
war were now in very bad odour, and a democratic revolution
was the result. The Borissans were horrified at this destabilis-
ing turn of events on their border, and quickly placated their
own disgruntled veterans with a redistribution of land annexed
from neighbouring Vestrikina. Nonetheless, the Borissans were
increasingly unhappy that their larger rival’s new democratic
government did not swiftly produce the chaos and internal
strife expected of it, and eventually attempted to assist the plot-
ters of an aristocratic coup to tear it down anyway. Their army
marched in support of the self-declared Himelan Council of
the Talents, led by a man who was cleatly mad, bad and deeply
unpopular, with spectacularly humiliating results. The Borissan
army got lost in a confusing maze of orchards and dry stone
walls, and were eventually surrounded and forced to surrender
or face annihilation from swarms of dirt-poor Himelan militia-

men armed with slings and arrows.

A more successful, if one-sided, struggle was the expedition to
conquer Valos, an island that lies across the entrance to the Bay
of Masia. Since the Cataclysm, it had been variously a struggling
Korantine city-state, a trading centre for adventurous Kapolans
and Guyuntars from across the ocean, and latterly the home
of some rather daring barbarian warlords who threatened the
vital sea lanes in and out of the bay. This was allowed to go on
for far too long, as nobody wanted any rival state to gain the
glory of rooting out these ‘pirates’, and thereby to win con-
trol of the sea lanes. Eventually, Kalacho of Agissene matched
diplomacy and military skills to assemble a federated army of
40,000 men, supported by a fleet manned by 20,000 more, and
cracked this small but awkward nut with an enormous hammer
blow. So successful was this enterprise, and so delighted were
the Korantines to have pulled off a cooperative expedition
without any more blessing from the Emperor than the loan
of a few Paladins, that federalism fever took hold. The mili-
tary alliance that took Valos was continued as The Korantine
League, and a capital built on Valos, named Bosippa — some say
after Kalacho’s favourite horse. Here Korantine cities would
settle their disputes and think upon important matters as a col-
lective — at least that was the idea. Kalacho was soon being
pressed to accept a dictatorial role as the only man who could
actually weld the quarrelling delegations from across Korantia
into something that could work as a body; however, he had the
wisdom to decline the invitation, spoke of how Korantia did
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not need two Emperors, and disappeared into retirement on

one of his favourite estates.

THE REDISCOVERY
OF Z ARENDRA

A bare two years ago something remarkable happened that gave
Korantines even more cause to think their stars were once again
in the ascendant. A strangely dressed foreigner who spoke flu-
ent if rather heavily accented Korantine, and carried a banner
emblazoned with a burning sun, appeared by ship at Sarestra
and demanded directions to Hilanistra. This man called him-
self Redanger, the Regent of Zarendra-in-Jandekot, and he had
come to declare his loyalty to the Emperor of the Korantines.
Redanger duly processed to the Emperot’s capital, announced
that the long-lost colony founded by Zartos in the reign of
Koibos XVI still thrived on the other side of the Ocean, and
declared himself the Emperor’s loyal servant. When he went
home the following year, Redanger had taken the name of Koi-
bion and acquired some proper Korantine manners to boot. It
is unknown whether he will ever be seen in the East again, but
there are already many Korantines asserting that their people
now have a demonstrable first claim to the riches of the Occi-
dent, and that something must be done to protect their Western
cousins from the Sharranketan merchants who appear to be
enjoying a monopoly over the shipping lanes anywhere south
of Kipsipsindra.

THE EMPEROR OF
THE KORANTINES

Emperor Koibos XXIV of the Korantines is the 27-year old
chief priest of the sun god, Lanis.

Koibos is steeped in traditions of heroism kept alive by the sto-
ries of famous Korantines of the past. While it is normally the
Emperot’s duty to sponsor and reward acts of bravery and her-
oism amongst his Paladins, Koibos is at an age whete he dearly
wishes he could be a participant in adventure. The responsibil-
ities of his role limit his ambitions to extended hunting trips
into the forest of Sard, often accompanied by local Thennalt
chieftains with whom he is very popular; but he cannot go any-

where without an extensive retinue.

The emperor of the Korantines has no actual power over any
of the city-states that recognise his leadership, a source of great
frustration that he is powetless to do anything about. The city-
states now refuse the ancient right of his forebears to raise
taxes from their citizens, and send him gifts rather than paying
tribute. The extent of his power is to make pronouncements
that lend weight to the position of one side or another when
internal strife breaks out between factions within a city, or that
relay his opinion over the right argument when two cities are
in dispute. Sometimes Koibos may actually send an arbitrator
to attempt to settle such disputes. Increasingly, the Korantine
League is assuming this role in his stead. His final sanction is
armed intervention, yet the forces he can raise are a fraction
of what can be fielded by some of the powerful city-states in
his Empire. He may endorse local interventions by his Pala-
dins resident in a troubled city to lend their services to one side
or another, but had better be certain that such intervention is
either decisive or deniable when he does.

Hilanistra

The Korantine Emperor’s capital at Hilanistra was newly
founded by his ancestors after Korantis was lost to the Ocean.
Hilanistra is situated in the highlands on the Eastern flank of
the Korantine heartlands, astride a route through the Ozyrian
mountain range. Here it is perhaps exposed to potential ene-
mies but also is an ideal place to act as a hub for trade and
diplomacy between Korantia and neighbouring lands, so while
the city-states of Korantia make great efforts to keep their
Emperor out of their internal affairs, he is still seen as a very

useful figurehead for relations with the rest of the world.

Hilanistra is organised not as a city-state but as the extended
court of the Emperor, and administered by the cult of the sun
god Lanis of which Emperor Koibos XXIV is the chief aco-
Iyte. Its constitution is therefore unlike any other Korantine
city, being ordered entirely as a reflection of the Lanist cult
hierarchy with the Emperor at its apex, advised by a council of
priests, supported by a cadre of senior acolytes, and its citizenry
being formed of a body of warrior-initiates supported by an
extensive peasant class. Hilanistra’s citizens are also unique in
that many are resident on lands situated in other city states but

still owned by the Emperor.

Bosippa

A new foundation on the Isle of Valos, Bosippa is the centre
of the Korantine League, which is now the preferred forum for
the various city-states to deal with one another. Only 15 years
old, Bosippa has been colonised by settlers drawn from neatly
every state in order to ensure that it feels truly cosmopolitan.
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HistoRrICAL TIMELINE FOR

KORANTIA

YEAR EveNT

1 The forefathers of the Korantines migrate out of Methelea, and begin to conquer and colonise the coastal lands of Taygus.

i Wiars of the Heroes: A period of constant conflict between rival aristocrats and their followers provides the source material for the classic
cycles of Korantine epic poetry.

228 Following a decade of conquests, Koibos I, King of Korantis, declares himself Emperor of the Korantines and chief priest of Lanis.

703 Korantines found their first overseas colony on Kipsiperan.

936-938 Aristentorus of Hypata circumnavigates the Inner Ocean.

987 Emperor Entekos I founds a library at Yaristra, which proves to be a key act in ensuring the preservation of Korantine culture when Korantis
is later lost to the sea.

1002 Outlawing of Sorcery by Emperor Enkilos I1I.

1003 First settlement of the Aspalian peninsula, at Keba.

1019 Foundation of the Taskan Empire.

1020 Korantine hero Zartos founds a city across the ocean in Jandekot on the site of a trading post, and names it Zarendra.

1034 Zartos killed while attempting to conquer the wild land of Fierla for the Emperor (now generaly called Zarland in his memory).

1055 The Inundation of Korantis. The Korantine capital is completely destroyed. Jekkarene magic is blamed for the disaster.

1057 Marriage of Zygas Taga to the Moon-Goddess Jekkara aligns the Taskan Empire with the Jekkarenes, traditional enemy of the Korantines.

1001 Kipsipsindra emerges as a dual monarchy and rejects the authority of the Korantine Emperor Koibos XVIII.

1072 The Aspalian Synoikism: Four small states in the Aspalian Peninsula unite as the Aspalian Tetrapolis to better resist the growth in power of
neighbouring Keba.

1086 Hilanistra founded by the Korantine Emperor as his new capital.

1091 New city founded at Mersin following a land purchase from the King of Zathis.

1098 The Wilderness War: The Emperor sends help to the chieftains of Brotomagia to resist the incursions of Jekkarene forces supporting the
foundation of Ramassa.

1111 The Sapphire Throne restored.

1125.36 The Marangian War: Korantines fend off several waves of invasion from aggressive Thennalt watlords striking out of Marangia, culminating in
the Battle of Oster.

1135 Thennalt migrants and mercenaries allowed to settle in Korantine territory in return for accepting Korantine customs and laws, and found the
city of Nysil.

1160-63 Korantine-Taskan War over control of the Thennalt land of Camtri. The Korantines and their allies are defeated by the Iron Simulacrum and
leave the country, which becomes a Taskan province soon thereafter.

1164 Democratic revolution in Himela, as the so-called Oraynist movement achieves universal suffrage for all citizens irrespective of property and
wealth.

1196 The Orchard War — Borissan forces attempt to restore aristocratic rule to Himela, but are defeated.

1205 Borissa converts trading post at Thyrta to a colony.

1207 Submission of the Marangian king at Timolay to Taskan rule.

1209 Korantine hero Kalacho of Agissene conquers Valos; foundation of the Korantine League at Bosippa.

1210 Kalacho refuses the offer of 'lifelong dictatot' of the Korantine League and goes into retirement.

1214 A semi-barbarian warlord named Redanger appears from across the sea and travels to Hilanistra to announce that the long-lost colony of
Zarendra in Jandekot still exists; and declares it to be a loyal dominion

1216 Current date.

14




KORANTIA

The Korantine League meets annually at the time of the Great
Festival of Orayna and attempts to resolve any issues and dis-
putes between states that have caused or threatened inter-state
conflict. It also attempts to set some common policies concern-
ing matters such as trade, sanctuary and the pursuit of fugi-
tives across borders. New as it is, Bosippa’s founders have every
intention of making it a model of archaic living; scholars com-
pete with one another to seck historical authority for each and
every choice that has to be made about its governance and cus-
toms. Ancient buildings and monuments have been transported
block-by-block from the mainland to ensure that Bosippa can
claim ownership of some venerable structures. Its modernity,
however, is ever visible in Bosippa’s port of Nesterin, a sub-
stantial settlement in its own right and superbly equipped with
all the best facilities for both civilian and naval crafts.

Bosippa’s other claim to fame is as the leading clearing house
for the slave trade, something that began with the wholesale
enslavement of the native population but has continued to be a

lucrative source of revenues for the new city-state.

THE CITY=-STATES
OF KORANTIA

Korantines live in small independent nations formed around a
single city. At present, there are some 40 city-states that are con-
sidered Korantine by language and custom, and because they
send gift-tribute to the Emperor at Hilanistra or send a delega-
tion to the Korantine League when it convenes at Bosippa. The

vast majority do both.

Leading City—States

Agissene

The most powerful of the Korantine states, Agissene has very
much taken the lead in the key events of the last generation
— the capture and resettlement of the Isle of Valos and the
foundation of the Korantine League by their general Kalacho.
Agissene’s leaders have tried to turn the League into an instru-
ment of their will, but face significant challenges in doing so
while there is no serious external threat to galvanise the city
—states to greater cooperation. Agissene’s chief representative
at the League, a man named Thenodemos, is famous for his
rousing speeches warning of the danger posed to all Korantines
by Taskan expansion.

Borissa

A Southern city keen to assert its credentials as a military and
maritime power. Rootless adventurers often make their way
here to sign up for mercenary service. From time to time
Borissa attempts to grab land from nearby peoples, or plant
an overseas colony or enclave, of which Thyrta, a coastal town

right by the Forest of Sard, is a current example.

Himela

This city has the most vigorously democratic constitution.
The old aristocracy of Himela keep any notions of supetiot-
ity to themselves or risks swift and eager retribution from the
public assembly, which is only too happy to confiscate their
estates and/or send them into exile. Himela has a rich source
of silver within its home territory, and produces the most
highly regarded wine of Korantia (known as Solarnian), and
its dominion includes the island of Tempigone off the coast
of Methelea.

Mersin

A Northern colony close to the territory of the powerful
Thennalt king of Zathis, to whom it pays tribute. It is the chief
source for grain, slaves, timber and metalwork imported from
‘barbarian’ lands.

Keba

The chief among five colonies that were been planted on the
Aspalian peninsula to the North, which nevertheless strive to

maintain close contact with the heartland.

Kipsipsindra

Far away across the Ocean, this city remains a bastion of
Korantine culture among the Oceanic peoples; the shipping
link between Sarestra and Kipsipsindra is vital to the interests
of both cities. Kipsipsindra does not recognise the Emperor as
head of state. Nevertheless, it sends a delegation to the Koran-
tine League.

Sarestra

This bustling port city takes the largest share of the shipping
trade between Korantia and the West; its sailors and shipping
guilds are legendary. Sarestra relies on close ties with the city
of Kipsipsindra, and acts as that city’s ally and centre of opera-
tions in Korantia itself.

Tysil and Nysil
Twin cities with a symbiotic history. Tysil is an ancient Koran-

tine city, Nysil a more recent foundation created to house a
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mass influx of settlers from barbarian lands as a separate com-
munity rather than merging populations. Tysil has a militaristic
leadership, its situation near barbarian lands a constant oppot-
tunity for elected officials to prove their worth by inflicting

some small defeat on her barbarian neighbours.

The Tetrapolis

This city-state is actually four small cities who have united into
a single polity in order to present a unified front against their
powerful neighbour at Keba. One of the constituent cities,
Ostyra, was chosen to be the cult centre for them all. Keba’s
ambitions to take control over the Aspalian colonies thus
thwarted, serious competition remains over hunting down trade

and resources in the largely uncharted continent of Thurina to
the North.

Yaristra

The most populous of the Korantine cities and a centre for
culture and learning, Well-to-do Korantines strive to send their
sons and daughters there to be propetly educated. Yaristra is
regarded as highly conservative, its chief magistrates and its

major priesthoods being one and the same.

The Small Cities

About one third of Korantines live in what is referred to as
a small city; that is, one where the male citizenry is less than
10,000 strong. Technically, Bosippa should fall into this cate-
gory; however, its importance as a league centre means it is
counted among the leading states. There are currently 31 small
cities, and the leading states compete for influence and con-
trol over their affairs. This struggle usually revolves around
attempts to support or sponsor a faction within a small city
in its efforts to gain or retain control of the government, and
guarantees of military support against their aggressive neigh-
bours or access to reserves of magical power. The major city-
states have even co-operated in a movement to exclude their
smaller cousins from independent representation at the Koran-
tine League. To date, the Emperor has taken pains to veto such
bullying behaviour, a rare example of his interference in the

League’s affairs.

THe CITY=-STATE

A city is founded when its prospective citizens first come
together and enter into a compact with one another that pro-
duces a constitution ( the rules they agree to live by) and a

new goddess, an aspect of Orayna, Queen of Heaven, who

represents the soul of the nation. The site chosen for the new
city is consecrated in her name, and all the important temples
and public buildings are laid out within this consecrated space
together with as much of the residential street plan as can be
accommodated. Agissene famously permits no private houses,
businesses or tombs within the consecrated limits of its city,
which is an immense 246 hectatres in size, with the result that
the inhabited area sprawls around the core in a number of dis-

connected subutbs.

The lands controlled and exploited by a city come in two parts.
The chora is a city’s divinely sanctioned and internationally rec-
ognised home territory, which cannot exceed an area greater
than three square kilometres per 100 citizens. All land within it
may be blessed by magic cast at state level to ensure the fertility
of the fields or protect the land from some external threat. The
chora must consist of a single parcel of land; however, it can be
an irregular shape, as the founders seck to define its boundaries
in such a way as to take in the best of what the terrain offers. Its
limitations are not only imposed by the size of the citizen body,
but also the land available to secure for the city’s use. Borders
with other cities have to be carefully negotiated and sanctified
by the priestesses of both the city-cults involved.

Most cities also have additional territory, land that they can
control by might rather than by right. It could be economically
useful, or, perhaps, a buffer zone for defence, or simply held in
order to have room to expand the chora when the opportunity
arises. Petty conflicts between states often concern rival claims
over such lands. Disputes over dominion land are not referable
to the Emperor because no sacred customs, rules or boundaries
are in question. It is possible to take a dispute to the Korantine
League for arbitration; but in reality this is just a sign that some-
one feels very hard done by, as these conflicts are recognised
as fine opportunities to practice martial skills and compete for

honouts.

Boundary Changes

As a city-state’s population rises and falls with the generations,
the possible extent of the city limits does also. From time to
time a city may be re-founded in order to bring its sacred and
secular boundaries back into line. The rites of consecration only
last as long as the current high priestess of the City Goddess
maintains it by way of the Extension Miracle. As a result, the
consecration must, in any event, be renewed upon the investi-
ture of a new high priestess, and this presents the opportunity
for the city authorities to decide whether to revise the bound-
aries at the same time. If, for some reason, it is decided that
the primary settlement must be moved, then the city cults can
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be transferred to a new place, and the rites of consecration to

establish its boundaries conducted anew.

What a City-State Looks Like

The majority of Korantine cities have walls. It is considered
ideal if the heart of it, the place where the city-goddess’ own
temple is located, is situated on an easily defensible terrain fea-
ture with its own fortifications — a citadel or refuge — since if
this ever falls to an enemy then the state itself may be perma-
nently destroyed. Additional circuits of walls are added over
time as the urban area expands in size, in order to directly offer
protection to the inhabitants or to ensure that strategically
important bits of the surrounding terrain are secured from

occupation by would-be attackers.

Inside the city walls, the Korantine preference is for orderly
street plans, so far as is possible laid out on a grid; but the more

ancient the city, the more likely its plan is to be rather more
haphazard. Within the consecrated areas of the city are found
all the grandest buildings, and often residential buildings built
to several stories in order to accommodate as many people as
possible on the most desirable real estate. The streets and pub-
lic spaces are cobbled or flagged, and since beasts of burden are
generally kept off the main thoroughfares, are mercifully free
of the quantities of ordure that can be encountered in foreign
cities.

Every city has a space where citizens meet to conduct the busi-
ness of law or politics, and this is closely connected with areas
set aside for temple precincts that double up as civic adminis-
tration areas. The most magnificent temple in a city, with rare

exceptions, is that to its own eponymous goddess.

While peasant buildings may be roofed in thatch or turf, most
urban dwellings and all public buildings are roofed with tiles.
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Fine saw-cut masonry is the preferred building material for
high-status buildings, but the majority of homes and businesses
are actually made of brick or irregular masonry coated in a ren-
der and often painted in bright colours. The arch is known but
its use is often no more than decorative — few buildings are on
a scale to require it, and there are magical means to replicate
the structural benefits that arches provide while retaining the

classical look.

Population

Korantine cities have a combined population of some 2.5 mil-
lion people. The nature of city-state life means that they have
a much higher proportion of city-dwellers than most cultures,
as many farmers live in the city and go out to their fields in the
surrounding countryside each day. The tables on the following
pages give more detail on the propulation numbers for the lead-
ing city-states and the small cities.

Economic self-sufficiency and political self-determination are
regarded as the essential requirements of a city-state, which
means there must be enough people to provide all of the city’s
basic needs and defend it from others. Five hundred citizens is
regarded as the absolute minimum size, and if the number falls
below that and remains so at the end of the calendar year, the
city will cease to exist. If some disaster befalls a small city, such
as the loss of alarge proportion of its citizens to war or famine,
the survivors have to take drastic action to restore the citizen

body, often by freeing slaves or inviting settlers from elsewhere

How big a city may be is much debated. Once it becomes so
large that it is no longer practical for its citizens to all be directly
involved in state ritual, including the political process; or the
population outstrips the available land to feed them and there
is no room for expansion; or simply the population becomes
so large that there is an increase in factionalism and internal
strife as the fraternal bonds of citizenship are loosened, then it
is common to send some of the citizens away to found a new

city somewhere else.

The urban population includes those living inside the walls of
the city — but also anyone inhabiting a suburb within one hour’s
walk of the city centre, and anyone living in a municipal town,
which is a satellite town or colony with its own local magistrates
and regulations; in effect, a suburb located some distance from

the city.

The Rural Population comprises all those who live in small
towns (typically less that 1,000 inhabitants), villages, hamlets

and in individual farmsteads or on the country estates of the

wealthy.

The demographic profile of a city-state is generally as follows:

FREEBORN
SLAVES,
ALL AGES

METICS,
ALL AGES

MALE FEmMaLE  CHILDREN

Crtizens  CITIZENS (16 AND

UNDER)
20% 20% 35% 10% 15%

In many cities the number of metics (resident foreigners) is
considerably higher due to the presence of a large pagan com-
munity. In these cases, the proportion of slaves may be cor-
respondingly lower, since these people provide an alternative
source of labour to a slave population. In others, particularly
important ports like Sarestra, Masia and Kipsipsindra, there is
a significant transient population. Slavery is at its highest in the
more democratic states where the rich cannot keep the poor in
a state of economic dependence, and need an alternative supply
of compliant labour. If the state has significant additional ter-
ritory to exploit beyond its chora, than slavery is often required
to exploit it propetly.

Pagan Korantia

Pagans are not all marginalised and exploited by their Koran-
tine neighbours. Some occupy good land, in pockets that are
too remote from a city to have been properly incorporated into
its chora. They may have the blessings offered by their ancient
gods and spirits of the earth, and are frequently called upon
to harness or propitiate them for the benefit of the Korantine
community. Nobody actually counts them, butit is possible they
number up to half a million all told. Yet, for the most part, they
are too restricted and enclosed to genuinely thrive. Throughout
Korantia and the Ozyrian mountains, the pagans are doomed
to economic stagnation and are regarded as backwoodsmen and
simpletons, an opinion often echoed among even their cousins

in neighbouring Thennalt lands such as Camtri and Marangia.

KORANTINE CULTURE

Being Korantine

Are_you a Korantine or a foreigner? Are_ you of my city, or are you an
outsider? Are you a citizen, or do you just live here? Are you rich or poor?

To be considered Korantine is a matter of language. If you
speak the language as a native, it is assumed you also understand
the basic principles of behaving in a civilised manner. This is
not enough to ensure another Korantine will think well of you

— attention is next paid to whether you come from the same
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Leading City-State Populations

Crry Ursan Porurarion RuraLr PoruraTion ToraL
Agissene 60,000 190,000 250,000
AspallianTetrapolis 38,000 98,000 136,000
Borissa 40,000 160,000 200,000
Bosippa 8,000 12,000 20,000
Hilanistra 9,000 33,000 42,000
Himela 75,000 180,000 255,000
Keba 25,000 42,000 67,000
Kipsipsindra 14,000 44,000 58,000
Mersin 17,000 48,000 65,000
Nysil 18,000 48,000 66,000
Sarestra 62,000 95,000 157,000
Tysil 35,000 120,000 155,000
Yaristra 80,000 160,000 240,000
The Small Cities (combined total) 187,200 608,300 795,500
Total 668,200 1,838,300 2,506,500

city, or a friendly one; perhaps their city is traditionally hostile to
your own because of some ancient land dispute or recent spate
of cattle rustling; or indeed you are from some place they have

never actually heard of.

Within a city, the difference between citizen and non-citizen is
usually very clear. Everyone shates the basic assumption that
all citizens are equal under the law, but this only loosely applies
to people of citizen rank from other cities; does not extend to
non-citizens with whom they live and work day by day but who

lack the citizenship; and it certainly doesn’t extend to slaves.

Social class is not an obsession, but it is very important when
it comes to deciding who from among the citizenry should
exercise power on behalf of all the rest. Most (but not all)
Korantines are happy to acknowledge that fortune allots wealth
to some by birth, others by deeds and a few by sheer chance.
Wealth is measured in property, and the benchmark for all prop-
erty ownership is how much farmland you have. If your wealth
is tied up in other things, it only counts if those things can

generate an income from produce ot rents just as a farm does.

It is commonly believed that those who have property are more
heavily invested in society, and rich people who have the luxury
of not having to get up for work in the morning can and should
busy themselves with contributing to the public good. This is
the theory, and, of course, some rich people are better at it than
others; and then there are those who think that the public good

and their own best interests are one and the same.

Among citizens, the rank an individual holds within one of
the state cults is very important, especially since cult ranks are
the means through which political power is exercised. Achiev-
ing status within a cult is all part and parcel of the Korantine
love of showing prowess, whether in the city’s politics, the law

courts, athletic competition, watfare or literacy.

Korantines can be very conservative about gender roles. It is
fine for a strange foreign woman to mix freely with men and
pursue a male-dominated career, as is common in Tarsenia and
among other barbarians — but they would not want their own
womenfolk getting any such funny ideas. For this reason, female
courtesans who make a living from mixing with male society
are almost exclusively foreigners, admittedly often women from
other Korantine cities. Gender roles are clearly defined, and
only the peculiarities of some of the more unusual cults and

customs permit the rules to be bent.

Korantine Language
and Literacy

Korantines all speak the same language, and if there are regional
variations in dialect, classical Korantine — the dialect of the elite
used for official and diplomatic purposes and for high class lit-
erature — is the same wherever you go and is relatively stable
through time. The Korantine script is alphabetic, with some
differences between regions in letter forms, particularly in how

vowel sounds are rendered.
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Small City Populations

UrsAN PoruraTioN RuraL Poruration

Aranela 4,000 14,000 18,000

Avella 7,000 18,000 25,000

Enkiste 1,500 4,000 5,500

Hatrya 3,600 8,000 11,600

Hispola 6,500 32,000 38,500

Lanissa 9,500 34,000 43,500

Masia 11,000 34,000 45,000

Orissa 5,700 25,000 30,700

Poestra 14,000 8,000 22,000

Sarsinaya 2,900 6,700 9,600

Suthria 7,500 45,000 52,500

Tersippa 4,400 22,500 26,900

Tugara 10,000 44,000 54,000

Velthurisa 9,400 41,000 50,400

Yolsos 3,800 15,000 18,800

Zarendra 8,000 4,000 12,000

Korantines are a highly literate people, and even folk of quite Games Master Note: Any character of Propertied status and above is

low station may have a basic grasp of letters. Intellectual pur- expected to have Literacy as a skill. In many cases those who bhave limited
suits are prized among the rich, although a young man should — Literacy will be exccluded from bigh office or indeed any cult rank higher
take care to also show an interest in physical pursuits or be than Initiate. Since the elite use their education to set themselves apart, a
branded a bookish weakling. skill level in excess of 50% is required to be laken serionsly.

The major forms of literature include sophisticated poetry, his-
tory, geography and philosophy.
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Poetry

The classic works are epic cycles retelling the stories of the exo-
dus from Methelea and the subsequent generations of heroes
who stand behind the foundation of all the early cities. The
nearest thing to a national epic is that of Holenyo the Fool,
a man who founded many cities but never found a home and
died without issue. Holenyo’s tale features many of the other
heroes of Korantine lore as minor characters, and is appreci-
ated above all for its mixture of magical adventure, comedy and
pathos. Holenyo’s epic is an anonymous tale that in fact exists

in several versions.

Epic is now a lost art, and new works in the genre are gener-
ally literary exercises for the amusement of an intellectual elite
that never catch on. Modern poetry is all short, flotid and pithy
verse in which the chief demand upon the writer is the clever
juxtaposition of words and the innovative use of metre. The
most celebrated poets of this style hail from Yaristra, of whom
the prolific Klanthros of Pthoria is the most famous, if not the
best.

History and Geography

Writing histories does not carry much weight among Koran-
tine scholars; however, geographies are a fine way to demon-
strate prowess as a traveller or explorer combined with skill as a
writer, and the Korantines are second to none in writing about
distant lands and peoples. Much of the best work dates from
before the Cataclysm, when more of the world was accessi-
ble to Korantine scholars than is the case today. The overall
assumption is that things probably haven’t changed much since
then — but this may be very mistaken.

The historians of note with whom well-educated people are
supposed to be familiar are Retorios of Kelso (a city that no
longer exists) who was a court historian to Emperor Enkilos
II; and Dabaratus of Himela, who wrote histories for Enkilos’
great-nephew, Emperor Antekos, which are very different in
character, being a collection of historically inspired moral les-

sons for a young Emperor with no Empire left to rule.

Philosophy and Magic

Korantine philosophers differ matkedly from Assabian philos-
ophers in being very circumspect about the practical applica-
tion of their insights, and will have nothing to do with sor-
cery. Instead, they concentrate on how the divine order should
propetly be reflected in the way a city is organised and the way
in which an individual should conduct himself in public life.

Baristates of Velathela is regarded as the pinnacle of advice
on living the life of the good citizen. A quirkier contemporary,
Sostrum of Sustra, was the founder of a movement that still
exists today, a movement where its members believe that all life
can be expressed through mathematical codes and harmonics,
but are more famous for the fact they tend to insist on going
about their cerebral business entirely naked, even in the public

places.

Even in those places where sorcery is not strictly illegal, every
so often there is a purge of anyone practising anything that
looks like sorcery. Atheism is considered treasonous on the
grounds that it represents apostasy from society and state, so
its adherents are regarded with suspicion and often hounded

out of town.

Those who practice Animism are regarded as bizarre and dan-
g
gerous folk, especially since spirits are considered to be an espe-

cially dangerous phenomenon.

Mathematics

Given how city states are constituted and consecrated, the
requitements of land surveying and measurement have resulted
in significant advances in mathematics. Yaristra is consid-
ered the seat of learning, but the father of Korantine num-
bers was Mentho of Sustra, who was, incidentally, mentor to
the famously undressed Sostrum of Sustra. The city still has
a school founded in his name that accepts aspirational num-

ber-crunchers from other Korantine cities.

Sports and Entertainment

Korantines love sports, and physical education is regarded as
a key part of a child’s upbringing. The pinnacle of sporting
action is horse racing, and every state worth its salt has a course
that takes its riders across open country where all the riding
skills expected of a young man accomplished in the hunt or
in war are put to the test. In the biggest cities, the racing can
be more formalised, and wealthy owners who keep whole sta-
bles of racehorses sponsor professional jockeys to race each
other around circuits on the flat. In Agissene there is a famous
‘intramural’ race, where the course is all set within the sacred
boundaries of the city, passing by each of the major temples
on their route.

Combat sports are for educational purposes and not for public
entertainment, other than a form of wrestling where two oiled
fighters test their skills in an event that ladies are not permit-
ted to watch, let alone participate in. This wrestling is called
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Assabian Style, despite the fact that nothing very much like it
takes place in that land.

Wiater sports are essentially taboo, although Korantines do learn
to swim. The nearest thing is a race between rival rowing teams
on sleek military galleys that takes place at an annual review of
the Sarestran fleet, and to which vessels from other cities are

sometimes invited.

Athletics are very much encouraged, and the suite of running,
jumping, throwing and endurance events is considered a fine
demonstration of manly skills (and rarely, of womanly virtues).
The greatest prizes are for those who show all-round prowess —
being good at only one thing smells of professionalism, and in
athletics professionalism is frowned upon. For the same reason,

trophies and prizes are symbolic, rather than valuable, in nature.

The Law

Among Korantines, custom and law are essentially the same
thing. Being rather conservative folk, the way things were done
in the past is regarded as the best way, and only when that
proves inadequate for some reason is custom changed. Cus-
toms are not rules that need to be written down as everyone
knows what they are, and, in any event, they can benefit from
the process of subtle change over the generations to remain
relevant. However, if customs are to be decisively altered, a law
must be made and set up as an inscription in a public place so
nobody can have any doubts about it. The new law becomes
part of the Customs of the Korantines, a body of lore that
dictates how people are expected to conduct themselves both
in public and in private from city to city.

Games Master Note: Familiarity with the customs and laws is reflected in
the Custom skill. In a character’s home city the skill does not normally need
10 be rolled against unless seeking to exploit some inconsistent or ill-defined
Seature of the law, or recall some obscure or rarely used tradition. When
abroad in other Korantine cities it is a useful skill to know or to gness what
is likely to be different, even if it does not reveal precise information, but
the skill roll will be at least one grade harder.

Going to Court

In Korantine legal cases it is normal for one citizen to bring
a case of law against another to seek redress for a slight or
injury, or accuse them of some crime. Minor cases and any-
thing to do with foreigners is dealt with by an individual mag-
istrate appointed to look into the matter, but in most major
cases where a citizen is involved, there is recourse to adversarial
justice in front of a citizen jury. In democratic Himela that jury
is made up of whoever happens to be there on the day rather

than a representative selection, and can be quite chaotic.

Slavery

Slavery is very common, but Korantine slaves are generally
protected, by law, from serious mistreatment and are permit-
ted some dignity as human beings. Condemned criminals and
foreign prisoners of war are an exception, and will be routinely
worked to death in the mines or other hazardous places of
work. Otherwise, slaves are regarded as members of their own-
er’s extended family, albeit ones who cannot fully participate in
public life any more than children because they are under the
legal authority of another.

Organisations such as cults (including those cults that encom-
pass an arm of state) can also own slaves, and frequently do.
Such slaves may be educated and often have real status derived

from the work they are given.

Debt Bondage

In most Korantine cities, it is illegal for a citizen to offer his
own person, or that of any freeborn person in his power, as
security for a debt. Therefore, those who fall into debt this way
are mostly resident non-citizens to whom no such protection
under the law is available, and the vast majority are impover-
ished members of Pagan communities. Debt slavery is all too
common a plight for these people, and frequently the cause of
unrest. Debt slaves usually have a better life than those who
come into slavery through the market or as prisoners, but this

is not always the case.

Buying Slaves

Slaves can be purchased from authorised dealers. Being a slave
trader is regarded as a shameful (if necessary) business, a trade
that is usually handled by non-citizens. Slave markets take place
whenever a consignment arrives at a suitable location, and auc-
tion is the usual practice. Slaves can start from as little as 100SP
and reach prices of 1,000SP and more.

Nesterin, the port of Bosippa on Valos, is the major clearing
house for the slave trade, a role it has retained following the
conquest and enslavement of many of its inhabitants by Kala-

cho of Agissene.

Enslaving a Defeated Enemy

One way to deal with a defeated enemy is to claim ‘ownership’
of them as a humane alternative to killing them out of hand. If
the foe submits willingly and the state has no prior claim either
because they are wanted for a crime against someone other than

you, or because they are citizens of a state with whom some
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sort of treaty or prisoner swap arrangement is in place, then
the defeated enemy becomes your property. On the whole a
captured bandit, robber or murderer is not worth anything as
a slave, being of demonstrably bad and unruly character. Con-
sequently, the state is likely to pay a higher bounty than their
slave value for the removal of such undesirables from society
by being handed over for a brief interview with the acolytes
of Kos in charge of law and order and subsequently to the
executioner.

CITY-STATE
CONSTITUTIONS

Each city’s constitution is different, but they are all variations
on a model that places the acolytes of one or more of the state
cults at the head of a council made up of the city’s leading citi-
zens, to exercise their power on behalf of the sovereign people.
The details in how the model is applied can produce immensely
different results, with the most important difference being in

how Social Class is used as a barrier to entry into the state cults.

Citizenship

The rules concerning who is eligible for citizenship — according
to age, gender and parentage — may be very different according
to which city you come from. Himela requires that you have a
citizen parent on both sides and have reached 16 years of age.
Sarestra requires that only one parent is a citizen, and Keba is
content to allow those born elsewhere — and even freed slaves
— to become citizens if an existing citizen of good standing
sponsors the application. If you are citizen, you are expected
to take part in public cult to the state gods, and have rights and
obligations to take part in public life.

Qovernment

There are three basic types of constitution and they are all
defined by how they deal with the differences of social class.

Democratic constitutions grant all citizens the same access to
its most influential cults, and thereby to the decision-making
bodies of state, no matter what their financial means. This is
in fact a rather poorly observed principle — actually allowing a
poor man to stand for high office (become an acolyte of a state
cult) is regarded as radical even in democracies, and only the
Himelans do it. Democracies are nevertheless very suspicious

of the power and influence wielded by its richest citizens, and

the feeling is often mutual. Because of the universal privileges
of citizenship and the fact that the rich have less opportunity to
exploit the poor in the ways they would like, democracies tend

to have the strictest rules for acquiring citizenship.

Mixed constitutions restrict senior positions of power to the
wealthier citizens, and make sure all the important debates hap-
pen in council rather than in front of the whole citizenry, but
grant some important rights of approval — including election of
the top magistrates and the declaration of war — to the people’s
assembly. Most Korantine cities are in this category. The city of
Vestrikina is, for many reasons, considered the gold standard of

a mixed constitution.

Oligarchic constitutions restrict access to power to a narrow
section of society — by birth, wealth or some other element
that produces a very narrow pool of people to choose from
who can arrange things amongst themselves. The diarchy (dual
kingship) of Kipsipsindra is an extreme version. Acolyte roles
in the key state cults are restricted to members of the ruling
group, and the council is stuffed with oligarchs and their cro-
nies. In some cases, the roles of acolyte and priest are merged.
Oligarchies tend to be prone to revolution and internal strife, as
inevitably there is dissent even amongst the rich and powerful

over who is ‘in’ and who is ‘out’ of the club.

Constitutional Cirisis

When it all goes wrong and the constitution is challenged by
internal strife, the result is usually one of two outcomes: a tyr-
anny, in which one man gathers enough popular support to
suspend the normal laws and rule by decree; and anarchy, when
nobody knows who is in control, only that the laws are sus-
pended and that there are a lot of dead bodies in the street. Nei-
ther situation tends to last for very long; however, there have
been several tyrannies that have survived to a second genera-
tion, because the tyrant in question (Zilathro of Yaristra, who
was rumoured to be a woman in disguise, is the most famous
example), turns out to be rather good and there is no appetite
to get rid of him (or her).

MILITARY

The Korantine world has very little in the way of standing
armies. The Emperor’s Paladins are full-time warriors but they
are not especially numerous nor automatically at the state’s dis-
posal, except in the case of external threat — if such a warrior
joins a fight against another Korantine city, he does so as a pri-

vate individual.
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Many Korantine city states are on, or near, the sea, and each
maintains a certain number of warships and transport vessels
at the expense of the state, although usually only the key crew
members are permanently employed and the rest are levied

when there is a need for action.

Military Manpower

In most states, only the freeborn male citizens of certain age
are eligible or expected to serve in their city’s army, namely
those between 19 and 41 years old. Those younger or older,
and capable of bearing arms, are usually kept back for garrison
duty at home. This places the available citizen manpower with
which to take to the field at approximately 15% of the total;
hence, Agissene has a paper strength of 38,000 or so. It is rarely
practical, prudent or desirable to call out every able-bodied cit-
izen, and in any event, at least one third of those will not have
the means to furnish themselves with even the bare minimum
of equipment. When Kalacho marched the men of Agissene to
join the invasion of Valos he took only 8,000 soldiers with him.
If the state also has a navy, it must be fed from the manpower
pool, although it is not unknown to use slaves to bolster the
numbers. The navy is a good place to use your poorest citizens
because they need no arms, just the power of their backs to

pull an oar.

The Citizen Levy

The men eligible for service are only called to arms when
there is some sort of emergency. It is a local matter, and also
a question of how serious the situation, as to how far down
the economic scale the call to arms can reach. The model cit-
izen soldier turns up for duty equipped with a helmet, spear,
shield and sidearm; and, if he is a man of means, perhaps with
some armour too. The poorest classes may present themselves
with no more than a sling or simple bow, and many might find
themselves appointed to row in the fleet if their city has one. In
some of the most conservative states, the poor are not called
up but instead the need for lightly armed troops is filled by the
servants, slaves and other dependants brought to the field by
the wealthier citizen-soldiers.

For the citizen body, the chief war god is Torthil, who is both

a farmer and a warrior, a defender and destroyer of homes and

crops.

Patriotic Bands

‘Patriotic Bands’ of volunteers are a state’s first line of defence
— men who are ready to take up arms at a moments notice,
before the citizen levy has been summoned. Their composition
differs from state to state according to the balance of power
sits between the elite and the masses. In some cities, these are
aristocrats and their armed retainers; in others, they are a mob
of lightly armed peasants. In peaceful times, Patriotic Bands
can act as a constabulary or come together to form a posse.
Their common feature throughout the Korantine world is that
the members are all initiates and acolytes of a military cult, in
most cases, in honour of Palaskil, Veltis, or even, in maritime

states, Pyrolus.

A character who joins a Patriotic Band must be a citizen and is
expected to bring his own armour and weapons, and in some

cases, even a horse.

Games Master Note: The Combat Styles and traits for Patriotic Bands
tend to be the same as for the local citizen levy. Band menmbers may well be
responsible for drilling the militia in basic combat skills.

Sacred Bands

Some cities have one highly elite Patriotic Band known as the
Sacred Band, whose lot it is to fight to the last man in defence
of the state. Their essential function is as the citadel guard, and
to these people also falls the job of defending the city-cult’s
temple as last-ditch protectors. For some obscure traditional
reason, a Sacred Band can never number motre than 300 men
— and is usually less. The Sacred Band Miracle is reserved for

the use of these elite units.

The Sabatines

The merchant societies under the tutelage of Sabateus, the God
of trade and travel, maintain their own standing forces used to
guard depots, caravans and shipping and, if need be, support

the state, classically as marines.

Traditionally uniformed in green, Sabatines can be hired from
anywhere as long as they speak enough Korantine to follow the
orders of their Korantine officers, and hence, the vast majority
are not of citizen status. Their equipment is provided for them
at state (cult) expense. Not all cities have a force of Sabatines
as the smaller ones have neither need nor the resource, to main-

tain such a force.
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Foreign Mercenaries

Whole contingents of warriors from foreign parts may be hired
in the case of an emergency or major campaign, especially if
they have specialist skills to offer, such as archery or horseman-
ship. In these cases, the Syndics of the local Sabatean cult nego-
tiate the deal on behalf of the state. Sometimes a city’s Patriotic
Bands might even offer themselves to another city as ‘paid help’

in conflicts between, or within, other states.

Armour and Weapons

Korantines tend to use leather, scale and plate armour. Bronze
or gilded iron plate has aristocratic connotations, of course, and
is favoured by the Paladins. Traditional weapons include shorts-
word, spear, a flat oval shield (Thureos, stats as per Scutum) or
round hoplite shield (Clipeus), with a wicker Pelte carried by
the most lightly armed or poorest. A variety of missile weapons
including slings, bows and darts are used, amongst which jave-

lins ate counted as the most ‘manly’.

City-STATE RELIGION

Every Korantine city-state has its own pantheon of deities
that its citizens are expected to honour. These pantheons are
essentially the same from one city to another with minor differ-
ences, comprising a selection from the Celestial Court of deities
shared by all Korantines; however, the cults set up to worship
the gods are specific to each city and exclude all but their own
citizens. Each part of the machinery of state and every section
of the community is operated as a cult of its respective tute-
lary deity. A cult’s rules for membership and the obligations of
membership ate state-specific, so those of the cult of Himelan
Anayo will, for example, differ from those of Anayo of Agiss-
ene. More information is provided in the Cults chapter.

The Civic Trinity

There are three key cults in any city, and these are to the City
Goddess; to her husband Anayo, god of rulership and govern-
ment, wisdom and knowledge; and to Torthil, who is a god of
agriculture and war. The city-goddess is the chief cult for the
city’s women; Torthil is the chief deity for the city’s menfolk,
and Anayo is the chief deity for those who rule the community.

Sometimes a different deity replaces Torthil in this trinity, if it
better reflects the concerns of the city’s male citizens.

Several other deities have important state roles to play and
either have dedicated cults in their honour or are represented as
sub-cults to one of the trinity, lending perhaps a single Miracle
to its worshippers. In such cases, one of the cult’s acolytes or
priests has the responsibility of representing the sub-cult and
learning its Miracle. The various arrangements made to accom-
modate these minor deities is one of the things that can make

the state religion of each city unique.

Religious Practices

Almost all religious observances are public business, even if
some of them might be restricted to some particular elite or
social group. Mystery religions that take place in secret and
have membership that cuts across the traditional divisions of
the community are frowned upon. Most rites take place indoors
in specially constructed temples; however, if mass participation
is involved the temple is sure to be set overlooking a big public

space where worshippers can gather in numbers.

Korantines routinely bury their dead, although cremation is
regarded as an expensive and glamorous way to go and is still
practiced by the upper classes in some cities and by the Lanists.
The dead are always disposed of outside the sacred limits of
the city unless granted hero status; hence, when these limits are
extended it may be necessary to move the location of entire
cemeteries or else describe the new city limits in ways that avoid

them.

Cult Hierarchies

The most important people in a cult are often the acolytes
rather than the priests. An acolyte is likely fulfilling an import-
ant job as an officer of state with influence outside the cult’s
own hierarchy, and an acolyte’s appointment is therefore not
just in the gift of the cult itself but requites some form of
approval from the wider community. Priests, on the other hand,
are permanent appointments and their selection is an entitely

cult-controlled process.

Worshipping in a Foreign City

Membership of a cult in one city gives no status with the equiv-
alent cult in another city-state, unless this is arranged by a treaty
between the two communities. Such a treaty can arrange that
the citizens of one city can worship at the shrines and temples
of another, thereby restoring their devotional pool or acceler-
ating magic point recovery; however, the restrictions are many
and a ‘foreigner’” may never gain greater benefits from worship

than a local citizen of Initiate level.
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to remove reliance on lunar phases by counting days instead,
The Sacred Year c

and there are usually several religious festivals in each month of

Korantines measure the year as a Solar Cycle, and ignore the =~ VAtyingimportance.

misalignment of the 13 months with the lunar phases and  The months of the year may have different names in different

instead intercalate two days at the end of the lunar calendar in cities, but the old Imperial Calendar provides the most com-

order to make 13 equal months of 28 days fit the scheme. Each monly used version, which goes as follows:

month is punctuated by four weeks, a Korantine invention used

THE KORANTINE

CALENDAR

MoNTH EvENT SEASON

Trigelso Start of the year; opening of the roads

Arribea Spring wheat planting; opening of the seas Spnng

Lanthril Shearing time
ShCYIOHSWmterWheatharvest

Pyrlo Campaigning season

Summer

Lassica Campaigning season

Torthil Spring wheat harvest
SabatmeGrapeharvest

Plashkis Harvest festivals, blessing stores Autumn

Veltune Winter wheat planting
ZOlestmeOhveharvest’dosmgoftheseas )

Semordine Midwinter festivals Winter

Anyune Elections and public appointments

Orynsa Heaven — 2 day intercalation
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THE WIDER
WORLD

n this chapter, the lands accessible to travellers on the Ocean
are briefly described. These include places where an over-
land route is technically possible, but the time, challenges
and expense involved are so great that journeying by sea is
always preferable. Fach of the areas described constitute a

Locale skill that can be learned by the well-travelled adventurer.

THE SHORES OF KORANTIA

The Shores are Korantia-outside-Korantia; that is, where the
Korantine way of life prevails beyond the heartland on the
Western coast of Taygus. Some of these places were colonised
over the long millennium of the Empire, some of them really
quite recently. The Shores Of Korantia are connected and held
together only because the sea-lanes between them are open.
Should they be interdicted by foreign powers, divine anger or
natural disaster, then the Korantine community would itself
be fractured again just as when the Cataclysm sundered the
Empire 160 years ago.

Old Korantis

The site of the lost capital of the Empire is now no more than
a collection of small islands, each being an upland peak of
the sunken land of Korantis. The islands are uninhabited and
shunned by all except the occasional treasure hunter search-
ing for valuable relics beneath the waves. Sometimes there is a
spectacular find, such as when some of the Emperor’s Paladins

successfully located and raised the Sapphire Throne and carried

it off to Hilanistra.

Valos

Valos was settled by several different peoples over the centuries.
For a while, it was home to a Korantine colony founded from
Tysil, but this was destroyed by Kapolan invaders shortly after
the destruction of Korantis. Marangians settled there some
time later and in concert with the Kapolans made it the base of
operations for wide-ranging acts of piracy and plunder. When
Kalacho of Agissene finally conquered the island in order to put
a stop to the inhabitants’ predatory ways, Valos was settled with
colonists drawn from right across the Korantine world. One of
these is the capital of the Korantine League inaugurated under
the Emperor’s auspices in 1210.

Valos is about 40 miles long and 20 wide, with a chain of steep
mountains that drop abruptly to the sea to the north, but which
shelter a plain to the south. The Korantine settlements are all
to be found in its south-west corner, but the eastern parts are
still inhabited by the descendants of the eatlier Kapolans and
Marangians, and there a composite language known as Valot is
spoken.

At the north-east end of the island are the remaining settlements
of the Corsairs, now much diminished, pacified and robbed of
their charismatic leader, Korsaddin (a Guyuntar from Taprop-
iscur). It is said that Korsaddin’s son Korsaris escaped the siege
of Mount Nester with some followers and fled to Marangia —
certainly the more optimistic of the Valots predict a victorious

return at the head of a liberating army.
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SEARCHING FOR
ANATHAYM?

If you want to locate
Anathaym and her city

of Meeros in the world of
Thennla, look to the city of
Mersin, a Korantine colony of
some antiquity located on the
shores of the Thennalt land

of Zathrum. The people of
Mersin long ago absorbed many
Thennalt customs, including
worship of the bull-headed
god Myceras as an aspect of
the Korantine/ Thennalt deity
Fknown elsewhere as Torthil.
When first the King of Zathis
granted the lands to found the
colony, he asked that as part of
the deal the Korantine settlers
wonld relieve hin of a loyal but
rather troublesome all-female
warrior society, a sisterbood
that recognized no husband
but Myceras. The Korantines
were sorely in need of wives,
but perbaps had not envisaged
taking wives like these; and the
Sisters of Myceras themselves
had no intention of becoming
subordinate to Korantine
husbands. Nevertheless a deal
was struck, by which the women
would marry the settlers but in
their new land would become
equal to their husbands as
citizens with a vote in public
affairs so long as they retained
their habit of training at arms.

W hile the women of Mersin
are not eligible for the citizen
levy, and these days most
‘Meerish’ women are no differ-
ent to those of other Korantine
cities, its Patriotic Band must

allow the inclusion of women
and those who take up arms in
this way sit alongside the men
in all public rights and duties.

Colonies and Outposts

Aspala

A peninsula upon which are situated the northern-
most colonies of Korantia. Here is found Keba,
and also Tetrapolis, an aggregation of four small
states that have merged in order to resist the power
of Keba, which has for a long time claimed hege-

mony over the whole region.

Hispola

A Korantine colony on the Kapoli peninsula,
which is a stopping place for some of the seaborne
traffic between Korantia and Kipsipisindra. The
settlement was a combined enterprise by several
smaller states and sponsored by Sarestra. Hispola
has a wide territory for its size, as its citizens have
fanned out to where good land or pastures can best
be found in what is a rather wild and rocky region.
The outlying villages are sometimes plagued by
the depradations of Thurian Centaurs, who are an
aggressive folk from the interior. Hispola’s consti-
tution is moderately democratic, and the citizens

have friendship treaties with Himela.

Kipsipsindra

Kipsipsindra is thought to be the largest city west
of Himela, although that assumes you can dis-
count the frightening rumours that the orcish city
of Nishimbakoi holds more than 150,000 people.
It dominates the island of Kipsiperan, and owes
its success to having been an important outpost of
the Korantine Empire in ancient times. The city
still has many monuments of that era, including
sturdy city walls and a naval harbour big enough to
hold 100 ships of war.

The people of Kipsipsindra are proud of their
Korantine history and claim the right to hege-
mony over nearby islands on the strength of it,
an attitude with which their neighbours are quick
to take issue. The coming together of Korantines
and Archipelagans of predominantly Kapolan
stock in the makeup of Kipsipsindrans has created
a vibrant culture. Its most noteworthy feature is a
dual monarchy; one royal house currently headed

by King Pathes represents the sun god Lanis as

ruler of the sky, the other, headed by King Mollo,
represents the storm god Palaskil as ruler over the

ocean waves.

Kipsipsindrans have themselves founded colonies:
Haprosindra to the west, and several in Fierla, of
which only Errabna remains. Both are now fully
independent from their mother city, and no longer
Korantine in character.

Mersin

A Korantine colony founded on territory acquired
by purchase from the king of Zathis, which pros-
pers from the grain and timber that it can ship
to Korantia proper. It is also a good place from
which to access the Pyrolus Stream, the important
current that helps convey ships towards the West.
Mersin is famous for its inclusion of women in
some traditionally male roles within society, some-
thing that has its origins in the deal done with the
Thennalt king when it was founded. King Uskil
was plagued by a warrior society comprised of
female wartiors that had many times caused him
and his retinue humiliation. So he found a way
to betray these women to a force of Korantine
mercenaties, and they were made wives instead of
slaves to the founders of Mersin. To this day, some
women of the city claim the privilege of standing
alongside the menfolk in the city militia.

Tempigone

An island dominion of the state of Himela that
lies closer to the Jekkarid than it does to Korantia.
Ruled by an exiled duke and with a population that
is mostly non-Korantine, its importance lies in the
rich deposits of iron ore and other minerals found
on Mount Tempiger, which is its main geograph-

ical feature.

Thyrta

A colony founded by the state of Borissa on the
coast of Brotomagia and expected to achieve inde-
pendent city status within the next few years. This
place is described in detail and is the starting point
for the adventures provided in this book.
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Zarendra

This far-flung colony was planted long ago on the coast of
Jandekot and now there is hardly anyone who has ever been or
met anyone who has. Nevertheless, this is a thriving community
sticking to the old Korantine ways and worthy of being consid-

ered a Korantine city.

Zarendra was settled during the final years of the Old Empire
by colonists from Kipsipsindra. Its location near the mouth of
the mighty Saa River was a daring attempt to exploit the poten-
tially boundless resources of this immense, sparsely populated

and largely uncharted continent.

When the Korantine Empire collapsed this isolated city man-
aged to keep going against the odds, but has frequently fallen
victim to foreign conquerors. In recent times, Zarendra was
held by Halerik of Haprosindra against his brother Valerik,
with whom he fought over the succession to the Kingdom of
the Burning Coast. Halerik was murdered by his own merce-
nary captain, Hemerik of Ishkeleb, because he was late with his
payments, and Hemerik took over control of the city. After 16
years of tyranny, he was deposed, in turn by his idealistic son,
Redanger, who brought the people into his faction by promis-
ing a return to constitutional law. Redanger then proceeded all
the way to Korantia to announce his city’s loyalty to a rather
surprised Emperor Koibos XXIV, who had no idea that the
city still existed. Redanger declared himself to be regent of the
Dominion of Zarendra on the Emperor’s behalf, which neatly
absolved him of the need to step down from his position of
power in order to preserve the ancient constitution. He even

took the name Koibion to demonstrate his sincerity.

THE CiviLisED EAST

At the edge of Korantine territory, there are few well-travelled
routes into neighbouring lands. The most important passes over
the Ozyrian mountains via Hilanistra and ultimately arrives in
Taskan territory, passing through Camtri and on to the Taskan
heartland of Tarsenia. While there may be many obscure trails
offering alternative passage over the mountains, any mounted
or wheeled traffic is forced to go around them to the north east
through the territory of Tysil or Nysil into Marangia or else to
pass round them to the south-west via Vestrikina and Tersippa
to Brotomagia.

Brotomagia

A land famed for its beauty, the wooded hills and green valleys
of Brotomagia are home to many a local chieftain of Thennalt
stock who can sport a Korantine education, fluency in several
languages and sophisticated tastes. Some even have a nymph
for a wife. However, as Brotomagia is a buffer zone between
the Jekkarenes, Taskans and Korantines, there is always a feel-
ing that the good life may one day come to a disastrous end.

Camtri

Camtri is a Thennalt land that has now embraced Taskan rule
and is beginning to embrace Taskan customs. There are still a
few people around who dream of independence or who resent
that they are now drawn into the orbit of the Taskan Empire.
Such people increasingly find it convenient to keep their ideas
to themselves. Camtri is administered from Torestal and is a key
strategic region for the Taskan army.

The ancient kingship of Camtri is now a ritual post only, and
a number of prominent families now administer the territory
though controlling the major priesthoods of the local Taskan
Emperor-Cult. Taskan culture and customs are taking over and
those who do not embrace the process generally up sticks and

look for hospitality in Marangia or look for work in Korantia.

Marangia

The Marangians are famously watlike and considered even by
other Thennalts to be venal and untrustworthy. The Marang-
ians have a royal seat at Timolay, but this is now under Taskan
control and King Arkenson the Portly made their puppet and
supplied with advisors sent from Taskay itself. The presence
in the area of opportunistic Taskan grave robbers, drawn by
rumours of fabulously wealthy tombs and cemeteries, increases
tensions between the occupiers and the natives and makes life

more dangerous for everyone.

The Marangians generally feel very much oppressed even if out-
side direct Taskan control; with Timolay under foreign occupa-
tion the ancient cultic centre at Oster is now regarded as their

capital, and it is generally not a welcoming place to foreigners.

Zathrum

Beyond Marangia to the north is Zathrum, a Thennalt land
inhabited by folk regarded as either very old fashioned or in
touch with their traditions, depending on your point of view.
The most powerful ruler is Radabus the King of Zathis, as a

result of his inheriting a Korantine colony on his doorstep at
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Mersin — sited on lands granted by an ancestor in return for
trade monopolies and a regular tribute. Malstrom, the King of
Gort, has control of much of the rest of the territory but has
no such easy access to the outside world and prides himself as
the great and manly upholder of ancient traditions, a posture
appreciated by the wild mountain men of Gumathena to the
east (considered barbaric even by Marangian standards) whom
he can call on for support when he needs to.

Methalea

Methalea is a huge peninsula dominated by what is considered
to be the oldest civilisation still in existence, the Theocracy of
the Jekkarenes. The northern part is a wilderness region known
as the Forest of Sard, and the eastern part of the peninsula is
a rough, almost barren region known simply as the Methalean
Badlands. The rest of the peninsula — and indeed sometimes by
extension the whole peninsula — is known as The Jekkarid after
the secretive and matriarchal society devoted to the night-god-
dess Jekkara. This goddess manifests as the Moon, usually vis-
ible by day but at night the biggest and brightest planet visible
in the heavens. The moon hangs stationary in the sky above the

capital city, Parlasos.

The Jekkarenes’ capital, and indeed the only city of any size, is
Parlasos. The city is situated in an area known as the Vale of
Shadow, because it is the centre of a shadow cast over Methalea
as the sun passes above the moon in a daily eclipse. At its heart
is a temple of breathtaking size that is the centre of worship,
as well as the palace of Queen Semankore, chief priestess and
ruler of the Jekkarene Theocracy. The city is surrounded by
a rural hinterland where famous corn known as silver barley
is cultivated, which can draw its nourishment from the moon
rather than the sun. Its grains are sought after by foreign alche-
mists, but there is an outright ban on their export and only

emple estates are allowed to cultivate the crop.
temple estat llowed to cultivate th p

Very few foreigners ever go to Parlasos, as the Jekkarenes
restrict the vast majority of their dealings with foreigners to
the two cities created for the purpose. When they do they are
given fine hospitality but it usually comes with close escort and

surveillance.

Lyortha

Lyortha is a port on one of the southern fingers of the pen-
insula that acts as an entrepot for trade arriving or leaving the
Jekkarid. This is the only place where foreign vessels may land
or load goods, and all goods being transported further into

Jekkarene territory may only be carried by Jekkarene shippers.
The town is ruled over by the notorious Baron Solfernoy —
albeit under the supervision of a trio of priestesses from the
capital. Solfernoy is not only a very rich man, as a result of
the perquisites and bribes he takes along the way, but also an
extremely influential one, with ambitions to exercise power as

well as influence beyond the borders of the Theocracy.

One of only two places in the Jekkarid where foreigners are
welcome, Lyortha is also home to a small flotilla of five war-
ships built and maintained for the Taskan navy and, in fact,
the only ocean-going navy the Taskans have. Above all, though,
Lyortha is a trading town where the Jekkarenes attempt to
gather in goods from the oceanic trade routes and export some

of their own.

Ramassa

Solfernoy’s counterpart in the north-east of the country is
Baron Lankermost, who controls the other entrep6t, Ramassa.
Most Taskans who enter the Jekkarid do so here. Lankermost is
no maverick like Solfernoy, being instead a trusted and deeply
conservative patrician who is the right man to handle the sen-
sitive commercial, diplomatic and religious traffic between Tas-
kay or Ashkor and Parlasos, all of which passes under his nose.
Ramassa is situated near the sea and at a great river mouth but
the waterways here are shallow, shifting and choked with silt; in
fact, Ramassa is useless as a port other than for flat-bottomed

boats used in and around the delta.

The Badlands of Methalea

The whole eastern side of the peninsula is a lawless region
dotted with small communities attempting to scratch a living
from the soil through a mixture of agriculture and pastoral-
ism. Where possible, banditry and piracy provides additional
income. These people are mostly of Jekkarene origin, but they
or their forebears were cast-out of society for some misde-
meanour or other, and are living in exile. Despite its generally
grim reputation the area attracts some voluntary exiles as well
as escaped slaves and the occasional religious or social apostate
from further afield. One or two notorious wizards have made
their homes here in order to practise their researches away from
the eyes of civilisation. Less appealing is the fact that lycan-
thropy is rife. The Jekkarenes have long used lycanthropy as a
traditional curse upon their outcasts, as they are of the opinion
that it will keep the exiles’ attentions focussed on survival and
fear of one another rather than getting organised and causing

a nuisance.
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The Forest of Sard

This extensive wilderness region is in fact a mix of hills, valleys
and wetlands some 150 kilometres miles from north to south
and more than 350 kilometres east to west, of which half the
total area is forested. Through the middle runs the Quickwater
River, in places cutting deep ravines, in others fanning out over
a flooded landscape. South of the river is a favourite hunting
ground for Jekkarene nobility. North of the river is a playground
for the Thennalt lords of Brotomagia. Very few people actually
live in the forest and those who do are mostly on the fringes.
The north west of Sard is increasingly cut into by the Borissan
colony at Thyrta, so you might encounter Thyrtan prospectors
there. Deeper into the wilderness there may be a few bands of
outlaws and the occasional hermit but by and large the land is
given over to nature and in the great expanse of the forest any

number of exotic creatures may lay hidden.

THe TAskAN EMPIRE

The Taskan Empire is the most powerful political entity in the
world at present. Two hundred and fifty years ago an exiled
Jekkarene watlord by the name of Zygas Taga intervened in the
endemic wars between rival city-states in the land of Tarsenia,
and, ultimately, unified them choosing one, Taskay, to be his
capital. Since that time the Taskan Empire has grown in size
and power, and has brought many neighbouring lands under
its rule. However, the Emperor himself was declared a god and
has shut himself away in his palace to prepare for his ascension
to the heavens. In his place, he left a magically animated statue
to be his chief officer of state and manage the Empire’s affairs,
supported by colleges of priests who run the Emperor cult
in each city and province. First came the Marble Simulacrum,
which was destroyed in a disastrous battle over 100 years ago,

then the Iron Simulacrum, which still rules the Empire today.

The heartland of the empire is Tarsenia, a heavily cultivated and
densely populated region comprising the cities of Taskay, Tar-
sang, Pryjarna, Ashkor, Felsang, Merat and Zarina. The empire
has grown to incorporate the Kingdom of Yegusai to the east,
the Thennalt land of Camtri to the west, and a region now
known as Further Tarsenia to the north where the city of Ral-
myra has been founded. Morkesh and the Jekkarene theocracy

are its protectorates.

Sorantia

A little kingdom surrounded on all sides by the Taskan Empire
yet nominally independent. Sorantia is also a failed kingdom,
and much of its lands are now returning to wilderness or at
the mercy of bandits and outlaws. However, its capital, the city
of Sorandib, is still a place of wonder, for here is the seat of a
famous sorcery school known as the Artificers. These people
are thought to have fashioned the magically animated statue,
The Iron Simulacrum, which rules the Taskan Empire. Sorantia
is known as the origin of a drug called Fengo that can be refined
for a variety of purposes, as well as the source of gunpowder
used by an elite regiment in the Taskan army, The Unconquer-
able Heroes of Taskay.

ASSABIA

Assabia forms the intersection of two continents — Taygus
and Rasputana. Much of the region is desert. Its most popu-
lated areas comprise of the lands of Djesmirket, Sharranket
and Morkesh. Rich and varied magical traditions, access to the
wider wotld across the Gulf of Eilak and the Inner Ocean and
a constantly shifting political landscape make Assabia a place

where there are many adventures are to be found.

Djesmirket

Djesmir is a huge city that is regarded with a reverence in the
region as home to the most ancient and important temples and
of the most skilled and powerful sorcerers. In reality, it is in a
state of decadence and decline — Sharranketan merchants no
longer consider the place to be the most prized market for their
goods and the Taskan Empire has always been cool towards the
Djesmiris since they participated in a war against the Taskans
80 years ago. Djesmirket was once synonymous with the whole
region of Assabia but is now simply the territory directly to the
south of the Korazoon including the cities of Djesmir, Ank-
wat, Perlak and Khorala. These cities are Sultanates, indepen-
dent monarchies that share the same cultural traditions as one
another and both recognise and uphold each others’ rights of
sovereignty. Sometimes Jelhai to the east is considered among
their number, but the religious and magical ways of that place
are regarded as particularly dangerous and unsavoury and its
ruler is snubbed by his peers.
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Quf of Eilak

This little sea is a busy stretch of water, with trading ships of
all sizes criss-crossing between the ports of Assabia and those
of the nothern kingdoms of Rasputana. It is, of course, dom-
inated by the Sharranketans, whose fleet of well armed and
magically augmented galleys keeps the sea lanes clear for the

comings and goings of its merchant galleons.

Morkesh

Sitting astride the Briga River, Morkesh is a powerful kingdom
currently ruled by a feisty Queen, Tursiba the Lioness, but is
also a protectorate of the Taskan Empire. While considered
Assabian in culture, its inhabitants speak a dialect sufficiently
different to the Djesmiri of their neighbours to be classed as a
language in its own right. The royal dynasty that rules Morkesh
was founded by a pirate from across the ocean called Tark the
Reaver, and rules from Morkar. The city of Largil on the coast
is the biggest and most important port for oceanic trade and
travel outside of Sharranket, and is the site of Tursiba’s impres-
sive Summer Palace, surrounded by a broad dry moat inhabited
by her pet lions.

Sharranket

Sharranket is a small but very wealthy nation famous for its
position as the hub of many of the wotld’s most important
trade routes, and for being the only nation to have an economy
almost exclusively based on trade. The territory consists of two
off-shore islands and a small stretch of mainland bordered to
the north by Djesmirket. Each of the islands has a city, one the
capital of Homora, the other a smaller city named Ronispur; the
third and smallest city, Shimir, being on the mainland. Formerly
a sultanate, Sharranket is now ruled by a council drawn from
five families of merchant princes who plant trading enclaves
along the major trade routes they operate, which stretch right
across the Ocean and far as distant Jandekot, and are serviced
by the most advanced fleet of ships in the world.

RASPUTANA AND
THE SOUTH

Rasputana is a land everyone knows of, but very few outsiders
have visited. Of those that have, the vast majority are traders
and merchants from Assabia, among them those of Sharranket
who monopolise the trade in pepper, spices and exotic mateti-
als out of Balbufera in the south. The land route from Taygus
via Kamritar is not for the faint hearted, and it involves cross-
ing a corner of the vast and mostly uninhabitable desert that
occupies much of the continent’s interior before arriving at the
Kingdom of Menkh. Civilisation as represented by the Four
Kingdoms of the North and the Three Kingdoms of the South
seems compressed between the desert of the interior and the
highlands of Someja. The barbarian inhabitants of Someja, the
Someshi, are peaceful enough if left alone but are quite aware
that they control the choke point between north and south,
known as the Usarwi Plain.

Southern Draw

This current is a surge towards the outflow from the Inner
Ocean into the Outer Ocean. It picks up more power on its way
until it runs into the inflow current coming the other way, and
the battle between these huge volumes of water creates an area
of turbulent seas that makes navigation of the straits between
Rasputana and Uxmal impossible.

The Four Kingdoms
of the North

These coastal kingdoms — Eilak, Menkh, Shuja and Rastush —
are hardly known to Korantines but represent important trad-

ing partners for merchantmen from Assabia.

The Three Kingdoms
of the South

These three landlocked kingdoms — Zibud, Kessum and Jal —
tend to be rather more warlike than their northern neighbours,
but expend most of their aggression in fighting each other over
petty disputes or stirring up trouble with the Someshi.
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Pandospalam

The Sharranketans like to keep their trading bases on easily
defended islands, and Pandospalam is one of those, situated just
off the coast of Rasputana where it is a key stopover point on
the long voyage to Balbufera. Pandospalam has a small native
population, but the Sharranketan port is its main centre. The
island is a domain of the Hirambil family, and Rais Hirambil, a
cousin of the family’s patriarch, is the Factor of Pandospalam.

Balbufera

The southernmost city, a place where Sharranketan merchants
load with pepper and spices in return for silver. Balbufera is
a remarkably peaceful place that relies on its distance from
other human settlements for its security. In its long centuries of
peaceful existence it has spawned many strains of mysticism,

and many exotic arts.

Someja

Home to the Someshi ‘barbarians’, this region of rugged coast
has no proper ports, but there are places to put in with a small
vessel and the welcome can be quite warm if the visitor brings
a desirable cargo. The Someshi themselves have little to do with
the sea and seem rather frightened of it.

Cannibal Coast

This stretch of coast is aptly named. The people of Uxmal are
indeed cannibals, and while the ruling caste keeps many lesser
folk in thrall and treats them as livestock, foreigners washed up

on their shores make for an exotic alternative.

THe WEST
Albulo

The capital of the Albirs, situated on the largest of the three
main Albir Islands, and home also to a permanent trading post
of the Zamada merchant family from Sharranket. Albulo is
compose- mostly of circular huts whitewashed and roofed in
thatch, with a few larger stone and mud-brick buildings housing
the royal and cult centres. Famously within some of the simple
structures are said to be enormous riches, elaborate cult and
votive objects fashioned out of gold. It is said that one of the
reasons the Sharranketans made friends with the inhabitants
(aside from their political interference in dynastic struggles)
was that they came to the Albirs offering to bring them gold in

exchange for goods and services rather than to steal it by force.
Albulo is ruled by Barraby, a bloated 50 year-old man who can
hardly rise from his stool yet was once a warrior famed for his

energy, prowess and beauty.

Dariscur

Here, the locals are said to build the finest, unsinkable, boats
found on any ocean, from a timber called floaswood. While this is
an exaggeration, Dariscur-built boats have an automatic +10%
bonus to their Seaworthiness (see page 111). Export of this
timber is strictly forbidden, which means that the local ship-
wrights are assured a steady stream of orders from wealthy
patrons from across the Inner Ocean. The island has no over-
all ruler, and the locals are prone to raiding one another and
fighting over control of farmland, sacred sites and, of course,

forestry.

Doldrums of Hiolanta

An expanse of ocean where the winds are always light and
often at a dead calm — except, that is, when a violent but very
localised storm brews up. These storms behave very oddly, are
completely static, and can occur when the weather all around
is bright and clear. The Doldrums are haunted by the souls of
those who have died of exposure on a becalmed ship, and the
wraiths made of those swept up in its supernatural storms.
Yet they are also home to the Dagomils, who live on artificial
islands created by the accumulation of flotsam and jetsam and
surface seaweed that gathers here.

Dekos

An inhabited island with a famous shrine to the Ocean Father,
a great sea-cave to which Dagomar’s priest Hettrik the Drowner
summons monsters of the deep and sends them to do his bid-
ding. Dekos is part of the Kingdom of the Burning Coast ruled
from Haprosindra.

Enkefalan

This bustling little port town is part of the Tapropiscan Con-
federacy, and the largest settlement within it. Ruled over by an
old one-eyed trader called Damaric, Enkefalan is remarkable
for having a settled and more or less integrated population of
orcs. These are not an outpost from one of the Orcish lands
in Kasperan, but an accumulation of those who have left their
native culture behind and embraced life among the archipelagan
peoples. Damaric uses them to be go-betweens in his trade with

the orcs of Nishimbakoi to whom he unloads as many slaves as
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he can. Damaric also happily trades in the proceeds of plunder,
and it has become common practice that once a pirate or raider
had sold on his booty to Damaric, there is no case for restitu-

tion to those it was taken from, only for revenge.

Haprosindra

The seat of power of Valorik Blueface, who pretends to the
title of King and calls his domain The Kingdom of the Burning
Coast. Apart from a small area around Haprosindra itself, his
kingdom comprises mostly of the large, but thinly inhabited,
island of Haprus and the more densely settled island of Dekos.

Ivory Sea

The stretch of water takes its name from the main commodity
that is shipped from its shores. Mammoths are found in Uxmal
and elephants in Jandekot, and for the Sharranketan trading
colony at Janisdaron gathering tusks to ship back to the East is

a mainstay of its business.

Janisdaron

A trading settlement established on the coast of Jandekot by
the Zamada family from Sharranket. Once per year a galleon
arrives to collect a cargo of ivory and other exotica harvested
from the locale. The Sharranketans have brought a contingent
of Albir mercenaries and settled them close by to serve as pro-
tection — partly against the natives but mostly against foreign
raiders in the long months between each sailing as the valuable

stockpile of goods accumulates.

Kapoli

A long peninsula that is home to the Kapolan race, who tend
to be clustered in settlements strung along the southern side
facing the Inner Ocean of which Othrikor is the largest. On
the north, facing the Spawning Sea, is The Sunlit Land of the
Essanzerai, a kingdom that has been ruled by the same dynasty
for seven generations, which is regarded as a remarkable and
slightly eccentric degree of stability among archipelagan folk. It
is a land that is blessed in its climate and fertility but cursed by
orcish slave-raids. The Korantine colony of Hispola occupies
territory facing Korantia itself, and is so positioned as to be a
useful layover for traffic passing between the northern Koran-

tine states and Kipsipsindra.

Lorsil

The second largest town of the Kapolans (after Othrikor),
Lorsil is the cult centre of their race. Every year there is an
immense gathering of people arriving by boat to celebrate the
festival of Dagomar and Diotima, Father and Mother Ocean.
This is an event from which all those of Korantine stock are
barred by taboo, which includes most people of Kipsipsindra
even though they no longer all identify themselves as Koran-
tine. Lorsil is ruled by a council of priests, and the council
appoints a strong man to run the town’ affairs on a day to day
basis. The current Sealord of Lorsil is Rukkos the Slight. In a
ritual peculiar to Lorsil, the priests appoint Rukkos’ successor in
secret, and the would-be successor must devote himself to the
archipelagan god Orchang who supports revenge and feud (i.e,
socially sanctioned murder), and then attempt to assassinate the
incumbent. The more underhand methods of killing are not
allowed — no poisoning, hired assassins and the like. Rukkos has
been Sealord now for seven years, and nobody has succeeded

in removing him.

Mikosso

The Sharranketan port on the southern coats of Fierla. As is
the case with most Sharranketan settlements, the main town —
perhaps a few hundred inhabitants at most — is situated on an
island just off the shore for security, and close at hand is a nat-
ural deep water harbour. While this is a staging post for traffic
to and from Janisdaron, the Factor of Mikosso (the Zamada
family’s local chief) does send people into the interior to pros-
pect and to seeck out exotic goods and materials for trade. The
current Factor of Mikosso is called Subursh.

Othrikor

The largest town of Kapoli, Othrikor is a rough port city built
mostly of timber with a few stone buildings between. It has
four times been all but destroyed by fire and rebuilt, and now
there is a permanent shrine to the Ocean Father down by the
docks, entirely dedicated to calling up Undines to put out the
fires should disaster strike again. Othrikor is mostly inhabited
by Kapolans; however, you may expect to find many transients
there too. It is a good place to hire sailing crew and said to be an
excellent place to gamble, carouse and drink if you are willing
to brave the rough and ready character of its mud-filled streets
and its drink-filled inhabitants. Othrikor is run by a strongman
called Jaskar the Bronze, but he needs to be an accomplished
diplomat and free with bribes and gifts to ensure that nobody
deposes him. Support from the kings of Kipsipsindra is a great
help.
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Pyrolus Stream

This current is born in the gulf where Kasperan, Thurina and
Taygus meet, and sweeps south and west, passing between
Kipsiperan and Rekshimetor, skirting the Doldrums of Hio-
lanta where it is joined by the spawning currents, then turning
south along the coast of Jandekot until its power is spent. Itis a
boon to Korantine sailors travelling westwards, and its path has
played an essential role in the establishment of trade routes and

the placement of settlements.

Rekshimetor

Home to the turtle-folk, a Guyuntar people who jealously guard
access to the giant turtles that come to their shores on the same
day every year to lay their eggs. The Rekshmetans worship the
turtle god, and make a fine stew from the flesh of his creatures
and armour from their shells.

Tapropiscur

A large island with many settlements, and the source of aggtes-
sive raiders (Reavers) famed for their willingness to travel the
breadth of the ocean in search of adventure and plunder. Tark

the Reaver, founder of the royal house of Morkesh, and Kot-
saddin the Reaver who was crushed by Kalacho of Agissene in
the attack on Valos, were natives of Tapropiscur. The islanders
are part of a loose confederacy ruled over by a single strong-
man, which is currently Mororsi the True; who despite his name
is one of the most untrustworthy, ruthless, brutal and success-

ful pirate captains of the last 20 years.

Fierla

This huge island has been little explored since before the Cata-
clysm, and most of the earlier settlements have been abandoned
or destroyed over the last two centuries. One persists on the
north coast; Errabna is an old Kipsipsindran colony that is now
a free port where local Sealord Torrik the Greedy makes a point
of welcoming anyone who comes to his town, but relieves them
of as much wealth as he can while they are there. In the south is
Mikosso, a natural deepwater harbour that is simply a stopover
on the route to and from the far west. The interior is said to
contain many monsters, including dinosaurs and Slargr, who
may be dumb brutes or intelligent dinosaur herders, hunters or
worshippers — nobody seems quite sure. What is very clear is

that these Slargr are very dangerous and best left alone.
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CHARACTERS

ou can create a character for play by making use of the

RUNEQUEST Basic Character Creation chapter with no

adjustments. There are some additional notes you may
want to be aware of, however, you should feel free to treat these
things as optional.

CHARACTERISTICS

In Thennla, all characteristics generated on 3d6 or on 2d6+6
have a2 maximum score in of 21, and if this is ever exceeded,
it denotes that the character concerned has undergone some
sort of change in their nature — becoming god-like, or freakish,
depending on your point of view. This should have an effect in
on the way that character is perceived, and perhaps, provides
some additional trait. For example, a human being who achieves
a SIZ of 22 or greater (which is true of some remote tribes in
Jandekot) may effectively be giants and capable of using over-
sized weapons. Likewise, a character with a Characteristic less
than 3 suffers from a serious affliction or disability that should
have an effect in play, while a score of zero is a cause (or con-

sequence) of death.

Ganes Master Note: When generating characteristics that use different die
combinations, each additional d6 or +6 used in generating a characteristic

increases the Maximum score for the Characteristic by 7 and the minimum

by 1 ore.

Skill Progression Limits
In the Thennla setting there is a default cap on skills
progression of five times a character’s Basic Percentage.
This represents the limitations of humanity, and is one

of the reasons people pursue magical augmentation.
L |5
CULTURE AND COMMUNITY

The default background culture for a player character is Koran-

tine — however, there are a host of alternatives provided later
in this chapter. The Korantines are a civiliszed people, but they
uphold ancient traditions that celebrate prowess in physical
pursuits, as well as the social skills required to fully participate
in city-state life.

Korantine Cultural Skill Points

Standard Skills
Athletics, Conceal, Drive, Influence, Insight, Locale, Willpower

Example Combat Styles
Citizen Infantry, Equestrian Levy, Levy Archer, Levy Skirmisher, Levy
Stinger
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Professional Skills
Art (Any), Commerce, Craft (Any), Langnage (Any), Lore (Any),
Musicianship, Rites (Korantine), Streetwise

Cultural Passions
Loyalty (Home City).

This passion is common to all citizens. Non-citizen characters
may substitute another Passion; for example, a slave might have
Loyalty (Master) instead.

Choosing a City

There are many different city-states that a character can choose
as home. The Korantia chapter in this book contains a little
information about the major city-states, and a complete listing
of the smaller ones. Each can have its own unique traits, but
not all are defined and it can be up to the Games Master and
players to decide together what might be unique about the city
they choose to be their character’s point of origin, and how this
might affect the character. For example, perhaps people from
the city of Velthurisa are known for their greed, the Bolettans
for their appreciation of food, Suthrians for their appreciation
of obscure ideas and philosophies and Pelostrans for their love

of gambling,

BAackarRouND EVENTS

Determine character background events as normal, using the
RUNEQUEST tables found on pages 27-30 of the main rules.

KORANTINE SocIAL CLASS

A Korantine character is presumed to be a member of the citi-
zenry of their home city. This is a broad category that consists

of people from a variety of economic circumstances. Koran-
tines cities routinely assess their citizens according to their
wealth, both to see if they should be paying taxes and to detet-
mine whether they are on the electoral rolle or are expected to
provide some community service like serving in the militia. A
successful adventurer can use his hard-won spoils to improve
his station in life, opening up new opportunities for the future
(see the Korantine Wealth chapter in this book).

The Landless

Born to a citizen family but with no property to speak of and
just their own labour with which to earn a living, these people
cannot support any dependants and often go hungry them-
selves. Typically found looking for casual or seasonal work,
they might drift from town to country and back again as hope
or desperation takes them. When it comes to an empty belly,
rags for clothes and a hovel for a home, someone of this class
could be forgiven for envying a slave who is provided for by
his master. While they can enjoy some pride in their citizenship
rights, the destitute are rarely encouraged to cast a vote in pub-
lic assemblies, and in most cases are not called up for military

service either.

Democratic states attempt to remove this demographic alto-
gether by redistributing land on a regular basis to those who
have a legitimate claim to citizenship. Militaristic states do the
same thing, only by taking the land by force from foreigners
rather than inconveniencing their own rich. The poor regu-
larly end up in debt to those better off than themselves, and
such unfortunates are referred to as debt-bondsmen in order
to avoid the use of the word slave, but they are no less in thrall
to their creditor, unless the state steps in and cancels debts to

bring relief to the poor.

Typical Professions:
Farmer, Fisher, Herder, Hunter, Miner, Sailor, Thief

IDIOO SociaL Crass TyricaL PROFESSIONS STARTING MONEY (SP)

01-05 Landless Farmer, Fisher, Herder, Hunter, Miner, Sailor, Thief d6SP (average 35CP)

06-55 Poor As above, plus: Crafter, Entertainer, Merchant, Wartior 2d6x10SP (average 70SP)

56.85 Middling Alchemist, Crafter, Farmer, Merchant? Official, Physician, Priest, 2d6x255P (average 1755P)

Scholar, Warrior

86-95 Propertied Farmer, Merchant, Official, Paladin, Priest, Scholar, Warrior 4d6x75SP (average 1050SP)

96-99 Rich Official, Priest, Scholar, Warrior 6d6x100SP (average 2100SP)
00 Atristocrat or Land Official, Priest, Scholar, Warsior 2d6x1,000SP (average

Magnate

7000SP)
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The Poor

The largest group in any city are poor folk who can at least

claim regular employment, whether in the fields or in some

urban occupation or workshop. Some may have a small share
in a business or own a little piece of land, but nowhere near
enough to support themselves and a family — so they also rent
land from richer folk and/or wotk for others for a wage to sup-
plement their income. In democratic states they may even be
paid to turn up to sit as jurors in the courts or vote in the citizen
assembly, but that sort of thing requires that the state coffers
are swollen with money from military campaigns or a publicly

owned resource such as a silver mine.

Typical Professions:
Crafter, Entertainer, Farmer, Fisher, Herder, Hunter, Merchant, Miner,

Sailor, Warrior

The Middling Sort

Regarded as the backbone of society, the middling sort are
not really average, but rather a mid-point between the rich and
poor, able to align their interests with one and their sympathies
with the other. These people own enough land or other busi-
ness interests to support themselves and their immediate family,
and at the top of the scale perhaps to support some extended
family, slaves and other dependants too. They are usually the
core of the infantry fielded by the city, and are expected to keep
some basic military equipment, enough that at least one adult

male from the family can serve his country in times of war.

Typical Professions:
Alchemist, Crafter, Farmer, Merchant, Official, Physician, Priest,

Scholar, Warrior

el

Using Social Class in Play

A player should not feel that differences in social class advantage one character over another in play unless the game has a
particularly socio-political angle to it. To act with disrespect towards a citizen from a lower social class because of his class is
at best ill-mannered and at worst politically dangerous. Aside from starting wealth, the main advantage of high status is ready
access to people of influence, yet it may be difficult to pass unnoticed amongst common folk or resist the constant barrage
of requests to use money and influence for the benefit of others. If people from different ends of the spectrum are treated
differently, it is only because wealth brings with it influence and power over others, and poverty brings with it the threat of
starvation or dependency. Going on adventures in search of wealth is one way to bypass the vagaries of fortune and improve
one’s station in life, or to escape the demands and rivalries inherent in domestic power-politics.

22
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Men of Property

The propertied class are a sort of minor gentry, comprising
families of sufficient wealth that they have money to spend on
luxuries, and do so in order to show how they aspire to the
status of those even richer than they. A typical family may have
several dependants — extended family, paid workers, tenants and
slaves. Men of property are regarded as the cream of the citi-
zen infantry, being the best equipped to take the field, with full
armour as well as spear and shield — and thereby are expected

also to show their prowess in the front ranks.

Typical Professions:
Farmer, Merchant, Official, Orator, Paladin, Priest, Scholar, Warrior

The Rich

Freedom from physical labour, and possession of the time and
resources to pursue leisure, is the de facto definition of being
rich. The leisured classes are wealthy families with substan-
tial landholdings or commercial interests in which the leading
members probably shun any form of work, instead employing
agents and even slaves to take care of their business. People of
this class indulge in public service, hunting and other sports,
intellectual pursuits and the amusements of drinking parties
and banqueting. In many states, the rich are expected to furnish
themselves with a horse for their militia service and provide a
cavalry arm. In some cases, they can instead pay for profession-

als to take their place.

On the whole, the rich play-down how rich they are, pointing to
their good taste and high achievements rather than their luxuri-
ous lifestyle, to assert their superiority. In fact, to do otherwise
is a sign of bad manners or decadence. For a rich young man,
the height of achievement is demonstrating physical prowess
through athletic competition or warfare. For a rich old man,
demonstrating intellectual prowess and wisdom through exer-
cising public authority or producing scholarly works becomes
the mark of greatness.

Characters from a Rich background should replace Conceal
with Ride when determining their Cultural Skills.

They can take the Equestrian Levy combat style, which has the
Skirmishing trait.

Typical Professions:
Athlete, Official, Priest, Scholar, Warrior

The Aristocracy

In the more conservative cities these people pretend to aris-
tocratic status based on descent from ancient heroes and city
founders. In reality, what usually sets them apart is their huge
landholdings as compared to anyone else’s. In all but the most
radical democracies, people of this class repeatedly fill the high-
est offices of state, so forming a politically powerful elite — if
only because they are famous and have a lot of tenants and
other dependants who, they can pressurise to vote for them.
The very rich actually shoulder a big part of the burden of pub-
lic spending as they are expected to pay for major public works
or meet the cost of religious festivals from their own resources.
In Sarestra, they have to pay for the provision of ships for the
fleet. For this reason, many of these people think that they are

the city, and everyone else is a hanger-on.

Typical Professions:
As for Rich

NonN-CiTizEN CHARACTERS

In any city-state, there are many people who are not of citizen
status — in some cases, more than half the population is in this
category. Non-citizen characters are still assumed to be an inte-
gral part of the Korantine milieu and the same Cultural Skills
apply; however, a separate Social Class table is provided. Cre-
ating a non-citizen character should be a choice for the player

unless all players are directed by the Games Master to do so.

If you roll Transient on the Social Class table, you can decide
whether this character still carries the cultural heritage of an
exotic homeland. If this is so, then select a different set of
Cultural Skills using the Characters From Foreign Cultures sec-
tion in this chapter (see page 44), substituting where necessary
Korantine language and Korantine culture (and even Locale)
to their Professional skill options to ensure they have at least a
basic ability to navigate their way through life amongst Koran-
tine folk.

Outlaws and Outcasts

This category is a perplexing mix of the mad, bad and deeply
unfortunate — anyone, in fact, who falls into such hard times
that they are forced outside of the boundaries of normal soci-
ety. This might be an escaped slave, a condemned man on the
run, a pagan rebel or someone who has become a bandit or

robber. Also in this group are the least fortunate of all slaves:
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IDIOO SociaL Crass TypicaL PROFESSIONS STARTING MONEY (SP)
01-05 Outcast, Outlaw Hunter, Miner, Thief D6SP (average 35CP)
06-35  Agricultural SI
gricultural Slave/ Crafter, Farmer, Fisher, Herder, Miner, 2d6x10SP (average 70SP)
36-55 Pagan Peasant Worker
56-70 Household Slave Crafter, Entertainer, Official 2d6 x 25S8P (Average 175SP)
71-85 Transient Crafter, Merchant, Sailot, Thief, Wartior, Scholar, 2d6x25SP (average 175SP)
86-98 Metic Agent, Courtesan, Crafter, Merchant, Sailor, Scholar 4d6x758P (average 1050SP)
Exiled forei
99-00 xtied forelgn Agent, Courtesan, Scholar, 4d6 x 150SP (average 2100SP)
aristocrat

THE TASKAN IN
KORANTIA

When the Taskan delegation
arrived in Hilanistra, there
was some excitement over the
identity of one of its leading
Sfigures, Count Balthus the Iron
Companion. He was handsome
and dashing, and tales of

his exiploits had reached even
Korantine ears. The young
Korantine Emperor loved

1o bear Balthus tell of his
adventures, not least becanse
this Taskan lord spoke such
excellent Korantine. When be
pressed Balthus for why this
should be so, Balthus revealed
that it was because he was born
and raised in Korantia. This
news cansed some excitement,
and the Emperor and his conrt
all strained to hear from what
city Balthus had come and why
he had abandoned bis home-
land. To their surprise Balthus
replied that while be was born
and raised in Korantia, he was
no Korantine; and while he
was a prond Taskan, be was
neither born nor raised there.
Because in Korantia, said
Balthus, he had been a slave;
but in Tarsenia he was a free
man. The Emperor was amused

with this answer, and wondered
whether perbaps all the slaves
of Korantia were Taskans too?
‘Not yet', said Balthus. ‘But
aye, one day may it be so’.

those who are consigned to work in mines where
life expectancy can be very short and who are
owned by the state rather than an individual. If
not prisoners of war, mining slaves are probably

condemned criminals.

Typical Professions:
Hunter, Miner, Thief

Agricultural and
Industrial Slaves

Probably acquired on the market but also the off-
spring of slave parents, agricultural and industrial
slaves might have a tough life of hard labour on
the estate of a rich man. In some cases even those
with quite modest landholdings or businesses
expect a slave to do much of their heaviest work,
or to endure the drudgery of the hardest or most
distasteful industrial processes. Nevertheless these
slaves usually work alongside free men, as there
is no trade that is exclusively reserved for slave

labout.

Typical Professions:
Crafter, Farmer, Fisher, Herder, Miner

Pagans

On the fringes of almost all Korantine cities, and
in the gaps between their territory, can be found
the people that Korantines call Pagans — a term
which means ‘country folk’ and denotes rustic
simplicity. These Pagans are often of different
blood, being of Thennalt ‘barbarian’ heritage, and

people who have been gradually pushed into mar-
ginal land, subservience and debt bondage as the
Korantine cities have expanded in number, size

and territorial control.

Typical Professions:
Farmer, Fisher, Hunter, Herder

Household Slaves

These slaves are usually born within the house-
hold, however, rich families may add to their staff
with choice purchases from the market. House-
hold slaves in Korantia are often considered to be
integral family members and typically well treated.
A household slave is likely to have a specific func-
tion, and while most of these involve drudge-
work, slaves with specialist skills are highly valued.
The very biggest households might have a cook,
a slave running the administration and doing the
book keeping, a tutor for the children, or even a
physician. Also in this category are the ‘household
slaves” owned by temples and cults, who may pet-
form important secretarial roles. Sometimes slaves
are set free by their owners, and freed slaves are in

some cities allowed to apply for citizenship.

In order to go adventuring a slave needs either to
run away, to acquire his freedom through legiti-
mate means, or to be instructed by his master to
do so. It is said the Taskan hero Count Balthus
was originally a Korantine slave who escaped his

master and absconded to Tarsenia.

Typical Professions:

Domestic, Physician, Scholar
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Transients

Transients are people who are just passing though — currently
rootless, separated from their homeland for some reason. In
the biggest cities, especially those with a major port, transients
can form a significant minority. In the landlocked and con-
servative cities of the hinterland, they are rare and stand out
from the crowd. Some of these people are rootless Korantines,
people who have left their home city but never permanently
settled down elsewhere. Alternatively, the character could be
from some foreign culture, even from some exotic land, as
agreed with the Games Master, and their Cultural Skills devised
accordingly.

Typical Professions:
Agent, Crafter, Entertainer, Merchant, Thief, Warrior

Metics

This class of foreigners is made up of people who are per-
manently settled on city-state territory — their name means
‘co-habitants’. They are the well-to-do non-citizens, typically
those acting as merchants and traders, especially if indulging
in businesses (such as slave trading and moneylending) that are
lucrative but regarded as inappropriate trades for respectable
citizens. Metics are not entitled to own land within the city’s
territory, they cannot take part in politics, but they are expected
to volunteer for service in the militia or pay for others to serve
on their behalf. The majority of metics are Korantines from
other cities and can be generated as characters using the same
Cultural and Professional skills.

The metic class includes the Paladins — they are counted as
foreigners even if their family has lived locally for generations
because they answer to the Korantine Emperor and exclude
themselves from citizenship. In a cheat to the custom that
non-citizens may not own land, Paladins hold land in trust on
behalf of the Emperor, who is accorded the privilege of hon-

orary citizenship in every city.

Typical Professions:
Agent, Crafter, Merchant, Official, Paladin, Scholar

Exiles

The only respectable exiles are those who are so wealthy and
important that they can expect a friendly reception from people
in another city with whom they have ties of guest-friendship,
marriage or mutual business and political interests. There are
rather more of such people than you might expect, a conse-
quence of the highly charged nature of Korantine politics.
An exile may be temporarily ostracised from their home city,
thrown out in a political coup, or on the run for some crime
that people of their wealth and status expect to be able to get
away with but occasionally fail to do so. They are probably a lot
poorer than their aristocratic status suggests, having had to quit

home with only as much wealth as they could carry.

Typical Professions:
Agent, Official, Scholar, Warrior

STARTING MONEY

The Social Class tables in this chapter provide details of start-
ing money appropriate to the setting. Bear in mind the Silver
Pieces used in the setting have much more buying power than
RUNEQUEST Silver Pieces. When a new character is created their
starting money is presumed to be portable wealth they can get
their hands on — maybe they have saved up, been given it by
relatives, or inherited it.

FAMILIES

If you want to spend more time exploring a character’s social
background, then using the RUNEQUEST Parents table it is pos-
sible to determine if a character’s patents are alive and if he
or she stands to inherit their property — or perhaps already
has! Actual status is usually derived from living parents, but
once they are gone a character’s own worth must be measured.
Korantine families like to make sure at least one offspring will
inherit as much as is needed to remain in the same Social Class
into which he was born, in the interest of ensuring the future
status of the family name. The remainder may be presented to
siblings, used as dowry and so forth. Fleshing out the immedi-
ate and extended family background using the tables in Run-
EQUEST will help decide whether a character has a chance of
coming into an inheritance, and in combination with the Back-
ground Events table, can determine whether there may be sig-
nificant family politics in the way of claiming it.
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ALLIES, CONTACTS,
RivaLs AND ENEMIES

Determine these as normal.

CuLTts AND MAGIC

A Korantine citizen character commits one magic point perma-
nently to his city goddess and is a Lay Member of her cult, gain-
ing the Loyalty (City) Passion and the ability to use it to aug-

ment tasks when three or more citizens are working together.

All characters can, if desired, start play as a Lay Member of one
other cult, typically one relating to their career. If you choose
to allow players to start as cult initiates, they will need to buy
Devotion and Exhort skills with free skill points.

There are many places and means by which to learn a few handy
cantrips, and non-citizen characters can know 1d3-1 Folk Magic
spells at start of play.

CHARACTERS FROM
ForeliaN CULTURES

If your players would like to play more exotic characters from
foreign civilisations and barbarous or far-flung lands, here is
where you can find the information you need, together with

some recommended careers for each culture.

Fill in the details using the normal RUNEQUEST rules, includ-
ing rolling for Social Class except where provided for here. For
starting money, use the following in bullion Silver Pieces or
equivalent, and apply the normal Social Class money modifiers:

& Barbarian: 4d6 x 15SP

© Civilised: 4d6 x 25SP

& Nomadic: 4d6 x 10SP

& Primitive: 4d6 x 5SP in trade goods

TASKANS

Taskans are people who come from a powerful empire to the
East of Korantia. Relations for now remain peaceful and some
trade takes place, but many Korantines are convinced that
the Taskan emperor has ambitions to seize their cities. These
same people may express concern that the Taskans, who allow
women equal status with men, and who do not practise slavery
but bow to a god-emperor and the animated iron statue who
is his factotum, threaten to replace Korantine traditions with
monstrous foreign customs. Taskans are recognisable with their
penchant for long-sleeved tunic and trousers, the men wear
neatly trimmed beards and let their hair grow to their shoulders.

The Taskan heartland is known as Tarsenia and is a federa-
tion of formerly independent city-states: Taskay itself, Tar-
sang, Zarina, Ashkor, Felsang, Zarina, Merat, Ralmyra, Haran
and Pryjarna. Provinces include Camtri, a Thennalt land; The
Little Kitan, inhabited by the Escar horse-people and Yegusai,
an ancient riverine kingdom which practices ancestor-worship.
The Taskans are protectors of the Jekkarene Theocracy, the

traditional enemy of the Korantine race, and also of Morkesh.

Culture Type
Civilised

Language:

Taskan

Customs
Taskan

Standard Skills
Conceal, Deceit, Drive, Influence, Insight, Locale, Willpower

Example Combat Styles

Taskan Citizen Infantry, Zarinian Equestrian Levy, Ralmyran
Levy Archer, Tarsangan Levy Slinger, Ashkorite Pikeman

Professional Skills
Aprt (any), Commerce, Craft (any), Language (any), Literacy (Tarsenian),
Lore (any), Musicianship, Rites (Taskan), Streetwise

Cultural Passions
Loyalty (Emperor); many will also have a loyalty towards (or
love for) for their home city or province and there are times

when these things are conflicting drives.
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Magic Type

Folk Magic, Sorcery, Theism. Taskan citizens, like
Korantine citizens, have one magic point perma-
nently deducted from their total as a cost of their
citizenship, in this case, put at the disposal of the
divine emperor Zygas Taga.

Ordinary Taskans benefit from Folk Magic made
publicly accessible by the authorities or pub-
lic-spirited individuals, and gain 1d3 such spells at
Character Creation — however, these are rarely, if
ever, spells that have practical use outside domestic
and civic community life, and the manner in which
they are made available requires that a character
is literate (Literacy 26%+) to actually learn them.
Typical civic spells are Cleanse, Cool, Heal, Per-
fume, Light, Tidy and Polish. Citizens ate expected
to use them to keep public spaces, monuments and

shrines in good order.

Some Taskan theist cults offer standard benefits
to initiates, but the majority exist to provide moral
and financial support to an individual’s personal
journey of devotion (see the Magic chapter for
information on Personal Religion). Typical Tas-
kan deities are Thesh, god of fire; Tarsen, god
of civilisation and letters; Machank, god of war;
Tethis, goddess of love; Samanse, goddess of the
hearth and home; Basat, god of life and light, and

Hoonvel, god of farming.

Social Class for
Taskan Characters

The Taskan Empire has no slaves and the ruling class — aside
from the emperor himself who has no progeny — refers to the
powerful individuals and families who occupy positions of
power in individual cities, provinces or in the army. For Taskan
characters, a roll of 03-20 on the standard RUNEQUEST table
for Social Class is treated as a Freeman, and 00 is treated as
Aristocracy. Taskan citizens are not assessed by wealth or status,
and all citizens, male and female, have the right to vote for their
local leaders and stand for public office... so long as they do so

through the auspices of the emperor-cult.

Typical professions
Any

THENNALTS

Almost ubiquitous in the northern parts of Taygus, the Thenn-
alts are a matrix of many different peoples, speaking related
languages and united by the recognition of the earth goddess
Theyna as the paramount deity. Thennalts are spread across
an enormous geographical area, and live in communities that
operate at a variety of levels of development and cultural

sophistication.

Thennalts can also be quite mobile; a bored young man stuck
in an agricultural backwater in Zathrum may well go in search
of fortune elsewhere and, for example, offer his services to a
Marangian warlord if he thinks that will get him what he wants
from life. Home is where you are born and where you hope to
bring up your children and see your bones laid to rest; however,
at any other time going off to see the world is considered a

manly virtue.
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Gender roles among Thennalts are clearly defined and tradi-
tional, but there is no particular dignity attached to one gender
or the other. Thennalt men tend to wear a short tunic, often
colorful, gathered at the waist with a broad girdle or belt, usu-
ally of leather and adorned with bronze. The sword is a status
symbol; only married men who are heads of their own house-
hold are entitled to use one.

Culture Type

Barbarian

Language
Thennalt

Customs
Thennalt

Standard Skills

Athletics, Brawn, Endurance, First Aid, Locale, Perception; and either
Boating, Drive or Ride.

Example Combat Styles
Chariot Fighter, Huntsman, Levy Spearman, Thennalt Levy
Skirmisher

Professional Skills
Craft (Any), Langnage (Any), Lore (Any), Musicianship, Rites (Thenn-
alt), Survival

Thennalts from Korantia must take Korantine Language as one
of their professional skills; Thennalts from Camtri must like-
wise take Taskan.

Cultural Passions
Loyalty (Local Warlord, Head Man or Chieftain, or one of the
Thennalt Kings)

Love (Friend, Sibling or Romantic Lover)
Hate (Rival Community, Enemy Lord)

Marangians tend to have a particular and violent hatred for
Taskans.

Magic Type

Folk Magic, Theism. There are examples of Animism in Thenn-
alt lands, generally referred to as Witchcraft. Typical Thennalt
deities include Theyna, the all-mother; Thenn, the hunter and
civilisation god; Palaskil the storm and sky god and Sheagu,
goddess of death and burial.

Typical Professions

Crafter, Farmer, Herder, Fisher, Merchant, Scout, Wattior

JEKKARENES

The Jekkarene Theocracy is a closed nation where a land-
tied peasantry lives in thrall to the matriarchal cult of the
moon-goddess Jekkara. Head of state is Queen Semankore,
who rules from the temple-city of Parlasos. A narrow caste of
male ‘patricians’ are elevated to high office (baronies) to fulfil
key administrative and military roles, but always subject to their
local college of priestesses. The queen’s position is not heredi-
tary but a life-long appointment. Every Jekkarene queen is cho-
sen by a college of senior priestesses from a pool of more than
100 young women and girls, all carefully selected and removed
from their parents when only five years old and subjected to
intensive training for a role that, likely as not, they will never
have the chance to fulfil.

Ordinary Jekkarenes are extremely parochial and deeply con-
servative; the world they inhabit is overwhelmingly agricultural
in nature. They have almost no experience and little knowledge
of the world outside and live their lives in the fixed patterns
ordained by the priestesses in the goddess’ name. Those who
find themselves dreaming about something different may find
themselves driven out of their homes and cast out of society, or
worse. Apparently those who particularly upset the priestesses
are first cursed with lycanthropy, as a mark of how they have
rejected civilised society, before being forced across the border
so they can sow terror amongst the exile communities of the

badlands.

Culture Type
Civilised

Language

Jekkarene

Culture

Jekkarene

Standard Skills
Deceit, Drive, Endurance, Influence, Insight, Locale, Willpower

Example Combat Styles

Huntsman, Peasant Levy, Noble Warrior

Professional Skills
Art (Any), Commerce, Craft (Any), Langnage (Any), Literacy, Lore
(Any), Musicianship, Rites (Jekkarene), Streetwise
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Cultural Passions
Loyalty (Jekkarene Theocracy (women and people
of rank only))

Love (Friend, Sibling or Romantic Lover)

Hate (Local

(anyone))

lord (for peasant), Korantines

Magic Type

Folk Magic, Sorcery, Theism. Male Jekkarenes are
barred from any form of higher magic unless they
are members of the hero-cult of Zygas Taga, the
Taskan eEmperor, which is generally restricted
to the rich and powerful (Social Class roll of 96
or higher). Women are only entitled to practice
Theism and Sorcery through the auspices of the
Moon cult honouring the goddess Jekkara and her
daughter Jezri. Both sexes may have Folk Magic
though — roll 1d3-1 for male characters and 1d3+1

for female.

Typical Professions
Crafter, Farmer, Herder, Official, Priestess, Tem-
ple Dancer, Warrior

Social Class for
Jekkarene Characters

Jekkarenes keep very few slaves as the peasantry
is tied to the land and there is little need for addi-
tional subservient labour; however, they have a
large outcast population living in the badlands of
Eastern Methelea. Roll 1d100:

IDIOO SociaL Crass StARTING MONEY (SP)
01-15 Outcast x0.25
16-75 Peasant Class x0.25
76-95 Artisan Class x0.5
96-99 Patrician Class x5
00 Ruling class (female <10

characters only)

Jekkarenes are also poor in portable wealth — their traditional
currency is in heavy iron bars, to prevent the emergence of a
more liquid economy that would be harder for the theocratic
state to control. Of course the highest echelons of society have

ways to circumvent these limitations.

ARCHIPELAGANS

Settled on several coasts and many islands, the Archipelagans,
or Peoples of the Sea, range from peaceful farmers and fishers
to fierce pirates who are the terror of the high seas. Two major
tribes are known: the Guyuntars, who are dominant on most of
the islands, and the Kapolans, who occupy the Kapoli penin-
sula and the large island of Kipsiperan. Adorned with tattoos
and accoutered with seashell jewellery and turtleshell armour,
bearing weapons of bronze and in sleek, open decked ships,
the Archipelagans can be encountered almost anywhere across
the wide ocean.

Culture Type

Barbarian
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Language

Guyuntar, or Kapolan

Customs
Archipelagan

Standard Skills

Athletics, Boating, Deceit, Endurance, Perception, Locale (varies),
Willpower

Example Combat Styles

Levy Spearman, Reaver (Sabre or Sidearm, Dagger, Buckler.
Trait: Sure-Footed), Seahunter (Spear/Harpoon, Club, Dagger.
Trait: Thrown Weapon (harpoon)).

Professional Skills
Art (Any), Commerce, Craft (Any), Language (Archipelagan), Lore
(Any), Musicianship, Navigate, Rites (Archipelagan), Seamanship,

Survival

Cultural Passions
Loyalty (Clan or Crew)

Love (Friend, Sibling or Romantic Lover)

Hate (Rival Clan or Faction)

Magic Type

Folk Magic, Theism. Archipelagan gods include Dagomar,
father ocean; Diotimar, mother of fishes; Palaskil, storm, sail-
ing and farming; Orchang, war and feuding; Koremchai, god of
piracy and plunder; and Heder and Hember, twin brother gods

of herdsmen and crafters.

Typical Professions

Farmer, Fisher, Herder, Sailor, Warrior

DAGOMILS

Round-eyed folk with partially webbed hands and feet, the Dag-
omils are nomads on the ocean. They are part of the cultural
matrix of islander peoples, and yet different — distinguished by
their physiognomy, language and lifestyle. The Dagomils are
regarded as being sufficiently close to the gods and spirits of
the ocean that they are somehow suspect of complicity in the
Cataclysm that destroyed Korantis. For this reason, they are
despised, reduced to beggary, and poortly treated in places like
Kipsipsindra, and few wander the northern seas as a result.

Dagomils are said to have a floating refuge somewhere in the
Doldrums of Hiolanta, built upon rafts made of seaweed and
flotsam, and only they know how to navigate those dead seas or
appease the wraiths that haunt them.

Culture Type
Nomad.

Language
Dagomish

Customs
Dagomil

Standard Skills

Athletics, Boating, Deceit, Endurance, Perception, Locale, (varies), Swim

Example Combat Styles

Seahunter

Professional Skills
Art (Any), Commerce, Craft (Any), Langnage (Any), Lore (Any),
Musicianship, Navigate, Rites (Archipelagan), Seamanship, Survival

Cultural Passions
Loyalty (Clan)

Love (Friend, Sibling or Romantic Lover)

Hate (Rival Clan or Faction)

Magic Type

Folk Magic, Animism, Theism. Dagomils worship the same
pantheon of deities as their Archipelagan cousins, but with
emphasis on different divinities. Animism is practised by Dag-
omil witches, who essentially are there to mediate with the sea-

wraiths that lurk around their home waters.

Typical Professions

Fisher, Hunter, Sailor, Scout, Shaman, Warrior

Special
Swimming is a natural talent for a Dagomil. All skill tests are

one grade easier.
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ASSABIANS

The teeming cities of Assabia are not for the faint hearted.
Humanity in its all its glory and monstrosity is to be found on
open display and nowhere else in the civilised world are such
extremes of wealth and poverty to be experienced in such close
proximity. This is a land where children are sold into slavery
by their own parents; where slave owners enjoy complete dis-
cretion in how they treat their chattels and brutality is routine;
where the pampered wives of rich merchants, hidden from the
eyes of men beneath swathes of cloth, are carried to the shops
on litters past near-naked prostitutes who ply their trade on the
open street. Everything has a price and everyone dreams of one
day making their fortune; if anyone should be lucky enough to
rise from rags to riches, they are sure to be celebrated in story
and song no matter how it was done. Assabia is made up of sev-
eral sultanates (Ankwar, Djesmir, Jelhai, Khorala, Petlak), the
Kingdom of Morkesh (actually ruled by a queen, who is said
to be descended from foreign pirates) and Sharranket, a former
sultanate, now a plutocracy ruled by five ludicrously rich and

powerful merchant families.

The Assabians met within foreign lands are often merchants
from Sharranket or sailors from Morkesh. Sharranket’s met-
chant galleys are the most massive ships upon the ocean. But it
is also a land known for its sorcerers, and is thought to be the
wellspring of their art.

Culture Type
Civilised
Language

Djesmiri or Morkeshite

Customs

Assabian

Standard Skills
Conceal, Deceit, Drive, Influence, Insight, Locale, Willpower

Example Combat Styles

Duelist, Levy Spearman, Crossbowman, Levy Archer

Professional Skills
Art (Any), Commerce, Craft (Any), Langnage (Any), Literacy (Dje-
smiri), Lore (Any), Musicianship, Rites (Assabian), Streetwise

Cultural Passions
Loyalty (Sultanate, Merchant House (Sharranket) or Kingdom

(Morkesh))

Love (Friend, Sibling or Romantic Lover)

Hate (Rival People, Faction or Gang)

Magic Type

Theism, Sorcery. Deities such as Basat, Shomat (a local sun
god), Haliset (water and fertility god variously described as a
toad, cat or hoopoe-bird) and Tolat (earth goddess) are the
most popular deities, and their worship is supported by many
localised cults. Temmush is also very popular as the bringer of
wealth and maker of deals. In Sharranket most people are lay
worshippers of the national goddess, Shara Peshwan. However,
Assabians are atheists at heart, believing that the gods do not
deserve to be worshipped, and ironically, the Holy City of Dje-
smir (as it is often called) is the spiritual home of the move-
ment. Perhaps the reason for this is that the religious practices
of the region are grossly venal, conducted in whatever way an
individual feels will benefit them most. Many visitors would be
shocked at the extent to which, in Djesmirket in particular, rela-
tions with the gods are looked on as business transactions in
which both parties negotiate a mutually beneficial deal. Assabi-

ans are famous for their pacts with demons and deities.

Typical Professions

Sharranketan Merchant, Djesmiri Sorcerer, Morkeshite Sailor

ALBIRS

These formidable black-skinned barbarians inhabit the Albir
Islands in the southern part of the ocean. Although they say
they are made from the soil, it has been said they originally
migrated or were transported there from Jandekot. Of all the
islander peoples, they alone appear to lack a seafaring tradition.
The islands have limited resources, and in Albir history there
are periods during which violence is at levels that interrupts or
even reverses population growth. Since the Sharranketan mer-
chants set up a trading post on the island of Albulong, more
and more Albirs have been seen in Sharranketan service as met-
cenaries and bodyguards. Albirs are famed for their stature and
physical prowess. Some of them find their way to the cities of
the East, because some of those who hire-on are hired as mer-

cenaries inevitably decide never to return home.
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ORcs

I once saw an Orcish man
come ashore from bis boat at
Haprosindra. Many of the
locals were angry at his arrival
and threatened to kil him. This
grossly ugly but magnificently
built brute with bis sallow
skin and hairless body stood
bis ground and introduced a
dirty looking Dagomil woman
who translated for him. He
said he was here for the slave
market, but not even the slavers
would deal with him, and so
be sat down and quietly waited
while the auction went on, all
the while cradling a large pot,
and didn’t bid for anybody.
When the anction was all
over he simply approached the
anctioneer and took the cover
off his pot to reveal a pile of
electrum scraps (he called it
‘dirty silver’), then proceeded to
weigh out guantities until the
slaver agreed to hand over the
weafk and feeble individuals that
nobody else had bought. When
the Orcish man had loaded his
purchases onto his boat everyone
bissed and spat at the anction-
eer, as they knew what fate
awaited those wretched people.
The auctioneer shrugged and
pointed ont that now he bhad a
lot of money, and people wonld
soon want to be bis friend again.

To generate Characteristics for an Albir character,
roll STR on 4d6 and SIZ on 3d6+6 and drop the

lowest scoring die in each case.

Culture Type

Barbarian

Language
Albish

Customs
Archipelagan

Standard Skills

Athletics, Boating, Brawn, Endurance, First Aid, Locale
(Albir Islands), Perception

Example Combat Styles

Mercenary

Professional Skills

Craft (Wood, Leather or Iron), Healing, Langnage
(Archipelagan or Djesmiri), Lore (Animal Husbandry),
Survival, Track

Cultural Passions
Loyalty (Chieftain)

Love (Gold, Glory)

Hate (Personal enemy)

Magic Type

Folk Magic, Theism. Albirs honour Zondonza, a
version or aspect of the sun god represented as
a bull and said to support the sun’s disc between
his horns. An initiate of this god can only fuel his
devotional pool by sacrificing cattle. While this is
expensive, the god is happy for his worshippers
to consume most of the body. Each 3 STR of
bull sacrificed provides or restores one point to
the devotional pool, and the presiding priest can
decide who eats which organs and thereby gains all
or some of the available points.

Typical Professions

Crafter, Herder, Mercenary Wartior

ORcs

The tribes of Kasperan are another group dis-
playing characteristics affected by ancient pacts.
Orcs come in several strains, often reflected in
significant physical variations, and operate a caste
system both within tribes and between them. Skin
colour ranges from chalky white to slate grey. Orcs
tend to be disliked by most others; they propitiate
rather aggressive and dangerous gods and regard
anyone who does not as being fair game. They are
not entirely evil but it has to be admitted that their
biggest city of Nishimbakoi is the scene of human

sacrifice on an almost industrial scale.

Orc Piracy
Otcs have successfully taken to the sea and
are very much feared; for whilst their black
ships sometimes come for peaceful trade,
just as often they are looking to fill their
holds with captives to be taken home for
sacrifice to their gods. They have also col-
onised islands across the Inner Ocean but
this has been a haphazard and sometimes
accidental venture resulting in a scattering
of settlements, some of which have not
had contact with other human beings for

decades.
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Orc Characteristics are normally generated according to the
standard rules for human characters, however, high caste Orcs
(Social Status 96-00) usually sport increased STR, CON, and
POW as god-given gifts received in return for the human sacri-
fices that take place when they are born. These characters can
be expected to have +1d6 in one of these Characteristics.

Those Orcs who inhabit the town of Enkefalan and its envi-
rons are more or less integrated with the Guyuntar population
they share the settlement with. They desist from their human
sacrifices, but this does not stop either them or their neighbours
from profiting from the slave trade.

Culture Type

Barbarian

Language
Orken

Customs
Nishimba or Archipelagan (Orcs from Enkefalan)

Standard Skills
Athletics, Brawn, Endurance, First Aid, Locale, Perception; and either
Boating or Drive.

Example Combat Styles
Huntsman, Tribal Warrior, Lizard Rider

Professional Skills
Craft (Any), Langnage (Archipelagan, Jande), Lore (Any), Musician-
ship, Rites (Orken), Survival

Cultural Passions
Loyalty (Local Warlord, Head Man or Chieftain)

Love (Friend, Sibling or Romantic Lover)

Hate (Otlocks, a related tribe of headhunters found in the
Jandekot forests; Centaurs, a ferocious race found in the open

plains of Kasperan)

Magic Type

Folk Magic, Sorcery. Orcs can weave sorcery spells through
the memorisation and recombination of a rich store of poetic
verse. The deities they worship are collectively known as The
Hungry Gods, but they work no Miracles, merely accept sac-
rifices and allow the Orc sorcerer-priests to gain some margin
on the deal.

Typical Professions
Beast Handler, Crafter, Farmer, Herder, Fisher, Merchant,
Sailor, Scout, Slaver, Sorcerer-Priest, Thief, Wartior

TRIBES OF JANDEKOT

The great and largely wilderness continent of Jandekot is where
you can find more extreme environments, greater concentra-
tions of magical effects and more isolated populations than
anywhere else. Physical types range from pygmies to giants and
skin colours include mottled green, red and hues of blue. The
slightly-built (SIZ 2d6+4), brown-skinned Warong are the most
numerous population group but they share the jungle with
some bizarre neighbours — from red-skinned Mandiko (STR
4do, SIZ 3d6+6) to shy and reclusive tribes of pygmies (STR
2d6+2, SIZ 1d6+06). The forest folk have a close relationship
to the spirits that share their environment with them, providing
advantages that go a long way to make up for their primitive

technologies.

Tribes of Jandekot are widely scattered and there are many dif-
ferent cultures and languages. The common tongue of the jun-
gle continent is Jande, a combination of sounds and signs used
for interactions between tribes, but not everyone can manage
it. The mere fact such a language exists suggests that Jandekot
may not have had more internal trade and diplomatic connec-

tions in times past than exist now.

Culture Type

Primitive

Language and Customs
Varies by tribe. For example, Nothern Warong, Mandiko

Standard Skills
Brawn, Endurance, Evade, 1 ocale, Perception, Stealth and either Athlet-

ics, Boating or Swim

Example Combat Styles

Forest Hunter, Mandiko Warrior, Orlock Headhunter, Yshpato
Spirit Warrior

Professional Skills
Craft (Any), Langnage (Jande), Lore (Any), Navigate, Rites (Tribal
Tradition), Survival, Track
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New Skills: Conditioning, Puissance and Forensics

Conditioning (POW+CON)
This is the equivalent of the Meditation skill, and is the ability to maintain a regime of mental discipline, exercise and diet that keeps the
body in top physical condition, so long as the athlete is living at a standard which is no less than Propertied.

Just as with the Meditation skill, the total intensity of enhancements that can be applied to the athlete’s skills and attributes at any one
time is 10% of the athlete’s Conditioning skill.

The benefits of Conditioning are not triggered by spending Magic Points and cannot be turned on or off or changed at will, but are always
active. They typically take a whole month of dedicated work to set up, and the process is conducted using the extended task rules with a
task round of 1 week. Reconfiguring the regime, or revitalizing it to apply a new intensity when his Conditioning and Puissance skills have
increased, similarly takes a month, should the athlete want to refocus his talents and redistribute the available intensity. At every standard
of living below Propertied the task to build and maintain a regime is one grade harder.

If the character is unable or unwilling to stick to his regime for more than one month he must make an Endurance test or lose the benefit
until he has the opportunity to re-establish it.

Puissance (DEX+CON)

Puissance is the non-magical equivalent of the Mysticism skill. The athlete can enhance selected skills and attributes by an intensity that
is 20% of his Puissance skill. A Korantine athlete can apply his enhancements to the following skills and attributes: Acrobatics, Athlet-
ics, Brawn, Drive, Endurance, Swim and Unarmed. Attributes that can be enhanced are Fatigue and Healing Rate. He can alternatively
allocate to a new trait, Buff, which boosts his STR, CON and DEX, dividing the Intensity between them. No single Characteristic can be
boosted by more than one third of its original value.

Forensics (INT x2)

The trade secret of the professional Orator, Forensics is the art of making an argument based on pure reasoning. It designed both to
deconstruct an opponent’s position by undermining the actual evidence and the logical inferences made from it, and to enable the skilled
debater to make their own argument appear more convincing, Or as some say, it is the art of making the wrong seem right and the right
seem wrong. For every 20% in this skill the user can make any Oratory roll one grade easier. In debates with opposed rolls, the Forensic
advantage of each participant is compared and only the difference applied. Forensics is also routinely used to augment Influence and
Deceit rolls — but only when the character skilled in Forensics has the time and opportunity to make a proper argument in speech or

writing.

| |
Cultural Passions Typical Professions
Loyalty (Headman or Headwoman) Beast Handler, Fisher, Hunter, Scout, Shaman, Warrior

Hate (Rival clan or tribe)

Magic Type CAREERS

Folk Magic, Animism. Every tribe has its own set of Traditional . .
86 Y In most cases, the cateers provided in RUNEQUEST are used as

Spirits that they can call upon or summon and expect a com- . . . .
p Y P P given. However, note that the Courtesy skill has little use in the

pliant and friendly response. Some favour Nature Spirits, some setting, and an alternative choice of Professional Skill should be

favour Ancestors; others, such as the Orlocks, take the spirits offered. Also, where Folk Magic is a skill option, it is replaced

of enemy tribesmen they have slain and make them subservient . . .
Y y with the Rites skill.

to their own clan.

Some examples are provided here of careers that are unique to
the setting or have some specific differences to those presented
in RUNEQUEST.
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Assabian Sorcerer

The home of sorcery is Assabia, and for many, the language
of Djesmirket is the language of magic itself, since all the great
works on the subject are written in it. The Assabian Rites skill
can be used to augment Sorcery skill rolls. Assabian sorcerers
may be artisans or even slaves, but the most highly skilled prac-
titioners are usually members of a philosophical school or tra-
dition. Mavericks and loners may end up as dangerous wizards
wielding powers to selfish and sometimes highly unsavoury
ends.

Standard Skills

Customs, Deceit, Influence, Insight, Perception, Willpower

Professional Skills
Craft (Any) Invocation (Grimoire or Philosophical School), 1anguage
(Any), Literacy, Lore (Any), Rites (Assabian), Shaping

Sorcery Lores

Assabian Sorcerers study the Three Realities (see Magic chap-
ter) as an essential aspect of arcane knowledge and arts. The
knowledge they acquire is an essential part of understanding
and dealing with supernatural phenomena, beings and artefacts.
When these lores are put to use, it is quite possible the object
of study is deliberately trying to avoid detection or confound
analysis — for example, a spirit that covertly possesses a human
victim, a demon that is taking steps to prevent the revelation
of its true name, or a magical item whose creator has obscured
its function and purpose. In these cases, the Sorceret’s lore skill
should be opposed by a relevant skill of the target or its creator.
The Games Master should also take care to ensure appropriate
difficulty levels are set for a task.

Lore: The Mundane Arcana

This Lore is used to study and interpret the operation of magic
within the material world. It combines physics and metaphysics
and an understanding of the way in which the other realities
impinge upon and influence mundane existence. All Assabian

schools of sorcery can, and should, learn this skill. With this

skill a sorcerer can:

@ Detect the action or presence of magic, or of a supernat-

ural entity connected to the material world.

& Determine the type of magic at work (Sorcery, Theism,

Animism, etc.)
€ Estimate the strength of the magic or entity at work

€ Analyse a magical item or enchantment to determine its

function and purpose

€ Research the necessary means to conjure a specific ethe-

real entity (Jinn) using the Evoke spell.

Lore: Spirit World

This skill is the specialist field of certain schools of sorcery
whose main interest is in summoning and dealing with spir-
its and other entities who inhabit the Second Reality, the Spirit
World. Sorcerers do not have means of discorporation and
astral projection, so are limited to dealing with those spirits
normally capable of manifesting and interacting with mundane
existence. Given that this can involve haunts, wraiths and other
souls of the dead, this lore is often regarded as equivalent to

necromancy.

With this skill a sorcerer can:

& Detect the action or presence of a spirit, including those
bound to a physical object

€ Determine the nature of a spirit and its capabilities
& TEstimate the strength or intensity of the spirit

& Work out a means to Evoke the spirit, forcing it to mate-
rialise or manifest so it can be communicated with, dom-
inated, banished or combatted

Lore: The Many Hells

This lotre is rather more restricted and exotic than the others;
few sorcerers study the Third Reality in great depth because
of the dangers and difficulties inherent in putting this lore
into practice. The Many Hells are also far more varied and
extensive than the other two realities, so even those who have
learned everything mankind can know are aware they are merely

scratching the surface.
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With this skill a sorcerer can:

& Detect the action or presence of a demon
& Determine the nature of a demon and its capabilities

& Estimate the strength, duration or cause of a demon’s

presence in the mundane world

& Work out the means and probable cost to evoke a certain

type of demon

& Research the true name of a specific demonif it is known

to humanity

Domestic

Domestics spend their whole time doing household chores,
although the range of skills required in a household may be
broad or narrow, depending on how big and wealthy it is. Cook-
ing, cleaning, minor repairs, serving at table, shopping, running
messages and errands, even entertaining the master of the
house and his family, may all come into a day’s work. Slaves
are often given at least basic education so they can understand

written instructions and deal with shopping bills and accounts.

Standard Skills

Endurance, Deceit, Drive, Insight, Locale, Perception, Willpower

Professional Skills
Commerce, Craft (domestic skill, e.g. cooking, sewing), Craft (Secondary),
Literacy, Musicianship, Sleight, Streetwise

Jekkarene Temple Dancer

The gitls chosen as temple dancers are separated from their
parents at a young age and brought up in a convent. Each must
have a CHA score of no less than 14. Those who remain with
the moon-goddess’ cult beyond the age of 17 may well become
temple guardians, the female warriors who act as both temple
guards and secret police. Those who do not, if given no role
to fulfill in the priesthood, may be married off to a deserving
noblemen as a gift for his loyalty and service, and so some run

away to avoid having their fate decided for them.

Standard SkKills

Athletics, Combat Style (Guardian), Conceal, Customs, Dance, Insight,
Willpower

Professional Skills
Acrobatics, Acting, Devotion, Exchort, Oratory, Musicianship, Sleight

Korantine Athlete

Some of the wealthy dedicate themselves to athletic competi-

tion, and travel Korantia to take part in all of the sporting fes-
tivals where there are glory and prizes to be had. A prospective
athlete must have an average of STR, CON and DEX of 13

Oor mofre.

Korantines take athletic competition so setriously and it is such
an important profession that it has its own kind of mysticism
attached to it — the skills of Conditioning and Puissance (see
page 52). These specialist skills are only taught by a cadre of
very high-rent coaches, former athletes themselves, who get to

pick and choose who they work with.

Standard Skills
Athletics, Drive, Evade, First Aid, Willpower, Ride, Unarmed

Professional Skills
Acrobatics, Conditioning*, Gambling, Literacy, Puissance®, Rites, Teach

Korantine Orator

Oratory is a classic education for a Korantine boy from a
wealthy family, and from the earliest age, they are taught to learn
and recite speeches, then to compose their own, to know the
laws of their city and to debate. A young orator cuts his teeth

making speeches at weddings and funerals, then progresses into
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the law courts where he can practice his skills in cases involving
poor people before progressing to more noteworthy matters.
Practising law is regarded as excellent preparation for politics
both for the skills developed and the public visibility, so these
people often have easy entry into the cult of Anayo and the city

council.

Standard Skills

Custom, Deceit, Influence, Insight, 1ocale, Native Tongue, Willpower

Professional Skills

Bureancracy, Commerce, Forensics*, Literacy, Lore (Korantine Philoso-
phy), Oratory, Rites

Orc Slaver

Orc slavers are in the business of buying or seizing captives
on behalf of their sorcerer-priests who have a regular demand
for sentient sacrifices. The northern jungles of Jandekot were
hunted out long ago, and this has been one of the reasons they

have taken to the sea.

Standard Skills

Boating, Brawn, Conceal, Deceit, Perception, Stealth; Combat Style:
Slave Taker

Professional Skills
Commerce, Language (any), Navigation, Seamanship, Survival, Track

Orcish Sorcerer-Priest (Lapith)

These fellows are the spiritual hub of the community, who
inform, educate and entertain through the use of magic poetry,
memorised or extemporised at enormous length. Revered and
feared in equal measure, the Sorcerer-Priests also lead the com-
munity in worship of The Hungry Gods, personally entering
into demonic pacts that provide the wellspring of orcish reli-
gion. The great city of Nishimbakoi is effectively run by their
order. Sorcerer-Priests also oversee the trade in sourcing, grad-
ing, shaping and distributing obsidian, which is the preferred
cutting edge of orcish weapons; hence their name of Lapiths.

Standard Skills
Conceal, Custom, Deceit, Influence, Insight, Sing, Willpower

Professional Skills
Commerce, Craft (Enchanting), Craft (Obsidian), Poetics (Orcish Sor-
cery), Lore (Mundane Arcana), Rites, Shaping

An Orcish Sorcerer-Priest is illiterate, but stores the knowledge
of his spells in the huge well of poetic verse that they commit
to memory and out of which they can compose new songs on
the fly. Such a person knows no more than one sorcery spell for
every 10% of their Lore (Poetics) skill.

Orcs fuel their magic through sacrificing others — and power
magical enchantments and divine gifts the same way. The
Evoke (Hungry Gods) spell brings one or more of the entities
they worship to feed on sacrifices, and must be cast with a range
that reaches to the volcanic portals from which they seep into
the mundane world from the Many Hells. When a sentient vic-
tim is sacrificed, the Lapith transfers its life force to the Hungry
Gods using the Tap spell. Every 5 Characteristic points tapped
provides one Magic Point that is retained by the Sorcerer for his
own use. By combining the Tap spell with the Enchant ritual,
this can be made permanent. Lapiths are denied the ability to
permanently augment their own Characteristics, as the benefit
of such enhancement is reserved to the nobility. If one does, he

is declared outlaw and hunted down.

On the other hand Otrcs are prolific manufacturers of magic
items so long as they have a ready supply of captives for sacri-
fice. Orc artefacts are spurned (at least in public) by most other
people as blood magic.

Typical Sorcery Spells:

Enchant, Enslave (Humans), Evoke (Hungry Gods), Hinder,
Imprison, Palsy, Sculpt (Obsidian), Revivify, Store Manna, Tap
(STR, CON or POW)

Paladin

The Paladins are highly trained Korantine warriors, brought up
from childhood by the cult of Lanis the sun-god in the service
of the Korantine Emperor. Once graduated to adulthood, the
Paladins are maintained on land grants sufficient that they are
freed from all other obligations than to practise their martial
skills. Across Korantia there are some 2,200 such Paladins, of
whom a little under half are based in and around Hilanistra
itself, the remainder being settled upon lands within various

Korantine city-states where they live as metics.

Standard Skills
Athletics, Endurance, Evade, Combat Styles x2 (Paladin, Archery),
Ride, Unarmed

Professional Skills
Devotion (Lanis), Exhort, Literacy, Lore (Battles), Lore (Strategy and
Tactics), Oratory, Rites (Korantine)
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A Paladin character starts play as an initiate of Lanis the Adven-
turer, unless for some reason he has fallen out of the cult before
reaching the necessary age. He will also have 1d3 Folk Magic
spells taught by the cult.

Sabatine Mercenary

These men can come from anywhere, but are employed as
mercenaries by the Korantine trade cults, and so are known as
Sabatines. Their training will vary according to whether they are
expected to serve at sea or on overland trade routes

Standard Skills
Athletics, Boating, Combat Style (Sabatine), Conceal, Drive, First Aid,
Perception

Professional Skills
Bureancracy, Commerce, Culture (any*), Langnage (Any), Navigation,

Seamanship, Streetwise

* For Sabatines of foreign stock, this should be spent on Korantine Cul-
ture. If they take citizenship on mustering out of the unit, this is converted
to be their Custom skill.

COMBAT STYLES

The world of Thennla is an ancient-style milieu, and the avail-

able weapons and combeat styles reflect that.

Combeat Styles come in various different types:

Monster Styles

This is a Games Mastet’s shorthand, a combat style that cov-
ers all of a creature’s attacks, whether ranged weapons, close
combat weapons or natural weapons. NPCs that do not require
detailed statistics can be given a ‘monster style’. Whenever
the creature or NPC picks up an impromptu or inappropriate
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weapon, their skill will revert to Basic STR+DEX or half their
Monster Style, whichever is higher.

Militia Styles

These are basic forms of military training as provided to the
levy of able-bodied citizens or tribesmen. They are generally
limited in scope, with just a main weapon and shield, perhaps a
thrown weapon as well. They may have a simple Trait, or none
at all.

Military Styles
The preserve of professional training as part of a formed unit,
Military Styles tend to have a more comprehensive combination

of weapons, and, possibly, a more complex Trait.

Civilian Styles

Whether urban streetfighter, aristocratic duellist or irregular
barbarian warrior, Civilian Styles are either self-studied or con-
veyed by individual weapon masters. This group can include
styles such as Archery or Slinger that have clear military uses.

Militia Styles
Equestrian Levy, Levy Spearman, Levy Archer, Levy Slinger

The simplest combat training is applied to get the locals to
line up in some semblance of order and present a threat to an
enemy. The leading element of these styles is usually the shield
itself, and this is paired with whatever is the most effective or
readily available cultural weapon — typically a spear. Levy and
militia are expected to bring their own weapons and armour to
fight with. Hence poorer citizens may instead be called up to
fight as missile troops.

Militia Styles do not usually provide training in more that one
or two weapons, so if a character resorts to a back-up weapon
with a shield his skill is reduced by one third (or to his basic
Combeat Style percentage, whichever is higher).

Mounted militia often do not get enough training to gain the
Mounted Combat trait, but are instead treated as skirmishers.

Ganmes Master Note: References to Sidearm are to any one-handed, short-
reach hafted weapon (Club, Hatchet, Mace); or bladed weapons with short
reach (Dagger, Shortsword).

Levy Skirmisher

(e.g, Borissan Horde, Barbarian Levy)

& Typical Weapons: Javelin or Dart; Spear or Sidearm;
Shield (Pelte or Target)

& Traits: Skirmishing

Levy Spearman
(e.g, Korantine Citizen Militia, Barbarian Levy Spearman)

& Typical Weapons: Spear and Shield (Thureos* or Hoplite
Shield)

€ 'Traits: Shield Wall

*A large oval shield, usually flat with a central grip. Use statistics for
Seutum.

Equestrian Levy
(e.g, Korantine Citizen Cavalry)

& Typical Weapons: Javelin or Dart, Spear, Shield (Pelta or
Target)

& Traits: Skirmishing

Military Styles

These styles tend to provide a more comprehensive range of

weapons.

Ashkorite Pikeman

From the military capital of the Taskan Empire, the evolved
phalanx style of the Taskan infantry involves a 2-handed pike,
with a large buckler slung over the left arm on a strap providing

a passive parrying device.

€ Typical Weapons: Pike, Sidearm and Buckler

& Traits: Formation Fighting; Phalanx. In phalanx forma-
tion the unit’s hedged spears and/or shields combine to
provide some protection for the group against missiles.
The unit’s average Lore (Tactics and Drill) is used to
oppose incoming missile fire, which prevents the auto-
matic award of a Special Effect if ranged attacks are not

actively parried.
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Korantine Citizen Infantry

A more evolved form of the militia style, with additional train-
ing provided for members of the local Patriotic Bands or for
those in the higher property qualifications who are expected to
take the lead in military service to the state. In any case those
who have this style are likely to be in the foremost ranks when
the militia is drawn up for battle.

& Typical Weapons: Spear and Shield, Javelin OR Sidearm

€ Traits: Shield Wall, Formation Fighting or Phalanx. A
Korantine hoplite phalanx is able to extend its cover
to other troops in its midst — up to one for every two
hoplites.

Targeteer
(e.g. Taskan Imperial Light Infantry, Korantine Peltast)

A professional combination of a light (small or medium) shield
used to ward off enemy missiles, a light speat, sidearm and
thrown weapons such as javelins and darts. This is one of the
classic weapon combinations. Targeteer is also used as the main

Combeat Style of some cavalry units, particularly in Korantia.

€& Typical Weapons: Buckler, Target or Pelte; Darts or
Javelins, Shortspeat, Sidearm (Club, Hatchet, Mace or
Shortsword)

@ Trait: Skirmishing

Paladin
Professional warriors in the service of the Korantine Emperor,
they are the most highly trained in all Korantia. Most Paladins

have a second style in addition to this one, such as Archery.
& Typical Weapons: Javelin, Sword, Spear, Shield (Hoplite
ot Thureos)

€@ Trait: Choose One of Mounted Combat or Formation
Fighting

Shortsword and Large Shield
(Agissene Infantry Style)

A Korantine Combat Style in which a soldier is taught to effec-
tively use a short cut and thrust sword in combination with a
large shield.

© Typical Weapons: Shortsword, Javelin, Shield (Hoplite or

Scutum)

€ Trait: Flurry. Any active shield parry can immediately be
followed up by a sword blow at the cost of a further
Action Point

Polearm/Poleaxe Infantry

A single Combat Style that covers two-handed hafted and
bladed weapons capable of cutting and impaling, as often seen
amongst the royal units of Assabia or among some Thennalt
warrior societies. The use of a spear is included when learning
this style.

& Typical
Longspear

Weapons:  Halberd/Poleaxe,  Shortspeat,

& Trait: Formation Fighting
Civilian Styles

Cloak and Dagger

The duelling style of Taskan nobility; but sometimes a handy
means of self-defence that makes use of things commonly
worn in civilian dress. In days of old, Tarsenian noblemen were
taught how to fight each other in the street armed with a dagger
or the traditional Tarsenian dirk and a cloak or tunic wrapped
around the left arm to provide a parrying device.

This form of fighting is still practised and no longer just by
noblemen. The parrying cloak can be just about any large piece
of heavy cloth or soft leather but if properly made can also
produce the Entangle Special Effect. Depending on what it is
made of, it will also provide an additional 1-3 Armour Points
to the left arm; but bears the obvious risk that if an opponent
chooses the ‘Damage Weapon’ Special Effect the weapon in
question is the fighter’s arm, not the cloak.

€ Typical Weapons: Dagger, Shortsword, Cloak

€ Traits: Unarmed Prowess when using cloak
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Duellist

In Assabia there is a tradition of duelling styles with which peo-
ple work out their differences in a violent but elegant manner,
with the use of beautifully made and sometimes highly ornate
weapons. A variety of blades form the canon of weapons that
are considered appropriate for use with the style. The rapier
is an elongated leaf-bladed narrow sword. The Assabian main

gauche is curve-bladed.

& Typical Weapons: Scimitar, Main Gauche, Rapier, Dag-
ger, Buckler

& Traits: Choose One of Excellent Footwork or Thrown
Weapon

Knife Fighting

While this Combat Style is rarely actually taught outside ille-
gal fight clubs, it is something those who inhabit the darker
recesses of the big cities find themselves developing as a skill.
Knife Fighting makes use of a claw*, knife, dagger or dirk,
along with very fast footwork. The knife fighter needs to be
nimble enough to get out of the way of a big weapon that he
cannot hope to parry with a small blade and be ready to get a
quick stab or slash back at the attacker.

& Typical Weapons: Claw, Dagger, Knife

€ Trait: Dodge. This Combat Style can be used to dodge
incoming blows with the effectiveness of a parry (Size S),
without going prone as when Evading,

Hunter

A hunter is one who goes to work with a missile weapon such
as a bow and can take the Archery style, but some, particu-
larly those who chase large game for sport, may opt for spears
and javelins, ready to get close or to withstand a charging beast

using a set spear.

& Typical Weapons: Javelin and Shortspeat, or Bow (any)

& Trait: On the Fly. Reduce ranged attack penalties for a
fast moving target by one grade

Archery

This Combat Style covers the use of any kind of bow, apart
from crossbows. Different arrowheads can be used to produce
special effects. The basic bows such as the short bow do not

have enough draw strength for the archer to apply a positive

Damage Modifier, if any, although a negative modifier will still
apply.

@ Typical Weapons: Long Bow, Recurve Bow, Short Bow

& Trait: Rapid Fire. The archer can reload and fire prepared
ammunition as a single Action up to three times, how-
ever, each shot is at one grade of difficulty higher than
the last (Hard, Formidable, Herculean)

Marksman

This Combat Style is a rare one outside of Assabia. It applies to
crossbows of any type, including stonebows. Such weapons are
sometimes acquired from master bowyers in Assabia but they
are regarded by Korantines and Taskans as unmanly for use in
battle, and usually only employed for hunting,

& Typical Weapons: Heavy Crossbow, Light Crossbow

& Trait: Hawkeye. Penalties for shooting smaller than man-
size targets are reduced by one grade.

Slinger

Although this Combat Style does not give access to a whole
range of weapons, it is one of the most widely practised forms
of ranged combat, and the necessary equipment is dirt cheap
and easy to acquire. Pebbles of the right size and shape will
deal 1d8 damage and a propetly cast lead slingshot is capable
of 1d8+1 damage; but even a lump of soft clay, when that
is all there is on hand to make use of, might inflict 1d4 and
1d6 if baked hard. Staff slings are not known in the Eastern

continents.

& Typical Weapons: Sling

© Trait: Windage. Reduce the difficulty imposed by wind
strength by one grade

Maul

A single Combat Style covering two-handed hafted weapons, all
of which are typically ENC 2 or 3 and Size H. These weapons
are uncommon, and most likely to be seen in the hands of bar-

barous Marangian warrtiors.

& Typical Weapons: Great Axe, Great Club, Great Ham-
mer, Quarterstaff

& Trait: Intimidating
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Sidearm

The use of any basic one-handed weapon without specialist
functions or techniques is covered by the Sidearm Combat
Style. This skill can be used for any ENC 1 battleaxe (1H), club,
falchion, hatchet, light mace or shortsword. Sidearm training
is not widely available — it is sometimes provided in a military
context but most civilians generally have to work on improv-
ing their techniques through practice. Sidearms remain distinct
from weapons such as a dagger or dirk, which many soldiers
carry but are last ditch ‘hold out’” weapons in battle or else for

civilian use.

& Typical Weapons: Choose Battleaxe, Mace, Hatchet and
Shield OR Shortsword, Falchion and Shield

€ Traits: Versatile. Any ENC 1 single handed weapon can
be used with only one grade of difficulty harder

Swordsman

Korantines do not have a tradition of swordsmanship, and
tend to use just a short sword or falchion (single edged blade)
as sidearm or as a backup weapon. A longer sword is used by
some professional warriors such as Paladins to give them the
reach they need when fighting from horseback. This sword type
is based on the broadsword used by Thennalt men of status
(those who are head of a family). Both Tarsenians and Assabi-
ans have a more developed sword culture; in those lands master
swordsmen still run schools where the art of swordsmanship
is taught, and there are written treatises on the subject that can
be consulted in the libraries. Other schools of swordsmanship
exist, dealing in archaic weapons such as the rapier, foreign
weapons such as the scimitar and tulwar, or specialist weapons

such as the sabre used from horseback.

€ Typical Weapons: Broadsword, Falchion, Tongsword,
Sabre

& Traits: Varies by master or culture
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MACIC

hennla is magic-rich; many people have access to low-

level spells and cantrips so long as they are respectable

members of their society, and, thereby, not excluded
from the skills and knowledge their local traditions have to
offer. Higher magic is frequently encountered and its effects
and possibilities are built into the fabric of most societies.

THe NATURE oF MAGIC

Thennla appears on the surface to be much like our own world.
For the most part, it behaves in a predictable fashion and in
accordance with rules that can be discerned through direct
observation and experiment. However, the presence of gods
and other supernatural entities, and the proximity of the Mate-
rial World to other dimensions, can produce unexpected and
surprising phenomena. As a result, natural laws are provisional
and can be interrupted, adapted ot suspended; and the mecha-

nisms by which that happens are generally described as ‘magic’.

Magic Point Recovery

In Thennla, a character’s Magic Points are recovered at the char-
acter’s Healing Rate per day, assuming adequate rest. In normal
circumstances the day’s Magic Point recovery is achieved by a
decent night’s sleep. Recovery may be accelerated or hindered
by the magical nature of a location, at the Games Mastet’s dis-
cretion. It may also be prevented by interrupted sleep, inade-

quate rest, illness or chronic fatigue.

In the Spirit World, a spirit that is native to that world recov-
ers Magic Points at its Healing Rate every hour. As spirit enti-
ties lack CON, use their CHA to establish their Healing Rate
instead.

Entities that are outside their normal realm — spirits manifest
or bound in the Material World, discorporated mortals in the
Spirit World — are unable to recover Magic Points except from

external sources (veneration, sactifice and so forth).

How Magic Works

Magical effects are the product of energy generated through
the interaction of the parallel dimensions that comprise the
Three Realities of the cosmos, shaped and directed by those
with the knowledge to do so. In game terms, this energy is rep-
resented by Magic Points. Harnessing and deploying this energy
may come easily to supernatural entities that can move between
the realities or states of being, but for humans it is quite a feat.
Getting the help of the gods in the form of Miracles is the
most efficient, and often the most efficacious, way of doing
so. Working magic with only the abilities with which a human
being is endowed is much more difficult — sorcerers and sha-

mans spend lifetimes learning to master their professions.

Most Korantines believe that humans should leave magic
well alone unless it is fully socialised (Folk Magic) or divinely
sanctioned (Theist Miracles). The gods can be relied upon to
maintain the balance and harmony of the cosmos, and so they
know best what magical interventions are acceptable. Sorcery
involves too much human agency and its very creativity encout-

ages dangerous meddling.
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Many foreigners take an entirely different view — the Materialist
Movement philosophers in the Sultanate of Perlak in Assabia
would argue that magic is essential to the fabric of existence,
and as much responsible for maintenance of the ordinary as it is
for producing the extraordinary. They are less inclined to trust
in divine wisdom and more than happy to explore where the

magical arts can take them.

What Magic Is For

Magic is encountered day-to-day, used in ways that enforce and
support a culture’s traditions and economy. When deployed to
support a community’s efforts to grow food, reduce the chance
of a merchant ship sinking, or provide defences for a unit of
soldiers, it can make the difference between feast and famine,
life and death, victory or defeat. Magic can both diminish and
magnify the world’s destructive forces. Like any other resource,
it is usually more readily accessible to those with wealth and
status, and so in some societies, access to it serves to deepen
class divisions. There are even whole cultures that are mag-
ic-poor because they have few resources and no infrastructure

to develop the magical potential of their people.

There are also many self-centred and ambitious individuals who
see magic as a way to escape their limitations — whether that is to
give them extraordinary mental or physical capabilities, immu-
nity from diseases or eternal life. The simple fact that magic
offers these hopes is one of the reasons for the inevitable pur-
suit of magical enhancements, even when society frowns upon
them. Spells, enchantments, potions, divine gifts and spirit pos-
session all have a part to play in the search to be more than nature
alone would allow. Eventually those who augment themselves to
extremes enter territory where they perhaps have passed beyond
being human and become something else. That ‘something’ may
be as wonderful as achieving godhood, or as terrible as becom-

ing some cursed abomination such as a Vampire.

THE THREE REALITIES

The earth, sky and oceans of Thennla all belong to the mate-
rial, or mundane, realm; which is itself just one of the three
realities that are known to exist. The philosopher Atrivaskos of
Masia was the first to demonstrate through reasoning alone that
these realities must constitute the entirety of existence. Besides
which, he observed, since nothing appears able to escape the
realms and nothing new to enter them, even if it were not true
it would make no difference to anyone or anything. While Atri-
vaskos’ Proof is yet to be challenged, there is in fact no reason

why there could not be some portal between one of the realities

of Thennla and some other dimension in which one or more
inhabited worlds are found.

The Material World

Everything in the Material World is expressed in some physi-
cal form. There are five recognised Natures of which physical
things are made, which are Earth, Fire, Air, Water and Flesh.
Everything in the Material World partakes of one or more of

these natures.

In the Material World, a soul can only persist so long as it is
combined with, or cloaked in, a physical form. The most suit-
able housing for a soul is flesh, a type of matter that is defined
by being in a constant state of change and known to be transi-
tory. It is for this reason that a living creature’s lifespan is lim-

ited, unless magic is deployed to prolong it artificially.

Creatures and entities that are native to the other realities can-
not enter the Material World without the aid of magic — in
most cases through some form of summons or conjuring spell.
Unless subsequently imprisoned or bound in a physical form or

object, the visit is always a temporatry one.

The Spirit World

Just beyond mortal perception is the strange and abstract world
of the spirits. This dimension touches on the Material World at
almost every point, and sometimes spirit beings intrude into it or
directly influence its inhabitants. The Spirit World is described
by some scholars and mystics as like an ocean; one that both
divides the Material World from the Many Hells and, for those
who know how to navigate it, connects them. When a mortal
dies, his soul is parted from the flesh and has to pass through
the Spirit World to its final destination in the Many Hells where

it will assume a new form.

Aliving person can only enter the Spirit World if his soul can be
Discorporated, or temporarily separated from the body. To do
this requires a rare ability practiced by some shamans, powerful
drugs, or a theist Miracle.

An entity of any kind can only have INT, POW and CHA chat-
acteristics when present in the Spirit World.

The Many Hells

Beneath the surface of the earth, in a vast subterranean world
that dwarfs the upper world of the living, are the Many Hells.
These are the lands of the dead, with their own complex geog-
raphy and their own kingdoms and empires. Those who are
native to the Many Hells are commonly called demons. They
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cannot enter the Material World without the intervention of
powerful magic, because they must generate or bring with them
a physical form to do so. Even the insubstantial souls of the
dead that have made it to the Many Hells to take up permanent
residence there cannot be permanently returned to the Material

World again without divine intervention or reincarnation.

A soul that descends to the Many Hells faces many dangers, not
least of which is the bleak prospect of an eternity of misery
and mindless boredom. Fortunately, the newly deceased should
carry with them the help and protection of the gods they wor-
shipped in life — and perhaps even enjoy the rewards of a spe-
cial place reserved for the gods’ favourites. If not, they may find
themselves enslaved and put to eternal servitude on the estates

of some demon lord.

In the Many Hells, only creatures who are entirely native to the
place can recover Magic Points at all and, unless allowed access
to one of the few locations where Magic Points are known
to accumulate and can be harvested, its denizens rely on the
offerings made by the relatives of the dead to their loved ones.
These tend to dry up after they have been dead a few years and

have passed from living memory.

Games Master Note: In the Many Hells, it is possible to encounter inhab-
itants who have different or variant versions of the characteristics possessed
by creatures in the Material and Spirit Worlds. One such example are
Shades, creatures formed from the spirits of the dead and cloaked in sub-
stance produced from no more than shadows — for only in the Many Hells
can darkness be a substance (nature) in its own right rather simply an
absence of light.

SUPERNATURAL BEINGS

Even in the Material World it is possible to encounter magical,

ethereal or demonic entities.

Ethereals

Ethereals are magical beings that are able to materialise or
dematerialise a physical form at will. These entities are not the
same as spirits as they actually possess a material body, one that
can suffer hurt and which can be subject to the ravages of time.
Even when dematerialised, they retain a presence in the Mate-
rial World. If they can be detected, for example, by a Soul Sight
Miracle or Mystic Vision, they can be targeted with spells.

Ethereals can readily be summoned or evoked, but the sum-
moner must use a spell or Miracle with sufficient Range to
reach wherever they are, or be present at the right time and in

a place where such beings are known to be lurking. Ethereal
beings can be banished if the appropriate spell or Miracle is
known, but the effect is only temporary and prevents the ethe-

real from assuming physical form for the duration.

While in material form these beings can suffer injury and the
effects of ageing, but cannot recover Magic Points. When in
cthereal form they are immune to the ravages of time, can
recover Magic Points but usually very slowly — at their healing
rate per month, season or even per year, according to type, but
cannot heal their physical bodies.

The many types of ethereal include the ifrit, a tribe of elemen-
tal giants who wield sorcery; elves, goblins, trolls and fairie races

such as kobolds and pixies.

Some ethereal beings are familiar to Korantines — nymphs and
satyrs, in particular. But Korantines otherwise fail to distinguish
between ethereal denizens of the Material World, and spirits
and demons intruding from one of the other realities. Any and
all of them might be called ‘daemons’.

Elementals

These more-or-less dumb spirits only have any meaning or
purpose when they combine with some aspect of the Mate-
rial World. Yet they live outside it, and must be summoned or
evoked. Summoning an elemental through sorcery requires one
point of Magnitude per cubic metre of elemental, and enough
of their natural substance with which they can cloak themselves

to form a physical body.

Spirits

Creatures in the Material World cannot normally see spirits,
engage them in spirit combat or target them with spells, and
vice versa. However, there are some spirits that retain a psychic
connection to the Material World and can Manifest, making
themselves visible, causing physical phenomena or even mak-
ing psychic attacks on unsuspecting humans. Of these by far
the most common are haunts and wraiths. In all cases there
are conditions on when, or to whom, a spirit can manifest. An
ancestor spirit, for example, may only be able to manifest itself
to someone of the same lineage. The Games Master may rule
Manifestation a skill, with a basic percentage of POW+CHA,
and with a typical skill for a spirit that possesses the trait of five
times this number. A sorcerer can only Evoke a spirit that pos-
sesses the Manifestation trait, whereas a shaman or witch with
access to the spirit world by Discorporation can force other
types of spirits into the Material World too.

63




SHORES OF KORANTIA

Almost any spirit can be bound to a place, object or person in
the Material World by an act of will or magic. A place to which a
spirit is bound, such as the area to which a haunt is confined, is
usually called a locus. A binding object is referred to as a fetish,
and binding to a person or creature is usually seen in the form
of possession or the control exerted over a spirit by a shaman.
These bindings limit a spirit’s normal access to its Spirit World

home, or cut it off completely.

Demons

Demons are creatures from the Many Hells, and have a physical
substance very different to that of the Material World. They do
not and cannot exist as discorporated spirits, and so to engage
with the Material World, must have a physical presence. This
can only be accomplished by a significant expenditure of Magic
Points, provided by whoever seeks to summon them. When a
demon’s physical form is destroyed, its soul is destroyed with it,

and vice versa.

Demons can be unique entities or belong to a tribe or race. Many
of them are bizarre and shocking to behold for human eyes,
and have highly unusual powers and abilities. When designing a
demon, feel free to make use of the Chaos Features provided in
RUNEQUEST pages 441-442 in order to represent this.

There are no known theist Miracles by which a demon can be
summoned to the Material World. The evocations of sorcerers
are the only known means to achieve it. For a sorcerer to sum-
mon a demon, he must commit one point of Magnitude per
Intensity of the target, but also must commit one Magic Point
for every point of SIZ possessed by the demon in order for its
physical form to be forced into the Material World.

LLEARNING MAGIC

Magical arts can be acquired in a number of different ways.
Simple Folk Magic may be passed down within a family or a
trade, and those cults which have an integral role to play within
a society usually ensure that magical traditions are preserved
and passed on to each new generation. As you would expect,
the more powerful abilities and arcane skills are reserved to
those who prove themselves worthy in some way. However,
there are many supernatural entities in the cosmos which can
be a source of magical knowledge to those who seek them out
and strike whatever deal suits both parties, so there are ways to

bypass the straight-jacket of cult rules and hierarchies.

The Rites Skill (INT+CHA)

The Rites skill represents the basic magical and religious knowl-
edge a character learns and absorbs from their cultural back-
ground. This skill replaces the Folk Magic skill, but has wider

uses too.

Every culture has its own traditions and philosophies for
dealing with magic and the supernatural, and hence there are
separate skills that can be learned for Korantine Rites, Taskan
Rites, Assabian Rites and so forth. The Rites skill can be used
to accomplish basic magical tasks learned within that culture,
including casting Folk Magic, making the proper observances in
a religious ritual, perhaps even using a fetish containing a spirit
that is friendly to the character’s native traditions.

Games Master Note: In some instances, the Rites skill can be used to
angment other compatible casting rolls. A Korantine priestess exhorting
her deity to provide a Miracle may, for example, take ber time over it and
angment the Exhort roll with up to 20% of her Korantine Rites skill.
You may also allow that the augment can be divided between her Devotion
and Exchort skills. Only Assabian Rites can be used to augment sorcery.
The Rites skill therefore defines the benefit to be gained by using Ritualistic
Casting Times (see RONEQUEST Page 172). To gain the advantage of
Ritualised Casting requires increasing the casting time to Minutes for Folk
Magic and Hours for Theism and Sorcery.

Types oF MAaGIC
Folk Magic

Folk Magic is not a discrete category of magic in the setting, but
a general term for forms of low-powered magical cantrips and
blessings that are in the grain of a culture or tradition, and that
provide some resource for those starved of the more potent

forms of magic.

The most frequently encountered form of Folk Magic is a
blessing provided by a deity or spirit, and accessible though its
cult. Folk Magic is usually cast or invoked using the charactet’s
Rites skill, depending on where and how it is learned, rather
than with a separate Folk Magic skill, but otherwise behaves as
per the rules in RUNEQUEST.

Mysticism

Mysticism is an isolated practice, studied and transmitted within
extremely narrow communities. Outside of Rasputana the
only traditions that conform to the Mysticism model are the
Korantine Sibyls, who are no more than a dozen female seers

scattered across the whole of Korantia and their apprentices;
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and the Black Hand of Jelhai, an unsavoury body of fanatics
that enforce the rule of Jelhai’s Sultan. A number of traditions
are known to exist in Rasputana, and even there Mysticism is
a rather exotic practice. Rarely, a foreigner may travel there to
learn from the mystics, and even more rarely such an individual
returns to their native land laden with the esoteric knowledge
they have gained.

Sorcery

Sorcery is distinguished by being a body of magical lore entirely
created through human endeavour. It is the major magic system
for several important cultures but its true home is Assabia. It
can even provide the framework for religious practices, as sot-
cery incorporates sophisticated language and protocols for deal-
ing with supernatural entities. Knowledge of a few spells from
a widely distributed grimoire may be quite common amongst
educated people; however, to be considered a professional sor-
cerer requires not only that you know a handful of spells but
also that you are adept at manipulating them. The Shaping skill
(sometimes referred to as Spellcraft) is generally only taught to
those serving as apprentices to a sorceret, or through an order
or guild. The same can be said for certain spells such as Charm,
Enchant and Evoke.

Sorcerers are distinguished from other kinds of magic users by
the importance of the written word through which their knowl-
edge is recorded, compiled and passed on. Spell books, glyphs,
runes, grimoires, arcane signs and lost languages — these are all
the stock in trade of a sorcerer, hence you usually only find sor-
cerers in literate societies. Nevertheless, it is also the favoured
magic system of the barbarian Orcs of Kasperan, who have
only a syllabic script that is not up to the job of communicating
the complexities of spell casting and whose grimoires are epic
songs running into thousands of lines that the sorcerer needs

to commit to memory.

A sorcerer who gets consumed by his trade, and goes about
it in ways that puts him beyond the pale of regular society, is
referred to as a wizard. He may be forced to retreat to some
lawless border region such as the Badlands of Methalea, where
a wizard can continue his work without intrusions in some

lonely and likely enchanted stronghold.

Charms (Temporary
Enchantment)

A charm is created by combining Enchant with one or more
other sorcery spells creating what is sometimes referred to as
a Temporary Enchantment. Such a spell is no longer depen-
dent for its duration on a multiple of the caster’s POW, but
becomes part of the fabric of the world, and its duration is
measured according to natural divisions of time. In some cases
the enchanter must ensure he conducts the casting ritual at a
specific time in order to benefit from the full duration available.

A charm cannot have a Duration longer than a year and a day.
Unlike other spells, the caster can no longer end it at will; once
set, the enchanter must possess or have access to the enchanted
person or thing to lift the spell, and he must make an appropri-
ate Invocation roll to do it.

Games Master Note: W here spell durations are concerned, a year is alhways
the old 364-day lunar year, hence a year and a day is a duration of 365
days.

Charm Shaping Costs Table
1 hour 1
2 hours
3 hours
Until Sunset (Or Suntise)
One Day (24 hours)
One Week (7 days)
Waxing or Waning Moon (14
Days)
One Month (28 days)
One Season (3-4 months)
A Year and a Day (365 days) 10

A U B WD

Limits on Charm Duration and
Magic Point Recovery

A sorcerer capable of producing temporary enchantments has
a balance to strike — the Magic Points used are dedicated to the
charm and they cannot begin to regain them until such time
as the enchantment expires, or it is unmade by the enchanter.
A sorcerer may thus be vulnerable immediately following the
expiry of a protective charm if he awaits Magic Point recovery
before renewing it. He may decide to do so immediately but

then will find himself temporarily very low on magical energy.
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Enchanting Conditions

In addition to using a different scale for spell duration, a charm
may have one or more Conditions applied. Conditions can
be used to define or limit who the enchanted item works for,
who it can target, and when it works. Each Condition costs the

Enchanter an additional point of Shaping to effect.

Enchanting Autonomous Spells

A sorcerer or his paying client typically enjoys the facility of a
charm for defensive magic such as Damage Resistance, Spell
Resistance and Spirit Resistance. However, spells such as Sculpt
(Substance), Holdfast, Haste and Phantom (Sense) may also be
set up for more creative purposes — such as to protect or deco-

rate a sorceret’s mansion.

Enchanting

Concentration Spells

With an extended time within which the
Sorcerer can choose to let a Concentration
spell fall idle, and then resume concentra-
tion at a moment of his choosing, spells
such as Wrack become effective curses and
tools with which to force a prisoner or min-
ion to obedience — after all, the sorcerer may
be in a position to kill the spell’s target at
any time for up to a year. Many other spells
such as Fly, Intuition or Mystic Vision may
be maintained in constant readiness to be
activated, depending on whether the sor-
cerer’s player considers the advantage of
not having to make a Skill Test or spend an
Action Point to focus concentration, worth
the Magic Points being set aside and not

released for recovery.

Smother is treated as a Concentration spell,
and can be used to kill. Other spells, such as
Palsy, may have variants with the Concentra-
tion trait, allowing the sorcerer to turn it on
and off at will.

Permanent Enchantments
To create something that acquires perma-
nence is a debilitating process, wherein the
sorcerer sacrifices some part of his own,
or someone else’s, being and transfers it to
the enchantment. The simplest (but by no
means only) way to do this involves com-
bining Enchant with the Tap (Characteristic) spell and whatever
other magic is to be applied. The loss of characteristic points
to generate these magic points is permanent and irrevocable.
Enchant is always cast as a ritual, with a casting time measured

in Hours, not Actions.

Theism

Secking the help of the gods is the most effective way to chan-
nel magical energy from beyond the material wotld, because
there are supernatural entities on the other end of it that define
the effects of the magic and ensure that it works. The cosmos
is littered with deities big and small who can offer Miracles,
Gifts and more. Some supernatural entities that are not really
regarded as deities can also be dealt with in ways that are similar
to the rules of theism.
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Deities

The gods do not all live in one place but are scattered about
the Three Realities; it is almost a definition of a god that it is
a being that exists in more than one reality at once. However,
many gods are still geographically fixed, and while able to move
freely along the axis between types of existence, cannot range
beyond a particular locale in any one of them, or are limited to

a specific pathway or element.

Gods have power to intervene in or interfere with the world,
and, consequently, every human culture interacts with them in
some way. While most gods are supernatural beings, not all of
them started out as such, and history records several human
beings who have achieved this status in their lifetimes. Any
entity that is capable of accepting prayers, dedications and sac-
rifices from a mortal, and providing some sort of favour in
return, could be considered a god. However, many daemons
and spirits have this trait, and at the same time are not regarded

as properly divine.

Gods cannot be compelled to do anything by the use of sor-
cery, but must be petitioned, propitiated or bargained with, and
this is what religions are set up to do. A true deity can only be
requested to appear to its worshippers, typically through the
Miracles provided to the worshippers for that purpose. A god
that answers the call makes an ‘epiphany’ and is present in a real
sense; however, all the more powerful ones manifest a version
or aspect of themselves rather than reveal their full glory, which

can be disturbing to mere mortals.

Types of Deity

Gods come in many shapes and sizes. The greatest are the
Titans, those that you will know about even if you do not
worship them. They have been fixtures in the make-up of the
world since it began. In fact, the Titans may be so high and
mighty that in many cultures they attract a rather exclusive fol-
lowing or none at all, because they are so beyond the human
condition that people cannot relate to them. Nor can any single
human culture grasp the entirety of their natures, so it is normal
that the way in which they are worshipped in one place bears
little relation to how they are worshipped in other lands. Mother
Earth, Emperor Sun, Father Ocean and Queen of Heaven are
examples of Titans. Lesser Titans are of the same generation
but of more limited power and aspect. The Moon, the Plan-
ets and the key Natutes — Fire, Water, Flesh, Air and Stone
— lead this group. The Titans are more or less immutable and
can afford a measure of indifference about their popularity as

objects of worship.

The remaining arrays of gods are very specific — they are
attached to a particular place or field of activity but they may,

through their lineage, combine powers and natures inherited
or borrowed from the Titans. They have a more precarious
existence and are motivated to recruit worshippers in order to
maintain and grow their power. They fit themselves closely to
the needs and social structures of human beings, because this
is what wins them followers and enhances their power through
worship. Most gods are described in terms of gender, however,
this can be quite confused and of course is not always a relevant

term of reference for so complex an entity as a deity.

Likewise, there are the demigods, ancestors and heroes; for-
merly mortal creatures who have ascended to a state of god-
hood thanks to their actions in their mortal lives, who despite
their junior ranking among deities are often the most enthusias-

tically worshipped because they are closer to humanity.

Pantheons

For the purpose of worship gods are gathered into pantheons,
which simply means an array of gods who are receptive to the
same rites. These pantheons are therefore human constructs
and may not actually reflect a cosmic reality. They may be rigidly
defined, as is the case with the Korantine Pantheon, or they
may be in a continual state of creation through a gradual pro-
cess of selection, assimilation and accretion, as the Tatrsenian
pantheon. Some gods may happily belong to more than one
pantheon but perhaps show a different side of themselves to
worshippers in each one, and are consequently known by many
different names. There are gods who do not belong to any pan-

theon, or who currently have no worshippers.

Man-Made Divinities

Some gods are actually created by mankind, called into exis-
tence in a form that is relevant and accessible to human minds,
fashioned from the essence of some more impersonal or
abstract force by an act of human will. The City-Goddesses of
the Korantines are just such an example. The POW of an entity
of this kind is generated entirely by the prayers of its worship-
pers, as it has none of its own. Its consciousness is usually some

fragment or aspect of a greater entity.

Types of Worship

In many cases, the relationship between an individual and a
deity is managed by a cult, and, in these cases, promotion within
the god’s cult and access to Miracles is handled in accordance
with the RUNEQUEST rules. However, there are many other
types of theist relationship available; every culture has its own
ideas about the best way to manage them and new ones are
being invented all the time. Some examples of how these are

represented are given here.
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Personal Religion

Notall access to divine power is conducted through the medium
of a cult. In many cases, and in the Taskan Empire in particular,
an individual strikes up a direct relationship with a supernatural
being, becoming a devotee. In these situations, the worshipper
does not hold a cult rank by which to determine which Miracles
and spells he is eligible to access, and so the Devotion skill is
used as a measure of worthiness both for access to Miracles
and as a guide to the maximum size of the worshipper’s Devo-
tional Pool.

Devotion Requirements

Minimum DevoTrioN

RuneQuesTt Curr Rank

REQUIRED SKk1LL REQUIRED
Initiate 51%
Acolyte 1%
Priest 91%

Improvement rolls for the Devotion skill are usually gained
through pilgrimage, service and making dedications to the
deity concerned, and not from the Improvement Rolls awarded
through normal play.

Gaining Miracles still requires access to the entity that pro-
vides them via some sort of sacred connection — either a face
to face confrontation, or through a temple, shrine, relic, holy
person or holy place. Such access is often controlled by a cult
that attempts to restrict access to its own members, or by some
other local power or ruler who charges handsomely for the
privilege. Without community support, it may also be difficult
to gain access to the place where the devotional pool can be

replenished as required.

In lands such as Tarsenia where personal religion is the norm,
the role of a cult is more like that of a Brotherhood, and can
be simply a mutual support organisation to prepare devotees
to undergo the personal pilgrimages and other observances
required to establish and grow their relationship with the god.
It is quite common for a shrine, artefact or holy man to offer
only a single Miracle, and the devotee who wants to develop his
range of divinely-inspired powers may have to spend a great
deal of time, energy and cash to do so as he makes the rounds
of the shrines and religious festivals to be found across the

Empire.

A character can have many such devotions so long as they are

not mutually exclusive because of the hostility of one deity to

another.

Multiple Cults to the same Deity

A deity may have many cults devoted to its worship, and not all
are of equal status. Each cult will have its own rules and ranks,
and it is entirely possible these cults are hostile to one another,
competing for the god’s favour and for access to sacred sites
and artefacts that add to the cult’s influence, prestige and mag-
ical power. Some of those cults may not provide the god’s full
range of Miracles, and some may have access to unique Miracles

that even bigger and more potent rival cults cannot reproduce.

Pacts

There are gods who receive no organised worship, and there
are many creatures who are god-like or who aspire to being
gods, and there are entities that are a fragment or aspect of a
true deity that does not merit full worship. All these entities
might seck bargains with mortal creatures that provide them
with Magic Points to use as their own, and offer any number
of benefits, favours, and gifts in return. Such a relationship is

known as a Pact.

Pacts are often sought out by sorcerers who spend lifetimes
researching what entity can provide them with the benefit they
need, how the entity can be summoned or contacted, and what
are the tactics to use when negotiating the terms of the deal.
In Assabia, Pacts are the norm for how business is conducted
between man and gods, since Assabians make little distinction
between deities and demons, treating them all much the same

way.

In contrast to the devotional pools of Theism, a Pact actually
places part of the dedicator’s soul at the entity’s disposal, and
so reduces the dedicator’s personal Magic Points until such time
as the Pact is terminated. The minimum Magic Point dedication
is 1 and, if the entity accepts donations of Magic Points from
sources other than the individual’s own personal resources,
there is no maximum. The points allocated to the devotional
pool are not used for calling upon Miracles, but traded for ben-

efits referred to as boons.

Boons

A boon is a favour granted by an entity as its side of the deal in
a Pact. This is something that directly enhances the dedicator
in some way. The cost of a boon in dedicated Magic Points is
provided in the table; however, as Pacts are always negotiated
agreements the Games Master is free to adjust these costs as

appropriate to each situation.

Boons are permanent effects and continue for as long as the
Pact is in place.
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Pact DebicarioN CosT
Standard Skills: 1 Magic Point

Professional Skills: 2 Magic Points
Magical Skills: 3 Magic Points

Boons
Boon ErrecT
All skill tests in the chosen talent are one
Talented .
grade easier than normal
Touched by Genius Boost the Critical Range of one skill by

1d4+1

Characteristic Boost

+1d3 per Characteristic (except POW),

up to species maximum.

2 Magic Points

If Characteristic is at or below average

prior to taking the Gift: 1 Magic Point; if
Characteristic is above average: 2 Magic Points;
if Characteristic is 18+: 3 Magic Points

Bestows a permanent effect taken from

the Folk Magic section of RUNEQUEST.

1 Magic Point

1 Magic Point If the skill is already 50% or
higher. 2 Magic Points otherwise.

Folk Magic Effect As for the Curse Folk Magic Spell, but
the effects can also be benign
+25% or an increase to 90% (whichever
Mastery is higher) in a skill relevant to the deity’s
nature
Possession Covert possession by a cult spirit

The examples provided here are not exhaustive, and you should
feel free to use the sample Gifts provided on page 292 of
RUNEQUEST as alternative boons. Instead of a magical enhance-
ment there may be some other benefit provided to the dedica-
tor. It is said that certain schools of sorcery have been founded
on magical knowledge imparted as part of a Pact. Demons have
given service, magical artefacts acquired, religions founded and
disasters averted. There are no hard restrictions on what is pos-
sible to achieve through a Pact. Even the destruction of Kor
antis may have been the result of a Pact between the Jekkarene
queen and Father Ocean.

Games Master Note: When assessing the cost of a boon, bear in mind that
a greedy demon or godling will charge as much as it thinks it can get, and a
canny one may disconnt the cost, at least to start with, to encourage mortals
to enter into the deal in the first place. It should always feel like a gennine
sacrifice — 5o if a character who seeks a boon has an abundant supply of
Magic Points, this is an opportunity for the entity they are bargaining with

to demand more!

Pact Terms

Unlike normal Theist practise a Pact is not expected to be a
permanent devotion, but is a bargain or contract that lasts a
limited petiod of time. It is true that some Pacts are concluded
that are ‘until death shall part us’ and some even extend into the
afterlife; however, many have a fixed term, with a year and a day

being standard.

1 Magic Point per Intensity

Pacts usually have other contractual terms that dictate when
the Pact expires and the devotional pool ceases to exist, but can
include all sorts of provisos, obligations, geasa, quid pro quos
and conditions that are to be adhered to, which may include
providing additional Magic Points to the entity through sacrific-
ing (or Tapping) others. Someone who breaches the terms may
find themselves paying deatly for doing so. It is not unusual
for an entity to take permanent possession of their dedicated
Magic Points if a Pact is breached, permanently reducing the
transgressor’s Magic Points Attribute.

Animist Traditions

Animists recognise that anything that has life — is animated
— has a spirit, and as spirits can persist independently of the
Material World and transitory flesh, the Spirit World therefore
represents a higher form of reality. Hence animists study the
pathways between the Material and Spirit Worlds and seek to
travel them to connect with the greater cosmos. Their traditions
sometimes involve or include the worship of gods, but may
rather treat certain spirits as friends, family and allies. Animism
is often said to be a primitive practice; however, it is not con-
fined to primitive cultures, and the Shaman-Priests of Yegusai
and Zagre are famous examples of animists who ate the reli-

gious leaders of a sophisticated civilisation.
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Shamans

A shaman is a serious practitioner of Animism, someone who
knows Binding, a skill that allows him to negotiate with, combat
and bind spirits. These spirits are then under his control and
will submit to his commands, performing a service or perhaps

augmenting his power with their own through spell-like effects.

A very few people are able to project their souls into the Spitit
World. This ability, the Trance skill, is usually unlocked through
a rare talent or divine gift, a form of mysticism, or is replicated

through recourse to a Miracle or powerful drugs.

Ganes Master Note: When entering a Trance entirely through the use of
drugs, the Shaman’s Trance skill is equal to the Potency of the drugs used.

Traditional Spirits

Each animist culture or cult has certain types of spirits to which
it is allied, referred to as Traditional Spirits. These allied spirits
can be summoned using the Binding skill and will usually nego-
tiate the terms on which they grant favours or provide service,
rather than require the animist to force them to submit to his
power and bind them. Followers of an animist tradition who
acquire or are given control of a Traditional Spirit to use can do
so using their Rites (Own) skill rather than Binding.

ALTERNATIVE
MAGICAL SYSTEMS

In Thennla magic is used through a vatiety of arts that opet-
ate according to a variety of principles — but they are all sim-
ply alternative techniques for accessing and manipulating the
same forces and are not exhaustive. It is quite possible for new
approaches to magic to be discovered, encountered or invented.
Like great artistic movements, schools of sorcery may flourish
then disappear, spawn some avant-garde and revolutionary new
approach, or find themselves the subject of a revivalist move-
ment long after their original aims and purpose have been for-
gotten. They may dominate a whole culture, or be the product
of a single insane genius. As Games Master you should feel
completely free to borrow alternative systems of magic that are
compatible with the RUNEQUEST system or invent new ones,

if it adds colour and excitement to yout interpretation of the

setting,

THE RUNES OF RUNEQUEST

Runes of one sort or another are used by most of the world’s
cultures. These are just a part and parcel of the tool kit of
any magician, the written or inscribed form or magical words,
thoughts and actions. Some people maintain that there are
higher forms of such symbols that have universal significance
and potency and from which the marks made by human hand
draw their power. A true grasp of runes is revealed to humanity
only through a lifetime of study, or through the agency of some

supernatural entity.

Runic Variations

If you decide to make use of the RUNEQUEST runes in play, the
following changes apply in relation to Thennla.

Elemental Runes

These are limited to Air, Earth, Fire, Water and Flesh (use the
Moon rune for Flesh). Darkness is not an element in the Mate-
rial World, but it can be in the Many Hells, from which shades

can be summoned.

Form Runes

There is no Dragon rune (draconic and serpentine life is cov-
ered under the Beast rune). Instead, this rune represents ethe-
reals, supernatural creatures who can shift between material and

ethereal forms.

Power Runes

Law and Chaos do not exist as powers.

Condition

Condition runes include Chaos, which is a state in which the
natural order is dissolved or overturned, the impossible can
happen, but in which there is enormous danger. Philosophers
disagree over whether Chaos is the primal state of the cosmos,
its final destination, or both.
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KORANTINE
WEALTH

n this chapter, you will find information on your characters’
living costs as well as prices provided in Korantine Silver
Pieces for some common items of equipment, goods and

services.

CURRENCY

The Korantine Silver Piece (SP) has higher purchasing power
than the standard RUNEQUEST equivalent. This is because it is
a bullion coin, one that contains substantial silver content —
around 4.5-5g. It represents a decent day’s wage for a skilled
worker, and is rather more than is needed for an individual to
get by on if living a frugal lifestyle.

A Korantine SP is equivalent to:
& 2 State Silvers (SS), coins issued by the mints of individ-
ual city states
© 1 day’s wage for a skilled worker
& The daily cost of living for a man of property

€& The daily cost of living for a poor family (2 adults and
their children)

€& A Peck (6.67kg) of grain, enough to grind flour for up to
20 loaves of bread

There are two other bullion silver coins in circulation that have
equivalent value to the Korantine SP: these are the Sharranketan

Dinar and the Gleam, a rarely-seen coin minted in Sorandib.

State Silver

Silver coins are minted by individual Korantine cities in varying
degrees of purity. Irrespective of their actual size and weight,
the silver content is much lower than for a Silver Piece — either
a small coin of high purity or a larger coin containing a propot-
tion of base metal. These coins now form a de-facto second
rank of silver coin, typically called Small Silver (SS), trading at
two to the bullion Silver Piece.

One SS is equivalent to:

€ 2 Bronze Pieces (BP) or 5 Copper Pieces (CP)

€ 1 day’s wages for an unskilled worker or for a citizen on
militia duty

& The daily bread for a family (2 adults and their children)
& 1kg of good quality meat

€ A round of drinks at a tavern (2 bottles of basic wine or
2.51/5 pints of ale)

Small Silvers are very common currency, and are equivalent
to the Taskeen issued in the Taskan Empire and the common
Dinars issued from Morkesh and the Sultanates of Djesmirket.
They are much less useful than Silver Pieces for international
travel and exchange outside Korantia, because everyone knows
the silver content can vary wildly, as can the ability of the issu-

ing city to guarantee them.

Some states issue bronze coins (BP) at 4 to the SP instead,
which saves depletion of silver reserves.
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QGold Coins

Gold coins are hardly ever seen and even more rarely used.
The most common are the Imperials minted by the Korantine
Emperor; and, being larger than SPs, they trade at 20SP for
one Gold Imperial. However, Imperials minted prior to the
catastrophe that destroyed the ancient capital of the Korantines
often carry a higher value than recent issues.

Silver Piece minted in 1 estrikina.
The coin depicts the god Arribeus
on both sides and is known as a
Four Header’. 1t is common prac-
tice for any Silver Piece being used
in a coin toss to be checked that it
is not of Vestrikinan origin...

One GP is equivalent to:

© 20SP, 40SS, 80BP or 200CP

€ The weekly living cost of a rich man

€ The monthly wage of a lowly henchman

€ The price of a hoplite shield, or a sheep

& The cost of a smart banquet for 5 people including high

quality wines, a variety of meat and fish, serving staff and

entertainment

Copper Pieces

Smaller copper pieces (pennies) are issued that generally trade
at 10 to the SP. These CP have retained the same notional value
over the centuries, so there are many very old, worn coins still

in circulation. You can purchase a loaf of bread using a single
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CP, and two loaves of bread is enough to provide the necessary
caloties for an adult human to get through the day.

Currency Exchange Rates

Money changers take the first coin and every 20th coin there-
after to change money into a local currency, and rather more to

convert to bullion. The usual equivalences are as shown.

Foreign CoINs OF

C \Y NY
oI EQuUIvALENT VALUE ALUE (SP)
Gold Imperial Thafneving Royal 20
Sharranketan Dinar.
Silver Pi ’ 1
Hver Hece Sorandine Gleam
State Silver Taskeen, Morkeshite ) oop

Dinar, Djesmiri Dinar
Bronze Piece - 0.25

Jekkarene Iron Bar,

Copper Piece 0.1

Taskan Penny

LIFESTYLE AND
CosT oF LiviNg

The Cost of Living table on page 74 shows what a character
needs to spend to keep himself in a lifestyle appropriate to each
Social Class. There will be occasions where an adventurer might
spend a lot of money for a short period of time to give the
impression he is richer than he is, and of course penny-pinch-
ing and miserly characters can lead a rather meaner existence
than is expected of them.

Supporting a Family

To quickly find the additional cost of supporting a family, mul-
tiply the Cost of Living by 1.5. Hence, the daily Lifestyle cost
for a Middling character and his family is 6+(6x 1.5) = 15 CP,
or 1SP and 1SS. This will account for a spouse and up to three
juvenile or elderly dependents and assumes the head of the
household consumes a disproportionate share of its resources.
Other members of the household may be economically active
too, and, in poorer homes, this is frequently a necessity just to

make ends meet.

Minimum Income Qualification

When it is time for a census, the state will want to know what is
the reliable income of the head of the family. Usually nobody
with a living father needs to prove their own Social Class — the
spouse and offspring (even if grown up) of the head of the
family are assumed to share in his status and will only be sepa-

rately assessed when he is dead.

Assessment is made of the minimum dependable income from
assets — land, business, property and other tangible things that
can be counted. It is possible to pretend to a certain status by
spending cash to live the lifestyle, but when it comes to decid-
ing who is entitled to enjoy certain privileges (such as access
to higher cult rank), the assessor wants to know that you have
real property that generates this wealth, so it is referred to as
a property qualification. Cash and treasure, while pleasing and
useful, don’t count.

When a property owner dies, it may be that his estate is divided
up in ways that leave the next generation in a lower Social Class.
Some families like to keep the estate together and disinherit
all but one of the children. Others divide it up unfairly, and a
minority split it up and leave the next generation to make their

own fortunes.

Earning a Living

Being in paid employment is often an uncertain situation, with
job security being a reward for loyalty rather than an expec-
tation. Most jobs pay enough to keep the employee in an
acceptable standard of living, but if the employee has others
to support it is frequently not enough. For this reason it can be
necessary for anyone who is old enough to contribute to the

household income in some way.

The sample jobs found in the Sample Careers table on page 74
provide some guidelines for rates of pay a character may expect
to recieve when in employment. Those marked with an aster-
isk typically have basic maintenance covered, so the payment
represents take home pay. Militia soldiers only receive mainte-
nance when in the field, mercenaries have to be maintained full
time. If they are mounted troops and provide their own horses,
double pay is usual.

Monthly and annual income is in many cases less than the daily
wage would suggest — this is because people don’t work every
day, and only soldiers get paid for days they don’t work. Workers
generally put in an absolute maximum of 312 days per year and
often less — the remainder being one sort of holiday or festival
or another. This even applies to slaves, who are (at least in the-

ory) way too expensive and valuable to kill through overwork.
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MonTHLy CoSsT OF

ANNuUAL CoST OF MiniMuM INCOME

Cost of Living

SociaL CLASS Darry Cost oF WEEKLY COST OF
Living Living

Landless 2 CP 1.5SP

Poor 4CP 3SP

Middling 6CP 4SP

Propertied 1SP, 2CP 9SP

Rich 3SP 20SP

Aristocrat or 125p 855

Land Magnate

Sample Careers
JoB
Slave’s Pocket Money*
Low-Skilled Craftsman or Labourer
Craftsman/Skilled Worker
Elite Artisan
Secretary
Mercenary*
Soldier (Militia)*

Senior military or civilian officer of state

PRrICE LisTs

The typical costs of useful and important items and equipment
are fully listed on page 77. If an item found in RUNEQUEST is not
listed in this book and you think it should be available, dividing
the RUNEQUEST price by five is a reasonable rule of thumb.
Otherwise put, one RUNEQUEST Silver Piece is worth 2CP in
Korantia — but the overriding rule here is common sense.

Each item has an availability rating:
Common: Available even in backwater towns

Uncommon: Most likely available only in cities although a small
city should suffice and even smaller towns may have some of

these things available if a tradesman happens to reside there
Rare: Available only in a city, and probably a large city at that.

Special Order: Not generally available, and to acquire it you must
go to a specialist supplier; probably only in the largest cities and
then one that sits close to the point of origin or is on the right

trade route.

Clothing

Some basic items can cost a considerable proportion of your

earnings. Clothing, in particular, is an expensive necessity;

Living Living QUALIFICATION
6SP 758P None
128p 150SP 100SP
17SP 220SP 500SP
35SP 440SP 1,200SP
858P 1,100SP 3,000SP

340SP 4,400SP N/A

hence, the poorest folk and slaves might have no more than a

Damny MoNTHLY ANNUAL
1BP 6SP 78SP
1SS 12SP 156SP
1SP 24SP 3128P
4SP 92SP 1196SP

1SP, 1CP 26SP 338SP
1SP 28SP 366SP
18§ 14SP N/A

N/A 440SP 5720S8P

simple shift of unbleached wool to their name, or even some-
thing sewn together from scraps. The destitute might still get

hold of animal skins, which are cheaper than woven cloth.

Good clothes truly mark out an individual as someone of
means. The quality of the cloth, the use of dyes and additional
embellishments such as embroidery, fringes or even little metal
adornments sewn into the cloth are all clues to the status of

the wearer.

Korantine clothes don’t have pockets. It’s common to keep a
couple of coins tucked inside a cheek, but anything more needs

a purse (or a servant) to hold your cash for you.

Foods

The staple food in Korantia is wheat. Barley is used for fodder

or as a cheap alternative. Honey is the standard sweetener.

Korantia is a land of wine-drinkers, and in its diluted state, wine

might be taken at any time of day.

Meats are rarely consumed by the poor except on feast days.
Game is hard to come by around the coastal plain of central
Korantia, but the inland cities and particulatly those nearer the
mountains are famed for their hunting grounds that provide

sport for some and free meat to others. The prices here ate
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for flesh, with no particular distinction about what part of the

animal the flesh comes from.

Livestock

Korantines make use of a wide variety of animals, and like any
other society do so at all stages of the lifecycle. Once a food
animal reaches its optimum weight, or when a beast of burden
passes the point at which its value as a carcass is greater than its
value as a working animal, every part that can be is used or con-
sumed. Young animals are always less expensive as they have to
be cared for and fed, and possibly trained, until they can be put
to use. Prices here are for adult animals, ready for exploitation.

Tools

These basic tools are manufactured by blacksmiths and carpen-
ters and do not usually require the work of a specialist. Prices
given here are for tools with metal fittings. Significantly cheaper,
if less effective, versions can often be made without the benefit

of metal parts, and may cost no more than a few CP.

Arms and Armour

A basic panoply for militia service is relatively inexpensive and
typically costs about a month’s wages. The minimum equipment
required is a large shield of the hoplite type or a flat shield (thu-
reos) similar in size to a scutum; a spear; a simple helmet, and
perhaps a sidearm such as a shortsword. Preferred armours are
padded and quilted cloth, typically linen stuffed with wool; scale
armour made from leather, horn or metal, or some composite

combination thereof.

Land and Property

Owning land brings respectability and an annual income so

long as you work it, rent it out or pay someone else to do so.

Korantine writers on such things agree that the right size plot
to support an average family is about 5 hectares. You need a bit
more than this if you practice fallowing and crop rotation or if
not all your land is good for grain, adding up to 10-15 hectares
of arable, pasture, orchard and garden.

The prices given are for good arable land. The best pasturage,
suitable for horses and fine cattle, costs much the same. For

marginal land suitable for olive trees and grazing goats, multiply

price by 0.4; for forestry or uncleared land, multiply by 0.25. For
unproductive land multiply by 0.01. Proximity to a temple or
sacred site that provides reliable divine blessings to agriculture
will increase land prices, because Miracles may be available that

restore fertility to tired soil without leaving a field fallow.

The cost of dwellings is for something built to order or already
standing. In the countryside, most people build their own sim-
ple houses at minimal cost and pass them onto future genet-
ations, who then fight to keep them standing until it reaches
the point when it is easier to plunder the ruins for building

materials and start over.

A hectare of good arable land requires 20SP’s worth of seed
corn and will deliver a yield of six times the seed sown, gener-
ating a net return worth 100SP (0.67 tons of grain). In particu-
larly good soils or with generous magical support it is possible

to as much as double that return.

Transport and Shipping

Transporting goods by land is vastly more expensive than doing
so by sea. Cities of any size are almost always on or close to the
sea in order to make shipping commodities and other goods in
and out a viable process. The following costs give an idea of
how much it costs to ship a big load from one place to another
— or alternatively, the sort of money a character can charge for
doing so himself. These costs include all hands required to do
the job, as well as the use of the ship, wagon or beast of burden.
Guidelines are also provided here for acquiring watercraft and

wheeled vehicles.

Metals

The key metals in regular use all occur naturally and do not need
alloying. Bronze is a yellow metal found all over but particularly
used in the West and by the Oceanic races. It is favoured by
some because it does not readily corrode (hence its popularity
among seafaring people) and is very showy when polished up
to a shine. In the East, the grey metal iron is more common for
everyday purposes but though it has similar practical qualities to
bronze, it is particularly prone to corrosion if not well looked
after. On the plus side, it can be turned into steel, in which case
it is more durable and can hold a better edge.
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Trade Goods

The largest volumes and values of trade are conducted in com-
modities such as grain, timber, metals and slaves, much of which
arrives in Korantia from the northern colonies such as Mersin
and Keba. Foreign goods and exotic luxuries reach Korantia’s
coastal cities from as far afield as Kipsipsindra or Assabia, but
the landward trade with the Taskan Empire is rather limited in
volume, given the difficulties of overland travel and the inter-
vening mountains and barbarian peoples. There is very little
trade with the Jekkarid to speak of due to traditional enmities,
but Jekkarene goods, when they appear, consequently have a

cachet among the wealthy classes and command a high price.

The Trade Goods table provides a variety of trade goods avail-
able in Korantia that are brought in from foreign lands. All
items should be considered Rare or Special Order.
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KORANTINE

PRICES

Clothing Meat
ITEM AVAILABILITY Cost ITEM AVAILABILITY Cost
Basic tunic or shift of Pork Common 5CP per kg
inbleached wool, for a Common 28P Mutton Clommimon 1SP per kg
° ‘axe or pea‘sant Goat Common 4CP per kg
Simple Tunic Common ISP Beef Uncommon 6CP per kg
i , ; ] C
Talllored and Dyed Tunic Uncommon 9SP Game bird, c.g duck, o 155D per bid
Tailored, Dyed .and Uncommon 15-50SP partridge, pheasant } '
Decorated Tunic ;
Poultry, domesticated fowl .
Basic Cloak Common 1SP, 2CP e.g duck or chicken Common ISP per bird
Fancy Cloak Uncommon 5-10SP Venison Uncommon 5CP per kg
Basic Shoes or Sandals Common 8CP Cinsieenns and Pamiman
; . Rare 8CP per kg
High Status Shoes Rare 1SP, 5CP Saltwater Fish
Straw Hat Common 2CP Other Saltwater Fish Rare 5CP per kg
Leather Hat Common 1SP Freshwater Fish Uncommon 3CP per kg
Military or Working Boots Uncommon 1SP, 2CP Preserved (salted) Fish Uncommon 2CP per kg
Fine Wool, 1m wide Uncommon 1SP per metre
Cotton, 1m wide Rare 1.5-2SP per metre Drink
Drink Notes AvarLasiLity  Cost
Food Staples Morado from
ITEM AVATLABILITY Cost Agissene and
Loaf of bread Common 1CP Wine. Fine Solarnian from Rare 28P per
Barl c 1CP " ? Himela are the most litre
arey ommon perkg widely celebrated
Wheat Common 1.5CP per kg wines
Rye Common 1CP per kg The hill country
Honey Common 1SP, 2CP per litre between Hatrya,
: Wine, Good Nol d U 1SP per
Barley Flour Common 2CP per kg 1ne, 500 © e.stra an ncommon litre
. N N Remoria is the largest
Wheat Flour Common 2.5CP per kg producing region
Salt Common 1CP per kg locally produced and
Olive Oil Common 1SP per litre ) ) blended, and slightly 2CP-4CP
Wine, Basic . ? > Common .
diluted before it is per litre
sold to the market.
Considered a
barbarian drink,
but consumed as a
refreshment. The
Ale, Premium poorer sort may be Common ZCP per

available at 1CP for litre
a large 2L pitcher, or

free with food, and

is often provided to

slaves.

77




SHORES OF KORANTIA

Livestock
ANIMAL Nortes AVAILABILITY CosTt
Ass/
Donkey Common 35SP
Usually kept to be rented
to other famers. A Camtric
Bull Bull is the gold standard, Common 80SP
but rarely seen except on
the estates of the wealthy.
Oxen are a vital resource
Draft . . .
Ox for pulling both wagon Common 65SP
’ and plough.
Milk Common 45SP
Cow
Favoured for beasts
of burden; a good
Mule . Common 100SP
compromise between
strength and speed
A young pig may reach
Pig 60kg but fully grown Common  25-60SP
they can reach twice that
weight.
Pony
or Pack Common 130SP
Horse
Careful selection and
Racin. care produces a premium
S animal. Spirited, but Rare 400-600SP
Horse
probably not a patch on an
Assabian thoroughbred
Korantine horses are all
Riding of the same baslc't):pc Common 2755P
Horse whether used for riding,
hunting or wat.
Korantine wool is well
regarded, and flocks are
Sheep often kept close to home Common 10-20SP
rather than out on the hills
where exposed to raiders
Tools
ITEM AVAILABILITY CosT
Adze or Hoe Common 1SP
Axe, Hatchet Common 2SP
Axe, Tree Felling Common 3SP
Pick Common 3SP
Ploughshare and Board Common 7SP
Scythe Common 1SP
Shovel Common 1.5SP
Work Maul Common 1SP
Yoke for Oxen* Common 10SP

Armour

ARMOUR

Stiffened Or
Padded Cloth
Or Leather
Cap, Helmet
Or Hood,
1AP, 1 Enc
Simple

Metal Or
Composite
Helmet, 3 AP
2 Enc

Fancy Metal
Helm With
Crest 5 AP, 4
Enc

Metal Helmet.
Premium,
Full Face 6
Ap, 5 Enc

Scale Armout.
Leather Or
Horn 2AP,

2 Enc Per
Location

>

>

Scale Armour,
Composite
3AP, 3 Enc
Per Location

Scale Armout,
Bronze Or
Iron, 4 AP,

3 Enc Per
Location

Padded Cloth
Or Leather
Armour, 2AP,
1 Enc Per
Location

Laminated
Linen
Linothorax
Cuirass 3AP,
2 Enc Per
Location

Half Plate
Armout,
Bronze Or
Iron 5AP,
4 Enc Per
Location

*Complete with tracers and harness. Can also be hired at a rate of 4 SP per month

NoTtEs AVAILABILITY
Uncommon
Uncommon
Rare
Rare
Rare
Rare
Some linothorax
armour incorporates
. P Rare
scale into the chest
or abdomen area
Uncommon
A single armour
piece protecting Rare
chest and abdomen
A Korantine wartior
usually only has plate
armour on selected Rare

locations rather than
full body

CosT

6SP

128p

30SP

50SP

15SP per
Location

20 SP per
location

25SP per
Location

5 SP per

location

248SP per

location

60SP per

location
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Bows and Accoutrements

Bows, Et1c

Hunting (flat)
bow
"Kitanian"
(composite)
bow. Statistics
as for recurve
bow

Arrows

War or
specialist
Arrows, each
Simple quiver
Case and
quiver for
recurve bow

Shields

SHIELDS

Buckler

Hoplite
Shield/
Clipeus

Militia shield/
Thureos

Skirmisher
Shield/Pelte

NoOTES

Most examples

in Korantia are

imported from
Assabia or, more
rarely, from Kitan

NoOTES

Carried by some
swordsmen and

missile troops

Preferred by some
militias and pattiotic
bands
A large oval shield
with central grip,
covers up to 5
locations
Standard light shield
for skirmishers and
marines

AVAILABILITY

Common

Special Order

Common
Uncommon
Common

Rare

AVAILABILITY

Uncommon

Uncommon

Common

Common

(@fe ¥

28p

40SP

1CP each

2CP each

1SP

58P

(@fe ¥

15SP

20SP

18SP

8SP

Weapons

WEAPON

Club

Dagger

Dart

Falchion

Horseman’s

Sword

Javelin Or
Hunting
Spear
Mace Or
Battleaxe

Militia Spear

Shortsword

Nortes
The most basic
weapon, but capable
of being customised
to provide +1
damage for an extra

1SP

A small javelin, or
shorter dart with lead
weight
Korantine examples
are usually S rather
than M length, with
a straight back and
curved, single cutting
edge
A longer weapon
providing sufficient
reach to strike from
horseback. Use the
Broadsword statistics
from RUNEQUEST.

Rarely used as
military weapons
Short Spear
The standard
sidearm, a short leaf
ot straight-bladed
double edge sword

AVAILABILITY

Common

Uncommon

Uncommon

Uncommon

Rare

Common

Uncommon

Common

Uncommon
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Transport and Shipping

TraNSPORT Nortes Cost
Cost of moving goods by open Typically by merchantman between major ports, each vessel carrying 75-100 tons, ~ 2SP per ton per
sea but some capable of carrying 250 tons or more 100KM

Typically by ox cart, each cart moving circa half a ton per ox, and some carts are so
massive as to have 16 animals to draw them. Cost includes pay for driver and boy,
. ; : . 50SP per ton per
Cost of moving goods ovetland fodder, etc. A ton of goods might need a string of 8 or more pack animals to carry 100KM
it, depending on whether you are using donkeys, horses, mules or camels and how
heavily you are prepared to load them.

Cost of moving goods by river or Typically by small boat, barge or lighter; often an oared vessel. Capacity of 5-20 10SP per ton per
by short coastal routes tons is typical 100 KM
. . : . . . . 200SP per ton of
Construction of merchant ship To build and outfit a merchant ship, not including magical enhancements. cag :Zit;n °
To build and outfit an oared galley, not including magical enhancements. Korantine
. . : . - . . 200SP per
Construction of oared warship examples from before the Cataclysm are said to have sometimes had multiple , .
. X rower's station
banks with up to 300 men at the benches.
Fishing Boat Small boat suitable for river, lake and coastal fishing, with a crew of up to 3 men 150SP
Ox Wagon or Cart A big vehicle with four solid wheels capable of hauling a ton or more of bulk 24SP per half ton
goods, drawn by teams of oxen. of bulk capacity
Litter Used by people of rank in city streets where mounts and carriages atre neither 20SP
permitted or not practical
Metals
ITEM NortEs AVAILABILITY Cost
Bronze is more expensive than iron as it is less common and also has useful properties such as 5SP per
Bronze g . ) . . . Uncommon
being resistant to corrosion and able to be polished to a shine. kg
Coppet’s chief use is for cheap utensils and minting low value coins that have no real bullion 3.5SP per
Copper Common
value kg
Desirable as the standard metal for practical use in tools, weapons and construction, iron is N 3SP per
Iron . Common
abundant and relatively cheap kg
. Bullion value. 1 kg of silver can make 160 bullion coins (Sharranketan Dinars), and this 200SP
Silver . . . Uncommon
provides the benchmark market price for the precious metal per kg
1 Korantine . \ -
Talent 1.875kg of gold, enough to strike 180 GP 4,5008P
1 Taskan Bullion value of 1 kg of gold, traditionally 12 times the same weight of silver 2,4005P
Talent per kg
Land and Property
REGION/PROPERTY TYPE NoTEs AVAILABILITY Cost
An urban house suitable for a family.
Probably 2-4 rooms at most, flat or tile-
House roofed. It may have a very small yard or Common 3,000-6,000
kitchen garden, and if in the country, space
for domestic animals
A house that includes separated rooms
Fine House for entertaining, cooking and sleeping, a Uncommon 15,000-40,000

servants’ area and possibly even plumbing
Capable of impressing any visitor, and home
to a whole establishment of slaves as well
Grand House or Palace as the owner and his family. On the whole, Special Order 100,000-250,000
showing off in this way is frowned upon — it

is the mark of a tyrant.
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Land and Property

REGION/PROPERTY TYPE OTES AVAILABILITY
R /PROPERTY T I\ A
Good arable land is cheaper the further

Northern Korantia and colonies away you go from the crowded coastal Common 300-400SP per hectare
plain of central Korantia.

Choral land in the more isolated cities in
the shadow of the Ozyrian mountains is

rarely on the market, but local magnates

Mountainside Common 500SP per hectare

may buy up arable hectares in dominion
territory, and these are usually situated in
valleys up in the hills.

A 4 hectare farm of which half is arable,
the rest being marginal land with a little
Small Farm garden and space for pigs and goats. Common 1,500SP — 3,000SP
Includes a cottage and rudimentary shelter
for livestock

A 20 hectare farm suitable for a family

of the "Propertied' class, of which at least
half is arable but which may specialise

with orchards, additional pasturage,

Large Farm Common 10,000SP-18,000SP

grain, market garden and other resources.
Includes a small house and additional
cottages, outbuildings and shelters, granary
etc
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Trade Goods

ITEM AVAILABILITY

For a typical collection of verse, or a short treatise

on a historical, geographical or philosophical topic 10SP-20SP

Books

Sharranket has a monopoly on the raw material,
Carved ivory which is worked into plaques, boxes and furniture 250SP per kg
decorations before selling on

Due to their possible size, these ate typically assessed
by the square metre. The hides can have a variety

of textures and colours, and are used for the most 300SP per Metre

Dinosaur Hides from Fierla

exotic armours

The drug is rare enough in Korantia not to attract

any official notice ot control. 60SP per kg

Fengo Hash

Sometimes used for hunting, but mostly for guard
Marangian War Dogs duty or kept by a Patriotic Band for use in bringing 75SP each
down thieves and bandits

Slave, child or elderly 25-100SP

Slave, specialist or exotic 200SP-400SP

Extremely rare and valued items retrieved from the
Wyrmstones skull of one of these fearsome monsters. Hardly any
ever appear on the market

1,0008P x square of the Magic Point
capacity.
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CULTS

orantines worship a Celestial Court of gods, each of
whom is responsible for an aspect of life relevant to
the day-to-day workings of a well-ordered society.
Lanis the sun god is the head of state; his prime minister is
Anayo, whose wife Orayna is Queen of Heaven and Mother
of the Nations. They are assisted by Estrigel, the court’s herald,
and Kos, its guardian and enforcer. Around them are at least a
dozen important deities and scores of lesser ones, each with
its own part of human society and state for which they take

responsibility.

MYTHOLOGY

For the Korantines, as for most people, myth plays a rather
minor role in their conception of the divine and of the nature
of the gods. The fact the gods demonstrably exist, and their
power is visibly at work through their mortal followers, means
there is no particular role for myth to play in determining beliefs
and practice. Myths are simply a corpus of moral, romantic or
amusing stories that are learned as children and told around the
family hearth. They serve to illustrate the nature of the gods,
but in doing so make them appear more human and approach-
able than they really are. They also teach some of the essential
dynamics of the roles each deity may play in the cosmology, in
relation to humanity and to one another. Myths do not have a

magical role, and do not convey any particular esoteric meaning,

Human action can change the cosmos and, in so far as deities

are more or less immutable entities, it is their representation by

mortals and the extent of worship they receive that changes
their nature by regulating the power they enjoy and their capac-
ity for action.

THE LEGENDARY PAST

Legends and traditional narratives of the past are more func-
tional and important than myths about the gods. Human his-
tory, and the role played in it by gods and the cults that hon-
our them, reinforces many attitudes and behaviours that are
reflected in religious practices. The legendary narrative of past
events is the one that is familiar to most people, whether or
not it accords with the existing annals, and is relied upon where
historical records fail completely — and many annals and his-
tories were lost when Korantis was destroyed by the Ocean.
Legend is also regarded as a perfectly adequate record, even to
the point that it can be cited in court as evidence. Scholars are
of course awate of the potential divergence from what really
happened, or the existence of competing legendary traditions.
While both legend and recorded history tend to describe past
events and their causes as driven by human and divine actors,
legendary tales will emphasise the role of character and moti-
vation, and produce a more satisfying drama. As a result the
legendary narrative is the one deployed in poetry and song, and
in dramatic performances — and ultimately in the religious rites

of the community.
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Gobs oF KORANTIA

The most commonly worshipped deities in the Korantine pan-
theon are as follows:

Anayo, The Ruler
Anyone playing a role in public political life worships this deity.

His initiates form the bulk of a city’s council.

Orayna — Queen of Heaven
Anyone who is a citizen of a Korantine city-state must have
dedicated 1 Magic Point to their local city goddess, each of

which represents an aspect of Orayna.

Kos — The Quardian

Death god, celestial court enforcer. His worshippers are those
who protect the civil state, and those who enforce and imple-

ment its decisions.

Sabateus — God of Trade

His cult in each city maintains relations with its counterparts

in other cities, and regulates trade and exchange between them.

Estrigel — The Herald

God of language, oratory and poetry. Estrigel appears to be an
old Thennalt divinity, adopted into the Korantine pantheon as
herald to the sun god. His cults are generally very small, per-
haps a specific family who are responsible for the duties of
town crier. However, he is also worshipped by those who make

a living through public speaking and recitals.

Lanthrus — The Toiler

God of labour and suffering. A minor deity except in times
of social unrest, in which he acts as a rallying point for the
oppressed poor.

Pyrolus — The Sailor
God of navigation and sailors. Ships are consecrated as shrines
to this deity. His power is only over travel on the surface of the

ocean, not the waters themselves.

Torthil =The Stout-hearted

God of agriculture, smithing and war. The most widely fol-
lowed deity by the men of Korantia.

Veltis — The Destroyer

Goddess of war and discord. Represented as a fearsome hound,

she is kept in chains, ready to unleash on an enemy state.

Lasca Veltis — The All-Seeing.

Goddess of wisdom and divination. Her followers are mystics,
but her name is called upon by any who pray for some insight

into their future.

Tarankis — The Maker
Goddess of crafts and building.

Semordis — The Saviour

God of healing and protection from evil spirits.

Arribeus — The Singer

God of performance, song, spring and the birds of the air.

Sheylo — The Warm Earth

Goddess of wheat crops, fertility, and the soil.

Zolesta — The Cold Earth

Goddess of butials, mourning and the underground.

Diotima — The Ocean-Mother

Goddess of fishes and fishermen.

Dagomar — Father Ocean
God of the deep water and lord of both Inner and Outer
Oceans. Considered a hostile deity who must be propitiated,

not a core Korantine divinity.

Palaskil — Lord of Storm

Ruler over the waves, storm and rain clouds. Palaskil sometimes

replaces Torthil as the most popular deity for male citizenry.

CULT STRUCTURES

Korantine cults operate largely in accordance with the standard
form set out in RUNEQUEST.

Common (Lay) Members

The common members of a cult are those who attend worship
because the cult’s role in the city’s life is one that directly affects
them. Hence if the militia is summoned, all those who present
themselves for service are considered lay members of Torthil’s
cult until they once again lay down their arms and return to
their civilian occupations. Some cults accept lay members who
are not citizens due to their involvement in its sphere of inter-
est and so engage children, slaves and resident foreigners in the

religious community.
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Initiates

Initiation in any state cult is only allowed to those who also
qualify as citizens. In most cases, this means they have already
become citizens but there are some instances where a cult
admits those who have not yet reached their age of majority
and so are not yet enrolled. Some cults have restricted num-
bers of active initiates, and in these cases, a candidate will be
automatically rejected if there is not room or requirement for

additional members, irrespective of their credentials.

Restrictions by Social Class

Initiation in a Korantine cult is often restricted according to the
applicant’s social class, because their cult rank and their status
among the citizenry are directly related. Wherever this occurs
the applicant’s social class is measured according to their prop-
erty qualification, which conforms to the divisions given in the
Character Creation chapter. For most purposes ,the Aristocracy
is merely a sub-set of the Rich; however, in rare cases, a pat-
ticular priesthood or office may be restricted to a member of a
specific family. A democracy like Himela places no such restric-

tions on membership, as a matter of principle.

Sometimes social class brings with it compulsory cult member-
ship. For example, the militaristic state of Tugara insists that all
its property-owning male citizens between 17 and 46 years old
maintain themselves as initiates of a military cult unless given a

specific exemption or found unfit for service.

Gender Roles

Korantines observe carefully drawn boundaries for gender
roles. In the state religion that regulates so much of daily life,
deities are identified as male or female. While lay members of

each deity’s cult can in most cases be of either gender, for ini-
tiate rank and above it is normal that only women may serve a
goddess and only men may serve a god. An interesting excep-
tion is the worship of Arribeus, where it appears that so long
as his worshippers remain adolescents their gender does not

matter. Even here, the adult supervisors of the cult are all male.

Acolytes

Acolytes are people of status who are set up to perform a
specific role for the community such as army general, govern-
ing magistrate, judge in the law courts, merchant syndic and
so forth. Achieving this rank may be a result of election by
the whole citizenry, co-option from the existing acolytes, or
appointment by the priests. Eligibility is subject to a host of
conditions that are more stringent versions of those applied to
citizenship. These often feature a minimum or maximum age
limit.

The appointment of any person to an acolyte position that ful-
fils a key office of state is in some way subject to approval by
the citizenry. Failure to do so is the hallmark of tyranny.

An acolyte has access to the cult’s Folk Magic and Miracles, and
in many cases will benefit from a divine Gift. In addition, aco-
lytes in one of the state cults may be able to access an Extension
spell, although in most cases it does not have the open-ended
duration of the priestly version, but is limited to their tenure of
office. He will have very specific duties and obligations to fulfill
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that leaves very little free time. For an acolyte, adventuring is
usually something he can do only if it is part of his duties for
the state.

Restriction by Time

Many cult positions are held for a fixed period of time in order
to prevent individuals from monopolising the power that goes
with them. This is routinely the case with senior cult ranks rep-
resented by acolyte status, but some initiations and even some
priesthoods are restricted to a fixed term. Cult appointments,
for example, into the ranks of a militia unit as a junior officer,
may only last for the duration of a campaign or war, and like-
wise initiate and acolyte positions that

bring with them a government post

tend to be for a period of 1-5 years.

Priests

The chief purpose of a priest is
ensuring the proper performance
of the state rituals that the cult is
responsible for, maintaining the mag-
ical resources, temples and sacred
objects of the cult, and imparting
their knowledge to the cult’s mem-
bers. Priests act as advisors to the
acolytes, but in most cases are them-
selves restricted from public office
or placed under taboos that prevent
direct participation in the affairs of

state.

CuLt MAGIC

Korantines access blessings from their civic deities as normal.
Those of initiate rank or higher in a cult have a devotional pool
and can exhort their deity to send them Miracles.

City-GobbpEss CULTS

A Korantine city is a goddess, one that is created solely by and
for its citizens to represent a fragment of Orayna, Queen of

Heaven, that is exclusively theirs and is known by the name of
the city.

Creating the Goddess

The goddess of a city is born at the founding of a new com-
munity, when the citizens-to-be create a pact that binds them
together as the community. The goddess embodies the identity,

the laws and customs, and the community’s well-being,

At the foundation of the city, every new citizen, both men and

women, dedicates a personal Magic Point to the goddess under

a Folk Magic rite Loyal Oath. The Magic Point dedicated by

each citizen is not available for the character’s Devotional Pool,

not can it be recovered until or unless the citizen is excom-
municated or formally renounces his
citizenship. Instead, it contributes to
maintaining the existence of the god-
dess and acts as the glue that binds
the city’s relationship to other deities
in the pantheon.

The accumulated dedications of all
living citizens adds up to the power
of their goddess. The bigger and
more populous the city, the more
powerful its goddess; if a city suf-
fers calamity and disaster, its citizens
killed ot scattered to the winds, the
goddess dies too.

Some of this power is available to
provide for the magical protection
and enhancement of the state. The
First Matron, the woman chosen to
be city-goddess’ acolyte, can cast the
Consecration Miracle with an area of
effect of up to 0.3 hectares for every
citizen who has submitted to the constitution. Certain Miracles,
such as the city-goddess’ own Fortify spell and even some pro-
vided by other deities in the pantheon, have as the area of effect
the consecrated boundaries of the city, irrespective of the cast-
er’s POW. It may also be used to propitiate potentially hostile
entities that could threaten the city, or to ward off supernatural
attacks. Smaller states who do not have the requisite power may
call upon the magical umbrella of larger states for protection by

divinely sanctioned treaty.

Citizens (Lay Membership)

Every free and native-born person is expected to join the city
cult as a lay member upon coming of age. Cities have differing
views on what constitutes native-born, the more democratic the

city, the more stringent its requirements.
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In most cities, it is enough to be resident and have a single
citizen parent to automatically qualify; some states are much

stricter and requite that both parents are citizens.

If a character does not automatically qualify by birth, then their
enrolment may take place at a later time when they meet the
criteria imposed by the city’s particular laws and customs to
consider other applicants. In these cases, the candidate needs
a sponsor; often this is a spouse or adoptive parent, a former

master if a slave is given freedom, or a local host if a foreigner.

The rites of admission to the cult and to citizenship take place
during the festival spanning the two intercalated days in the
Korantine calendar that precede the

New Year.

Once entered on the rolls, the new cit-
izen partakes of the same rights and
obligations as were settled upon by the
original founders as the ancestral con-
stitution. In particular, they will now
meet the most basic qualification for
joining other cults, which is to be a cit-
izen. A citizen gains a Loyalty (Home
City) passion at 30+CHA+POWY%.

The new citizen can join one of the
many other cults in their city that will
give them access to a particular profes-

sion, and support a pursuit of it.

Obligations

Citizens are obliged to put themselves
forward for public duties such as mil-
itary and jury service and attend pub-
lic meetings and cast their vote when

required to do so.

Restrictions
The Restrictions of the cult ate the laws of the city and its
people.

City Matrons (Initiates)

City cult initiates are all women. Their role is to maintain the
city’s spiritual and social health and vitality. Their duties involve
both formal ritual tasks, such as keeping the goddess’ temple
in good order and preparing for the main rituals of the year, to
orchestrating the informal networks of wives and mothers who
exert influence on the city’s menfolk from behind the scenes

and determining who can make or break an application for cit-

izenship or even a bid for public office.

The initiates look after the register of citizens, maintain the
city’s sacred boundaries and act as curators of the object that
forms the centre of the cult, whether that is a statue of the
goddess or some abstract representation such as a sacred flame.

Acceptance as an initiate requires the candidate is married and
has had at least one living child that survived to the age of
seven. In many cities, there is a minimum Social Class require-
ment. The candidate will also be tested for worthiness accord-
ing to her command of cult skills, of which at least five must
be at 50% or more. The test is abstracted to
success in three out of five cult skill tests.

Cult Skills

Craft (usually weaving or spinning), Custon, Devo-
tion (city goddess), Exhort, First Aid, Influence,
Insight, Rites.

Magic

Female lay members may learn one or two
of the cult’s Folk Magic spells, which are all
available to a worshipper of initiate level
or higher: Calm, Cleanse, Heal, Ignite, 1.oyal
Oath*, Preserve, Repair.

*The Loyal Oath spell is the rite by which a citizen
is enrolled and is administered on behalf of the
new citigen, who provides the Magic Point. The spell
lasts until cancelled by a priestess of the cull, or the
recipient formally renounces their citizenship or dies.
Until that time the Magic Point spent to cast it

remains reserved to the city-goddess to use.
Some city-goddesses have variant or additional spells available.
City-goddess cults typically offer the following Miracles:

Backlash, Consecrate, Excommunicate, Extension®, Fortify, Lay to Rest,
Pacify

*The city-goddess’ Extension spell operates only for Miracles cast within

the city’s consecrated area.

First Matron (Acolyte)

The role of acolyte is specifically granted to the wife of the
city’s leading man. Her role is honorific, but may bring a gift
in the form of additional fecundity, enduring beauty, or the

chance to return a critically ill loved one to good health.
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Mothers of the City (Priestess)

Access to the priesthood is generally restricted to women who
have passed 42 years of age and have at least one child grown
to maturity and now a citizen. In practice, three children is
regarded as the minimum qualification, and a mother’s status
is a highly dependent on the status and achievements of their
children. The mother of a war hero, for example, is far more
likely to be elected by her peers to the highest offices in the cult.
The status of a woman’s husband, whether he be living or dead,
is supposed to be specifically excluded from consideration as
the priestesshood is entirely bound to the character and status
of the lady herself — something that the achievements of her
children are said to signify and embody.

The Miracles produced by the City Mothers can have an area of
effect equal to the sacred boundaries of the city.

LAnis: SuN Gob,
EMPEROR, KING

Korantia’s sun god is a warrior, adventurer, hero and ruler, and
his cult encompasses all the prowess that is so celebrated in
Korantine Society. Lanist society is an education system all of
itself, an exclusively male club where the kind of heroic war-
riors the cult celebrates are produced through a system that has
lasted for centuries. His worshippers are organized into sub-
cults comprised of age classes, and as they move through these
sub-cults, they will play a role that is most suited to their time
of life, skills and experience. These sub-cults also correspond

to cult rank.

Mythos and History

Lanis is the ruler and lord of the heavens, and in his fiery jour-
ney across the sky each day he is the highest flier in the vault of
heaven. He inspires his followers to follow in his path and make

the world their own.

Until the Great Cataclysm of 1055, the cult of Lanis was a
pre-eminent power in the world. But when Korantis sank
beneath the waves its most ancient treasures and relics and
its greatest temples were lost too. It is recorded that there
were other Miracles that the cult provided in those days, now
lost with the artefacts or sacred sites that generated them. In
recent times, the Emperor’s Paladins mounted an expedition

to recover treasures from the sea-bed where the ancient capital

once stood on Korantis, and returned the Sapphire Throne to
the Emperor’s court. This one act restored the Behold Miracle

to the cult’s armoury.

The cult is said to have once known the secrets to taming and
riding the griffins that are an iconic heraldic device of the
Emperor’s court. Nobody has done this since the Cataclysm.
Griffins themselves are thought no longer to exist, never hav-
ing responded to breeding in captivity, and the wild population
hunted to extinction by the wyrms that became common on
the fringes of Korantia in the last 200 years. Much has been
said about how the increase of these wyrms is the product of
a Jekkarene plot.

In recent times, the cult has experienced the creation of an off-
shoot Solar cult that rejects Imperial authority, in the form of
the royal cult at Kipsipsindra. On the other hand, the recent
arrival of Redanger of Zarendra at the Emperot’s court, declar-
ing the loyalty of his own Solar cult and the city he rules in
distant Jandekot, has provided a new boost for the Emperor.
Such an arrangement does not have precedent, and the Emper-
or’s court does not yet have a plan as to how to accommodate

it within its traditional structures.

The ancient marriage between sun and moon and the subse-
quent divorce and separation of their cults and the societies
that embodied them has left its mark. The cult has a weakness;
instead of being a beacon to illuminate the world at night while
her husband the sun is gone from the sky, the moon is now its
enemy. Lanist Miracles do not work between sunset and sunrise
(although its Folk Magic does). Even Miracles to which Exten-
sion is applied fade away when the sun sets and are rekindled

at sunrise.

The Solar cult was once also the source of fertility rites, but
now it cannot create but only wield the Ripen Miracle, to accel-
erate the ripening of fruits that are already generated. Its other
magic is largely to support its martial values, with the exception
of Dismiss Magic, which owes its origin to the enmity between
the sun god and his ex-wife, who is, among other things, the
goddess of magic.

The Imperial Cult

The Imperial cult exists to direct its members in the service
of the Emperor their whole lives through a hierarchy defined
by age classes. The main power of the cult rests with the Pal-
adins — and while the term of Paladin is often used for any of
the cult’s initiates, officially only the acolyte members, who are
granted their own lands for maintenance and who are some 700

in number, are entitled to the name.
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If a cult member reaches the age where he should progress to
the next age class and yet fails to prove his worth in accordance
with the normal requirements, he is usually given no more than
one second chance that must be attempted within a year. If
this too is failed, the applicant will be forced to retire from the
cult and choose a different path in life. The Paladins are enti-
tled to retain their status indefinitely and are not required to
seek promotion to the priesthood. Nevertheless, if a Paladin
reaches an age or condition where he is no longer able to meet
the physical demands of his role, he is expected to hand his lot
over to a younger and fitter successor who will support him in

his dotage.

Lanis the Youth (Lay Membership,
9-19 Years of Age)

From the age of 9, boys begin their training to become a Pal-
adin in the Emperor’s service. Those whom the cult’s priests
think may not make the grade are ejected before they turn 17, as
the last two years of training is the most intense. This includes a
period allocated as a squire or understudy to an established Pala-
din, and those who go through it are almost sure to be inducted
to the ranks of initiates. In some circumstances, a borderline

case may be sent on some sort of mission to prove his worth

Lanis the Adventurer (Initiate
Membership, 19-30 Years of Age)

At the age of 19, the youths undergo initiation into Lanis the
Adventurer’s cult. For now, they are still expected to live com-
munally on temple property and are maintained by temple tithes
and revenues, or more rarely with their families if they have
living parents. Adventurer members are not allocated individual
temple property from which to draw their maintenance, and are
not allowed to marry. Adventurers are considered expendable
and are the first to be sent out on missions that give them an
opportunity to hone their skills, further the interests of their
local cult leaders and to prove their valour.

Lanis the Warrior (Acolyte/Paladin
Membership, 30+ Years of Age)

The cult’s Paladins are experienced, veteran warriors with matu-
rity and status behind their skills. If they do not have some
hereditary claim on a specific patch of temple land one will
now be allocated to them, in a lot of some 30 hectares. They are
entitled — indeed expected — to now marry and raise children.

Warrior members are regarded as an elite, but also as a precious

resource that needs to be carefully husbanded; the Emperor

does not want to commit them in numbers to a situation where
too many of them may get killed. Individual Paladins or small
bands may be sent on extraordinary missions, accompanied by
cult initiates and whatever retainers and hirelings they need for

the job.

A small number of acolytes are appointed on an honorary
basis. Honorary Paladins have not had the opportunity to pass
through the cult’s age classes but nevertheless have shown true
devotion to the Emperor and proved valuable in his service.
These acolytes are almost without exception foreigners of
noble birth and standing, whose appointment increases the
power and influence of the cult, and, thereby, of the Emperor
himself. In most cases, they are already devotees of the sun god
through a local or family cult (see Lanis the King).

Lanis the Wise (Priest Membership,
42+ Years of Age)

Many Paladins who reach the traditional Korantine age of
seniority at the age of 42 will eventually step up to become
priests of the cult. These men are teachers, administrators, rit-
ual experts and courtiers to the Emperor. There is at least one
priest in every state where the cult has lands, and dozens of
them in Hilanistra.

Those Paladins who choose not to become priests in later life
usually do so because they want to remain active warriors so
long as is possible, and there are examples who have continued
secking danger right into their 70s. A Paladin who cannot keep
up with the physical requirements of the job and yet for some

reason does not become a priest is usually pensioned off.

Lanis the Ruler (High
Priest Membership)

The Emperor’s chief courtiers are the ruler-priests, whose
job is to advise him on all serious matters of cult and state.
There are only three of these roles at any one time, and filling a
vacancy sometimes takes years of deliberation and politicking;
Only those who are already priests of the cult are eligible.

Skills

Athletics, Combat Style, Command, Custom, Devotion (Lanis), Endur-
ance, Exchort, Oratory, Perception, Ride, Rites (Korantine)

The cult has several combat styles, but the most common for
Paladins comprises javelin, spear, sword and shield, and comes
in a version that has the Formation Fighting trait and another
that has the Mounted trait.
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Magic

Folk Magic
Avert, Bladesharp, Firearrow, Heal, 1ight, Polish*, Warmth, 1V igonr.

*useable on yellow metals only

Miracles

Aegis, Behold, Clear Skies, Consecrate, Dismiss Magic, Excommunicate,
Elemental Summoning (Salamander), Extension, Heal Wound, Lay to
Rest, Rejuvenate, Ripen, Sacred Band, Sunspear, Truespear

Gifts

Paladins of the cult often enjoy divine gifts, favours granted
for notable acts in the Emperot’s service. Perhaps one in ten
Paladins benefit from a Gift, and perhaps one in 20 adventur-

er-initiates. Common examples include:

Abstinence, Alacrity, Healthy, Mighty, Resilience, Robust, Sagacity.

Cult Artefacts

Sunstones

Irregularly shaped lumps of yellow crystal, these cult artefacts
used to be acquired from Sorantia where the material is mined.
Trading links with Sorantia were lost during the Cataclysm and
Sorandib, its capital, is now more or less surrounded by the Tas-
kan Empire. The crystals called Sunstones by the Korantines
are now ground to dust to be the active ingredient in gunpow-
der for the Taskan army. If any of this material is recovered
and returned to the cult, it will be acquired for significant cash

or favours.

A sunstone can be used in a number of ways:

& If left out in direct sunlight, it will absorb energy, and will
store that energy until exposed to the darkness, at which
point it will radiate light bright enough to read by with a
radius of 1m per 0.25kg in size for an equivalent period
of time.

& If a sunstone is invested with Magic Points, it will act as a
lantern. The scale of the effect is dependent on the size
of the crystal, and bigger crystals require more Magic
Points to power them. For every 0.25kg, the crystal can
accept 1 Magic Point and illuminate an area of 3 metres

in radius — enough to read by.

& A sunstone can be used to store a salamander as if it were
bound, and it will find it quite pleasant and comfortable

and be happy to be transported around that way. To have
enough room to house a salamander a sunstone needs to
be 250g for each 3 cubic metres of elemental contained

therein.

The Sapphire Throne

The imperial throne, recently recovered from the waters that
cover Korantis, enables the Emperor himself, while seated
upon it, to view the world of his subjects in a way similar to
the Behold Miracle. The throne itself is a chryselephantine
(gold and ivory) construction, with griffins for arms and an
eagle perched on each side of its high back; however, the mag-
ical potency is invested in the many sapphires that decorate it.
The throne acts as a storage vessel for a devotional pool of
100 Magic Points accessible by the Emperor, and allows the
Emperor, when seated in it, to use a Behold spell of unlimited
range.

LAaNis THE KING

This version of the Korantine solar cult is one that exists out-
side direct imperial control. It is practised among some Thenn-
alt nobility, by one of the royal families of Kipsipsindra and by
the Solarist rulers of Zarendra. Its origins lie in the aristocratic
cults that existed in the eatly eras of Korantine history and
which were crushed or absorbed in the creation of an all-pow-
erful imperial cult by King Kribsion of Korantis and his son,
Emperor Koibos 1. The cult of Lanis the King is essentially
one that supports atistocracy and monarchy, and the claims to
sovereignty that it asserts on behalf of cult leaders makes for a
difficult relationship with the modern republican city-states of
Korantia in which sovereignty rests with the people.

While each instance of this cult is in effect an independent
entity, the cult structures are more or less the same and each
makes its own choice about whether or not it recognises the

overall hegemony of the Imperial cult.

Lay Members
Lanis the King usually has worshippers made up of the family

and retainers of the cult’s leaders.

Initiate Membership
To become an initiate requires that the candidate is both a
member of the ruling class or at least its key supporters, and

can demonstrate prowess in the cult skills

90




CuLts

Acolyte Membership

Acolytes of the cult are those who belong to the ruler’s inner
circle, including those chosen as the nominated successor and
others who share the royal blood. An acolyte may be promoted
to a priestly role, but only as the delegate or substitute for the
cult’s leader

Priest-King
The cult’s head is the anointed ruler over his people, and in his
person holds the power of both priest and hero. The king usu-

ally acquires a divine gift upon his ascension.

SkKills

Athletics, Combat Style (any), Devotion (Lanis), Endurance, Exhort,
Influence, Orate, Ride, Rites

Magic

There may be some variation in available magic from one

instance of this cult to another. A typical version is given here.

Folk Magic

Firearron, Glare*, Light, Pet**, 1/igor, 1 vice

*This spell causes the target to shine with a fiery light, the glints and gleams
of his equipment being dazzling to behold. It causes those who attack him
in close combat 1o suffer a penalty of one grade of difficulty for a single
combat round. It may also provide a bonus 1o efforts to intimidate, or to

impress a crowd.

**Can be used on birds of prey and horses instead of small creatures. The
target’s INT (not its INS) must be no more than balf the casters CHA

Miracles
Aegis, Consecrate, Dismiss Magic, Exccommunicate, Extension, Lay to
Rest (Royal Burial), Rejuvenate, Sunspear, Truespear

VESTRIKINA — CITY
(QODDESS

Vestrikina is a minor city that maintains laws and customs
regarded as archaic by many of her neighbours and rivals. Her
citizens, however, are proud of their heritage, and being a small
city where close and personal connections still hold true, Ves-
trikina rarely sees internal strife between rival factions or social

classes.

Mythos and History

As the locals tell it, the founders of the city were Dorasdi under
the hero Akikalos. These settlers had followed divine guides
sent to them in the shape of a magpie, a fox, a mountain lion
and a snake, until they reached a tall hill on a spur of the Ozyr-
ian mountains overlooking the swift-flowing stream of the
nymph, Clazome. However, this hill was already the camp of
a Thennalt king called Boretes (Bortz in Thennalt) who had

taken Clazome as his wife.

Akikalos and his band fought a long and hard campaign to
seize this land from Boretes and Akikalos eventually killed the
Thennalt leader in single combat, taking Clazome for himself.
When the city was founded, it took the name Vestrikina from
the name Akikalos gave to the daughter born to him by Cla-
zome. Some of Boretes” people, especially the war widows,
were allowed to join with the Dorasdi to create the new city,
above all because the settlers had few women with them. Many
stories exist of the conflict between the genders as the Dorasdi
attempted to subject their wives to the conservative values of
their people, but were frustrated by the combative nature of
these women when inspired by Clazome, and, subsequently, her
daughter Vestrikina.

Vestrikina the historical personage is buried in the shadow of
the citadel, and her tomb is an important cult shrine; however,
she and the goddess are not directly identified with one another
except in the sense that both goddess and woman are the prog-
eny of Akikalos’ deeds.

Once a year, the city’s main festival is held in which new citizens
are enrolled, serving magistrates lay down their offices, and
elections are called. During the week of the festival the priests
and priestesses of the state cults act as an interim government.
The goddess is renewed in the process, and this is represented
by a ceremony in which the new citizens refurbish the goddess’
temple, clean and restore the robes and diadem that adorn her
statue, and are guests of honour at her high holy day feast.

Lay Membership

Any free-born person of Vestrikina who has at least a citizen
mother is expected to join the city’s cult at the age of 17, and
will be automatically accepted so long as there is no taint upon
them resulting from an act of sacrilege or treason. Joining the
cult as a lay member requires submission to the Loyal Oath and

the commitment of a Magic Point indefinitely.

Each new citizen is allocated to a tribe according to Social Class:
Lion (Rich and Aristocracy), Snake (Propertied Class), Magpie
(The Middling Sort) or Fox (everyone else), which determines
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how citizens are organised into voting blocks and who they will
line up alongside if the citizen army has to take the field. Each
tribe has the same number (five) of votes in public assemblies
and elections, even though they are different sizes, so the richer

you are the more your individual vote counts.

Every four years, the Matrons command a census be held, and
if necessary the tribes are revised to take account of social
mobility. In between each census, individuals can make a case
to the Matrons to be awarded membership of a different tribe

if their economic circumstances have changed.

Vestrikina rarely accepts outsiders into the citizen body.
Whether native-born slave or free-born foreigner, the only route
to acceptance is to enter into marriage with a citizen-woman
of the city, and be declared free in the case of the slave or to

renounce any rival claim upon one’s loyalties in the case of the

foreigner.

Benefits

A citizen enjoys the protection and privileges offered by the
laws and customs of the city. For male citizens this includes
attending the assembly of citizens and voting in elections and
on proposals placed before the people by the magistrates and
council. Female citizens are not entitled to vote but are allowed
to be present, if only on the periphery of the meeting-place,
and exert their influence by variously encouraging and ridicul-
ing their menfolk, which is a peculiar custom among Koran-
tines who generally prefer their women to keep a dignified quiet
in public.

He or she can join other state cults restricted to citizens for

which they meet the membership requirements.

A male citizen is entitled to vote in the appointment of senior
positions within other state cults and on key matters of state

such as whether to go to war.
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Initiates

The rites of initiation are as standard. The Matrons of Ves-
trikina include an equal number of matrons from each of the
tribes, so even if the decision is taken to increase the total size
of the initiate body, the increase must be equally applied to each
tribe.

Skills

The cult skills are as standard for a city cult

Magic

As a small city, Vestrikina cannot offer the entire suite of spells
and Miracles that a city cult might otherwise provide. Women
of the cult are taught Folk Magic, usually in secret and away

from the eyes of men:

Avert, Calm, Cleanse, Heal, Ignite, Ioyal Oath, Preserve, Repair, 1 vice

Miracles
Miracles are similatly only available to the women of the cult.
Miracles offered are:

Consecrate, Excommunicate, Extension, Fortify, Lay to Rest, Pacify,
Spirit Block

Acolytes

The cult may have acolytes chosen from Matrons of any age,
and who are selected for their suitability for certain tasks within
the cult, having at least 70% ability in five of the cult skills.
Acolytes do a great deal of the cult’s work, in particular playing
the key roles required in public rituals.

Priestesses

The priestesses, the city’s leading Matrons, are always moth-
ers who are now regarded as being beyond child-beating age,
although it is not usually required that they demonstrate having
more than one of the key cult skills at a level higher than 90%.
It is rare indeed for any woman not of a Propertied family to be

invited to join their number.

The cult’s leader is an entirely honorary position, that of the
city’s most respected matron who chairs the meetings of the
priestesses. Her selection and appointment for life may have
more to do with having provided the city with fine sons and
daughters who have had a distinguished career in the service of
their country than with any skill level. There is a rule that the
chief priestess can trace her ancestry back to Clazome via Aki-

kalos’ daughter Vestrikina; however, many families make this

claim and none can truly prove it given the passage of a thou-

sand years, so it is routinely ignored or taken as read.

The priestesses form a parallel government for the city. While
they are excluded from direct involvement in politics, their
opinion matters, their acts of praise or censure capable of stop-
ping some ambitious politician in his tracks or propelling him
to greatness. They can effectively direct the influence applied
by wives on their husbands in public matters; as it happens
the opinion of the Matrons is something formally agreed in
meetings and communicated throughout the city by way of the

social network provided by its womenfolk.

Allied Cults

Vestrikina is allied to Suthria and Pelostra. Citizens of these
places are entitled to own property in Vestrikina, and to enjoy
all other privileges of a citizen except to vote or stand for public

office. The arrangements are reciprocal.

ANAYO OF VESTRIKINA

In a Korantine city advancement in the cult of Anayo provides
the route to power as a member of the city’s council, and, ulti-
mately, as a magistrate wielding the authority of public office.
Vestrikina is no different, and its particular arrangements are

upheld as a model by many writers on politics.

Mythos and History

Anayo is the wise ruler, the great sage, the lawgiver. His planet
burns brightly in the heavens, and appears to be surrounded by
clusters of subordinate stars. Anayo is married to the Queen of
Heaven, but she is such an all-powerful being that the marriage
is celebrated in each city through his relationship with just one
manifestation, the goddess of the city — in Vestrikina just as in
all the others.

When Vestrikina was founded, the land was equally divided
between Akikalos’ followers. Thereby some 300 estates were
created, each of them of sufficient size to support an extended
family in some comfort so long as the labour could be found to
exploit them. At first, the heads of each family were expected
to convene regularly as a council, but later, as these estates were
subdivided, fell into disuse or were added to by new settle-
ments, ownership of a specific parcel of land was replaced with
a simple property qualification for initiate membership. At the
same time, the maximum size of the council was fixed at 300,

to ensure that it would not swell to a point that the members
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were strangers to one another. An age restriction was added
as well as the provision that no man may be admitted into the
cult ranks who has a living father already sitting as an initiate
member. Up to a third of the members may hold their seats by
virtue of holding or having held public office. This enables the

occurrence of father and son sitting in council at the same time.

Nature

Anayo’s cult oversees the proper functions of Vestrikina’s gov-
ernment. It ensures the council meets on the appropriate days,
its business is properly attended to, expert opinions sought,
and decisions propetly debated, voted and promulgated to the
broader citizenry. It also provides the jury for legal cases involv-

ing citizens, 10 of its members who are chosen by lot.

Membership

Initiation in the cult of Anayo of Vestrikina is open to male
citizens of the Propertied class and above, and who are over 30
years of age, by which point it is assumed a candidate will be
married and have children. The candidate should also have at
least 50% in three of the cult skills. Former magistrates, no mat-
ter what their cult, are automatically given the right to initiation.
Initiation brings with it a seat on the city council.

SkKills

Command, Customs, Devotion (City Goddess), Exchort, Influence, Liter-
acy, Lore (any), Oratory, Rites, Willpower

Magic

The cult does not provide any Folk Magic. The worshippet’s
devotion to the city-goddess is used instead of devotion to
Anayo himself to set the Intensity and Magnitude of cult Mira-
cles. The following Miracles are available:

Backlash, Consecrate, Exctension™, Inviolate, Mindlink, Ostracisn™**

*f cast by an acolyte rather than a priest, Anayo’s Extension spell can
last no longer than its caster holds their appointed office of state.

**A variant of the Excommunication spell that forces the target to leave
their home city and go into exile until its excpiry. The effects of excommn-
nication only apply so long as the target remains within the chora of their

home city.

Benefits

An initiate is entitled to sit on the city council, and to stand for
election to public office.

Archons (Acolytes)

The cult’s acolytes are the two annually elected archons it pro-
vides to preside over the city, alongside one other who is pro-
vided by the cult of Torthil; together these archons are known
as the Board of Three. Their selection is via a public vote that
canvasses all male citizens. In Vestrikina each tribe casts their
votes in turn as a bloc and hence Fox, the lowest class tribe,
may never need to be called, or their vote is simply a formal
record of their opinion, because the election is already decided.
The election is subsequently ratified by the priests unless they
discover some irregularity — whether mundane or magical —
that forces them to overturn the peoples’ decision. The three
archons are supported by other specialist officers of state cho-

sen from candidates put forward by associated cults.

Priests

Priests are appointed from among those within the council who
have served one or more terms as an acolyte, and are 42 years
of age. Whenever a vacancy arises the priests co-opt a worthy
candidate, then present their choice to the council for ratifica-
tion. The priesthood generally consists of less than a dozen
men, most of whom are heads of the city’s most influential
families. In Vestrikina the candidate is almost always from a rich
family, and, in practice, the vast majority of priests have come
from families who belong to the old aristocracy.
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New Miracle: Inviolate
Duration (Minutes), Rank Acolyte, Resist (Willpower)

This Miracle can be cast on any acoylte of the cult,
or any acolyte or priestess of the city-goddess, or any
sacred cult object relevant to the city’s spiritual exis-
tence with a SIZ of no more than ten times the Mir-
acle’s Magnitude. Inviolate protects the recipient from
harm so long as he or it is within the boundaries of the
city. Hostile spells are automatically negated if they do
not exceed the magnitude of the Miracle. Physical or
supernatural attackers must commit an action point to
attacking before making the resistance roll, but if they
fail to resist the Miracle they lose the turn in which the
attack was attempted. Successfully resisting the Miracle
allows the attack to continue, but at one grade harder,
and the spell negates any Special Effect gained by an
attacker simply because the recipient is unable to parry

or evade an attack.

An attacker must resist the spell for every attack roll
attempted.

ARRIBEUS OF VESTRIKINA

Arribeus’ cult at Vestrikina is an example of a minor cult with
an important role to play at major festivals and rites, but no
power and influence within the state. Arribeus is the deity
whose sphere is youth, spring and birdsong, The cult hierar-
chy is comprised of a small cadre of adults, its lay membership
being comprised of adolescents, girls and boys who are taught
the songs and dances performed at the major state festivals and

rites.

Every year a competition is held in the spring to choose the
leading chorister from amongst the children of citizen status,
and for the next year this person is promoted to the rank of
acolyte. He is then eligible to become initiated into the c