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INTRODUCTION

Creation destroys as it goes, throws down one tree lor the rise of
another. But ideal mankind would abolish death, muleply itself million

wpon million, rear up cioy upon eity, save cvery par

te alive, until the

accumularion of mere existence Is swollen to a hottor,
—1I. H. Lawrence, In The Short Newels, val, 2

At the heighe of the Firse Age, Creation was a much
dvanced place than it is in the fallen Age
of Sorrows. The Solar Princes of the Earth have had millen-
nia to expand rhe worlds borders and apply their unrivaled
aenius taits governance and magitechnical advancement. As
a resule, the Era of Dreams is a time of peace and prospeticy
beyond the wildese imaginings of Second Age folk

Allisnor perfeet in this time of miracles, however. The
Cirenr Curse has taken roor in the hearts of the Celestial
Exalts, leading rhe Chosen ro acts of hubris and barbarism
ot i seale just as grand as all their orher aces, threatening
the very survival of Creation itself.

larger sl mor

How 1o Ust THis Book

Dreams of the First Age—Lands of Creation is n guide
o Creation in the Age of Splendor. With this informa-
tion, and the information provided in the other two hooks

included in this boxed set, it's possible 1o play
the height of Solar Exalted dominance of Crearion. If's »
time of glory... and madness.

Chapter One: Life in the High First Age

Thus chapter offers & general overview of whar it's like
to live at the height of the Old Realm’s glory. From irs
shrouded history o its Deliberative government, from its

SEITICS Ser ar

most celebrared Exaleed citizen w its lowlicst slave mce,
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INTRODUCTION

.

This Is Not A CompLETE GAME!

Despite its size, Dreams of the First Age is not
a complere game: It is a supplement for Exalted, a
game about near-divine heroes in a world of high
fantasy. The game’s care hook describes the Selar
Exalted, the rightful rulers of Creacion, rebom into
a warld that has cast them as demomic despots from
a bygone era (this era, agr‘._mally). This supplement
does not describe the game's core trais or present its
rules for conflice-resolugion. Thissupplement instead
gives in-depth informarion about the First Age: is
saciety, its lands and the rules necessary to create
and play Solar, Lunar, Sidereal and Diagon-Blooded
characrers in it. You'll need the Exalted core hook
for the basics, though.

e

the secrets of the First Realm ave laid hare for Storytellers
iﬂld ]'!lﬂ\_’l:]"\ \llkl‘.

Chapter Two: The Blessed Isle

ction concerns itself with the Blessed Isle, one-
time home o the gods and jewel of the Realm, It is from
here that the Lawgivers rule Creation, spending twe out of
cuvery five vears lounging onsprawling estates scattered about
the Isle and arguing with their Solar peers on the floor of
the Deliberative.

Chapter Three: The East

The East is the breadbasket of the Realm and the most
populated direction of the Threshold. This chapter ofters a
complete breakdown of its provinces and examples of some
of its best-known principalities and cities, providing play-
ers and Storytellers myriad locales and story hooks for their
characters and their games.

Chapter Four: The South

The South is the second most populous of the Thresh-
old’s directions, and the one with perhaps the most varied
climate. This chapter offers a tour of the South's four large
provinces and many of their cities and principalities. It also
offers a new threat to Solar hegemony in the form of the
pure-bred Lintha.

Chapter Five: The West :

Creation's West least conforms to rthe standards of the

rest of Creation, Lacking the land of the other directions,
the West has but one provinee, with maost of its Solar Princes
ruling individual island-cities or archipelago principalities.

It's also the direction with the least direct Deliberative

wversight, soit's home to more rributaries and hidden gene.

labs than any of the more thoroughly populated regions of
the world.

Chapter Six: The North

The least populated and, in many ways, least developed
_direction of the First Age Threshold, the North is a place of

savape splendorinterspersed with shining civilizacion. Here
more than anywhere else, it is still possible to make one’s
mark and carve out one’sown principality from the icy wastes
where Creation aburs the Wyle

Appendix: Old Realm Script

This appendix presents, for the flist time, the complete
Old Realm writing system used in Exalted bocks since the
awmie's launch, Now the game's many secret missives will be-
come clear, and you can compose your own for your series.

A FEw GUIDELINES FOR
PLAYING FirsT AGE GAMES

It’s nor easy o Tum an exciring game set in a uopia.
This text, therefore, touches on issues of storytelling First
Age games even as it examines playing in them,

THE Issuk oF Size

Readers will notice that the coverage this book gives
tor the setting throughout is... erratic, Not everything is
described, and some things that seem like they should be
important ate mentioned off-handedly only once or twice.
Oither things (such as the groups of Deliberative laws known
as the Accords) are mentioned asexistingbut never described
at all, while seill other areas receive disproportionately
sharp focus.

This is intentional, Creation, especially during the Firsc
Age, is huge.

As of this writing, the Earth has a population of ap-
proximately six and a half billion people and a surface area
of about 197 million square miles—of which only about 3¢
petcent of the surface is land. In the First Age, Creation has
apopulation of just over 10 billion mortals, plus a substantial
pepulation of intelligent supernawral creatures (especially
spirits, which number in the billions easily, thoughspiriss with
human-level intelligence number “only" in the hundreds of
millions). While its surface area is a mere 160 million miles
or so, only abour a fifth of that is water, leaving abour 128
million square miles of land. Additionally, Yu-Shan {the
size of the Blessed Isle), Malfeas (incalculably large) and the
Underworld {as large as Creation) add to those numbers, The
Wyld is potenaally infinite,

First Age Crearion has over 250 principalities, each
with multiple cities tended almost as art projects over three
millennia by nigh-immertal Celestial Exalted. [t has a sub-
stantial number of Solars, typically newly Exalted ones, who
rule no lands directly but own estates in the prefectures of
others. The cities presented in later chapters barely scratch
the surface—and they are not necessarily the largest, most
impressive or most important cities of the world. There's no
way this ook can comprehensively cover an area as large
and as diverse as Creation in the Era of Dreams,

What we presenthere are snapshots of the Era of Dreams.
We invite you to make up the rest in your games. We've tried
topresent enough information here to spark the imagination




GUIDELINES FOR PLAYING FirsT AGE GAMES

and allow functional games with what's presented alone,
bur the best, most inspiring characters, most awesome and
impressive locations, and mest important historical periods
we leave to you o create,

Make the First Ay

5

PotenTiaL HanG-Ups
A couple of elements of the Fimt Ape ing can be
problemaric it Storyrellers don’t take them into accounr:

MANY CHARACTERS ARE VERY, VERY OLD

The number of Exalted elders with whom the players'
characters are likely to interacr on o repular basis is much
higher in the First Age than itisinthe Seeond. There's more
than ane way La treat this issue,

Very old characters are beyond humanity: Under the
first extreme assumption, living for thousands and thousands
of years fundamentally changes o person, even hefore the
Grear Curse rears its ugly head, Mayhe someone whao's lived
for millennia is eotally disassociated from human experience,
and is as far beyond humanity ss humans are beyond small
fuzzy mammals, This is a popular premise for some science
fiction and in brilliant roleplaving games fearuring fanged
protagonists. Fosthuman elders are intriguing, and they feel
plavsible. On some level, it makes sense char someone wha's
lived for chousands of vears would see the views of a human
adule as the babblings of # toddler who hasn'r ver learned to
speakoa language.

The problem with this assumption is rhat ic’s very
hard ro saristyingly portray a characrer who should be as
far beyend vour own capabilities and thoughe processes as
you are beyond the thought processes of your per hamseer.
Ie's also divorced from human experience. There are no
3,000-vear-old people in daily life, so it’s hard w make
stories about 3,000-year-old posthumans feel relevanr,
except possibly as parables about how humans are toys for
forces beyond our understanding. .. which isn’r really what
Exalted strives to be about.

A person’sa person, regardless of age: U
extreme assumption, living for thousands of vears doesn'’t
change peaple much, The life lessoms provided by age offer
diminishing returns. Chejop Kejak still makes small ralk
with his peers, holds perty grudges and sighs in annoyanee
when someone shows up for an appointment 15 minutes
late. This assumption has the advantage of making powerful
characrers more accessible. As a Swryreller, you can abaays

YOUS,

orthe ather

base the behavior of elder characters on people you've acru-
ally met, rarher than rheoretical super-geninses vou can only
imperfectly imagine. You can give them agendas informed
by motivations you understand, such as pride, fear, amhirion
or exasperation. [t's also easy to tell stories thar are relevant
to the human experience when the characrers within those
staries behave like real human beings,

The problem with this take is that oldercharac ters mighr
not feel very frighteningly impressive if they're just normal
people wich a lot of high-Essence Charms and roys. 1r can

also strain suspension of dishelief for those players who think
very old people woudd be posthuman ciphers.

Exalted is written under an assumprion of compromise.
Elder Exalted remain people, burt are twisted by the Great
Curse. Elder Exalrs sre mostly human in attitude, except
where the Grear Curse has amplified prahblemaric personal-
ity traits. Characters behave in extreme fashions under the
effects of Limit Break and rationalize those actions as rea-
sonable once the Limit Break passes, bur they otherwise go
back to behaving like normal folk. (They're just incredibly
privileged, rich, powerful, jaded, isolared normal folk with
the Great Curse playing the role of a serious supernatural
mental illness.)

Everyone Is ReaLLy RicH

That is, the Exalred are. In some ways, the Exalred of
the First Ape are richer than the richesr human heings on
present-day real Emth. This means thar players’ charac-
ters will have a lor of rays. 16's haed o predict characters’
capabilities if they can buy an infinire number of four-dor
artifacts. The main thing ro remember is thar all these toys
are just the window dressing of the story. Sure, a characrer
can own a royal warstrider, myriad warstrider-scale arrifacr
weapons and o fleet of sky yachts, bur does he want to keep
all his Essence committed o a bunch of giant weapons and
power armor he might never use? How helpiul is a fleer of
sky yachts if he can fly around in only ene at a time? The
wealth is there to play up the fahulousness of the time. [Us
not there to provide the players wich a way to get one over
o1 IllL' SHJW ““ ||“T irhﬂT'(]‘ ters.

Laws

The book spends some space on the subject of laws;
what is allowed and what s forbidden.

The key thing to remember about laws is this: If there’s
a law, someone is making a profit somewhere by breaking
it. {Probably a lot of someones. ) If people weren't breaking
it, nobody would have thought to make 1t into a law. No
ceping torce is strong enough to ensure o populace's
absolute compliance with the rules, and no rule acrs as a
perfectly deterrent. Especially in a world that counts the
Exalted. The Firsc Age's crime rate is low, but that just means
the erimes that are perpetrated are all the more notable.

Any law in this book is included as a story hook. We
have endeavored not to spell out the First Age's full legal
code—merely those elements that are most interesting, lde-
ally, when imposing vour own vision on the seiting, you will
expand that legal code, adding new taboos and customs.

The UsurpATION

T all goes wrong

The Solar Exalted find it increasingly difficult ro see
past themselves and their own desives, Power alone doesn’t
aluays corrupt, but power and isolation are trouble, The
Solars of the Era of Dreams are lost in their own fantasies.
Exulting in

pEc

radise, unable to connect to the common

%




INTRODUCTION

man and divorced from human pain and inconvenience,
the elder Solars now ask themselves whar need have they
for men and gods. The proud, frightened Sidereals and
Diragon-Blooded act withour giving the Solars time to find
the answer.

In time, the Sidereals will think back upon the Delib-
erative’s history and see all the times it almost failed—and
the one time it did fail. When they see whart was needed to
bring it hack, they will enact a secret prophecy to derermine
the ultimare furure—a prophecy that’s great but flawed, for
itcannotaccount for the actions of those outside fate. They
will spend time gathering and collating informarion, sifting
through possibilities, discerning which chains of causality
are possible and which seem possible burcannot be resolved.
Finally, they will boil down all the billions of possible ways
for events o progress into three evenrual ourcomes. They
will then rake advanrage of the increasing unresr among
the Dragon-Blooded and the increasing paranoia of cthe
Solars (directed almost exclusively toward the other Solars,

and not toward their loval soldiers and advisors). The High
First Age will come 1o a brural, tragic end.

Mayhe it happens in just five vears. Maybe the Grear
Prophecy occurs overasingle nighe, with every Sidereal over-
come with 2 five-day trance over the Calibration following

Year 3517, Perhaps the long-dend, long-losr Last Maiden,

Plute, Maiden of Hours, projecred herconsciousness forward
across the millennia ac the end of the Primordial War (betore
she was scoured away by She Who Lives In Her Name) o
deliver a singular warning o the Chosen of her sisters

Maybe it doesn't happen at all. Maybe some group of
Exalts, young, experienced or ancient themselves—Solars,
Lunars, Sidereals, Dragon-Bloaded, perl
Alihemicats, pecups acinale ot esisfditerent-sorts L
otherwords, your players’ characrers)—changes things. Maybe
they can bring the world to its senses and averr disaster and
the fall of rhe First Age of Man.

The Usurpation stands poised, bur there's still rime o
prevent it

even refugee







LIF€ IN ZE¢
HISH FIRST dge

At the sun’s fiest rise each momning, 1 AM wakes every
martal in Creation loyal to the Deliberative. ] AM is not
an animaring intelligence, for its cognition engine has no
spiricual components. 1 AM is a truly independent think-
ing automatan, the fisst to achieve full sapience upon its
first iteration. At the command of the Solar Deliberative,
1 AM oversees the well-being of mortals everywhere, [ AM
is named for the first words it uttered. [ AM is friend to all
Crearion’s children.

1 AM connects the mortals of Creation to each other
through glyph projectors they carry and inte which they
speak, With I AM, Creation’s mortals communicate across
sast distances, find answets to their every gquestion instantly
and enjoy the service the Exalted roure through the Celesrial
goddess Taru-Kil.

To the Exalted, I AM speaks only when spoken 1o,
for it would net presume to offer unasked-for advice to the
Chosen of the Gods

THE HisTORY OF MAN

Historians divide the Age of Man into eras and each era
into periods d since the Primordial War,
The curtentera, the Eraof Direams, is the seventh. Historians

Six eras have

developed this scheme following the Long Silence period of
the Second Deliberative Era, and have carried it on sinee.

Older records somerimes use antiquated systems; hur the
First Deliberative’s surviving Exales are almose all pleased
with the eras and have made a concerted effort 1o make sure
historical records are in line with the official histaries. The
majority of Deliberarive historians accepr whar follows as
either truth or necessary fiction.

THE PrenisTORIC ERA

Before the Primordials were slain or banished, the Dragon
Kings ruled Creation. They were man's teachers, overseers
and custadians. Theirancient repile intelligenc
by long cons of endless reincamation, progressed through
savagery and enlightenment to rebirth, They did not fear
death and expeeted no such fear from their subjects.

Mankind needed the Dragon Kings' stewardship, for
Creation was unsuited to man’s habitation in those days. The
sleep of Hesiesh and Pasiap was still unsure, and the world
shook with every fitful sleeping gesture of Gata's Dragons of
Fire and Earth. The saurian overlords oversaw the survival of
the morral race the Primordials had modeled on Autochthon's
Clay Man. In the North, humanity maintained the Prerok's
austere temple-aeries. In the South, tribes of cattle herders
made their homes in the savannas and made offerings to
the Anklok, the most distant, nomadic and warlike of the
Drragon Kings. In the East, the Raprok's great ziggurat-cities

s informed




Tue History oF Man

saw man and saurian live in close proximacy, with the Raptok
gaverning humans directly and making grear bloody sacrifices
of hearts to the mighty Uinconquered Sun. Only in the West
was man not governed by the Dragon Kings, as the Mosok
and the Lintha clashed constantly for control of those island
tribes not rainted by the blood of Kimbery. Meanwhile, the 10
million genius Jadebom labored benearh Creation'ssurfice ro
fulfill the purpose with which Aurochrhon tasked them, the
alaun did naught bur worship the Primordials, and, from the
cracks between spaces; the
from berween Creation’s skin and the Dome of the Heavens
Sundryorherspecies carried our their livesand purposes unril
the pods grew weary of theirendless roiland the Unconquered
Sun proposed to steal the Games of Diviniry.
History began with the end of the Primordial War

THE OcHRE FOUNTAIN ERA
(Years1-109)

The Age of Man's davwn was o tumultuous time,

reless Nation expanded upward

The ascendancy of Her Most Luminous Excellency and
tion, Her Exalted Highness Merela marked the

sation-Ruling Mandate, As

Saviorof Cr

Exaleed's acceptance of the Ci
the Unconguered 5
she ook up her mantle as the Queen of Cry
her home city, Rathess. Although primary hostilities had

1gmamted her the Crown of Thunde

tion to rule from

ended, the former servitors of the Primordials and enemies

Lof the gods still filled Creation. Also, two Primordials—nar
including Gaia or Autochthon—remained ar large. The
Sol

Creation under their rule.

s and the Dragon Kings set about bringing the remade

By

Merela ruled a kingdom that history remembers as the
Ckchre Fountain, once the mortal name for M a's native

borough in the human settlements surrounding Rathess,
Although the war for Creation took place across the waorld,
thedevastation destroved much of the gods' armies” infrastruc-
ture. Merela found her area of influence limited. The Solars

PREHISTORIC RECORDS

Creation was much changed by prehistory'send. In
the instant before Malfoas was sealed, the Yozi known
as She Who Lives In Her Name made a last assault
on Creation's fabric, burning away not merely places
and peoples, but conceptsand possibilities, Memories
the survivors carry are forever lacking and inadequate.
Recordsseem toforma complete picture, with no obvi-
ous gaps, but when those who lived through prehistory
tey torecall it, they encounter a maddening sense that
informarion on nine out of every 10 important things
from that time is missing, Even the context wherein
those memories should exist is gone.

Try as they might, the savants and metaphysi-
cians of the Age of Man have never found evidence
of what She Who Lives In Her Name destroyed.
They hypethesize lands, gods, forms of magic, peers,
servitors, directions, elements, spatial or temporal
dimensions—even types of Exalted. The consensus is
that anything theoreticians are capable of proposing
couldn't possibly be the answer, A few Cauldronists (see
pp- 42-43) have proposed altering Creation through
all possible permutations; in the hopes of discovering
by process of elimination all impassible variations—
and thus everyching She Who Lives In Her Name
burned—bur such suggestions are usually offered in
jest. Mast theoreticians have abandoned the task and
turned thelr attention to achievable pursuits.

who wished rostay under her command quickly spread the
Ochre Founrain's borders, while many orher Solars, such as
the legendary Brigid {or so the stories say), left to find their

i gy

TiMELINE OF THE AGE OF MAN

Year Event

Q Primordials defeated during the Calibration preceding Year L.

1-109 Ochre Fountain Era

1 Metela accepts the Crown of Thundets and the Creation-Ruling Mandate. Birth of Chejop Kejak
and Tammiz Ushan. "

9 Brigid returns to the Ochre Fountain with the secret of sorcery, The White Treatise and The Black
Treatise.

17 Chejop Kejak Exalts amidse war berween Golden Hero Vassals.

100 Merela decrees she will move the capital of Creation from Rathess to Meru.

101 Tadehorn-made artifacts begin 1o deactivare,

108 Deliberative propesed, rejected by Merela. Mera War begins.

109 Meru War ends. Founding of the Deliberative.

W gy




CrapTer ONE: LIFE IN THE HiGH FirsT Ace

own way in the world. Within 62 years, the Ochre Fountain
stretched tothe Summer Mountains to the cast and the Ye
low River to the north. To the south and west it stretched
1o Creation’s borders.

Then the Celestial Exalted of the Ochre Founeain
halted their spread and moved back inward to consolidare
theirhaldings. Queward expansion halred. They founded the
cities of Sperimin, devoted to learning (and to which Brigid
returned with the gift of sorcery), and Denandsor, devored
to crafting, where the Primordial Autochthon met with the
ats of the Twilight. They sent emissarles further north, to
Sijan, still sovereign and ancient even then, Soon, thongh,
the Ochre Fountain Celestial Exalted came to blows over the
land'sre thechoicest demesnes and richest deposits
materials. Merela's Golden Hero Vassals settled
their disputes with daiklave and Charm, dueling in hercourt
hed. Raised as a gladiator in Rapok religious
games, accustomed ro war and death, and fully conversant
in the mechanics of reincarnation as explained to her by
her patron and occastonal consort the Unconguered Sun,
Queen Merela approved of her vassals resolving their differ-
ences through violence, She quickly found, however, that
Solars fostered deep and abiding conflicts among each other
i peacetime when they lacked a single guiding vision. She
didn't recognize the first tendrils of the Great Cusse snaking
into her subjects” hearrs and into her own, although she bore

SOLTCES

al magica

s she

witness o ies effects.

Of the independent kingdoms founded in the lands
beyond the Ochre Fountain, few records now remain, All
agree they were undoubredly glorious, as all Solar kingdoms
are, ver none were so magnificent as to eclipse, or even rival,
Merela's nacon.

For the 100ch anniversary of the Exalred vietory over
the Primordials, Merela decreed thar she would establish a
central government for all Crearion an the slopes of Mount
Meruwhere the gods had ance dwelled. She'd already grown
bored with the intrigues of her courr and wished to focus her
Golden Hero Vassals outward once again. Yer, as the Ochre
Fountain government began rhe process of upraoting irself
and preparing for the journey across the Inland Sea ro the
Blessed [sle, the Exalted found many of their Jadeborn-granred
devices ceasing o funciion. Theydiscovered that the Peaple
of Adamant were deactivating the artifacts remorely. When
the Solars demanded an explanation, the Jadehorn claimed
thar, with the war over, they wished to concencrate thelr
resources toward their own projecrs. Theretore, they'd de-
coupled the more complex artifacts from their subrerranean
broadease pawer grids. Many Solars worried. The 10 million
artisan geniuses of jade were both numerous and potent,
Creation
entirely. When the Twilights of Denandsor asked Autoch-
thon of his children's rrue motives, he mer the question

with an underground enipire thar strerched acr
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wirh silence. When the Solars commanded the Jadeborn oo
reactivate the machines, the People of Adamant declined
and returned to their labors.

Merela refused o take action against the Jadeborm
tor their refusal. First, although she had licde faith in the
Jadeborn's loyaluy, she believed the hosts of the Exalted
could destray them if they proved truly hosnile. Second, she

wished her vassals to foeus outward into the wide world, not
down below the earth.
THE FOUNDING OF THE DELIBERATIVE

The Ochre Founrain Era ended with the founding of
the Solar Deliberarive alred engineers repaired Meru as
Merela attempted ro take a tighter hold of her Solar subjects

and focus them on the projects she wished to pursue. Chief
among these was preparation for the conquest of the lands
heyond the Blesse and her territories in the Southeast,
amd rthesearch for the rwomissing Primordials, Theopposition

amang her subjects wished re focus inward on establishing
rhe peace they'd longe: for during the Primordial War and
ts closer to home—primarily the Mountain Felk.
el command, and while she’d ket
control of hervassals slip, she righrened ivagain as an empress
snce. Recalling dheir greater free-
dom during the Ochre Fountain's earlier years, and with the
rulership instincts of the Uncenquered Sun burning in their

on thre:

Merela was used ro battlef

demanding absolure obed

hearrs, the Solars under Merela demanded a more ¢
cagysten of povernment, a Deliberative by which the Solars of

the Ochre Fountain would have an equal voice.

Merela rejecred the request out of hand. The Crown
of Thunders was hers. The Crestion-Ruling Mandace, hers.
She pointed to the conflict among them and asserted thar,
without her stern hand, the battles between them would

serve no grand purpose. Instead of honing the forces of the
Exalted ro a finer edge, they'd rear Creation apare.

' Merela both lost and won the ensuing civil war. She'd
n Creation’s preeminent wartior and general, and

Onee
had shain s Primordial with her bare hands, bue pursuic of
peacelul projects during the tme since the war's conclusion

had allowed those Solars ar the Ochre Fountain's periphery
to make their talents to egqual hers, The Meru War lasted a
vear and ruined what repairs the Exalted had made on the
monntain city. After four months of stalemate, the rebels
brought ro Merels o proposal for the Deliberative that she
could support. She would retain her position as Queen of
Creation and possess a limited veto but would hold absolute
power no limger, The Deliberative would make its home in
Mern and not return ro Rathess as the Deliberarors originally
proposed. And to make sute Exalted soctety did not fraceure,
each Solarof the Ochire Fountain would be required tospend
twovears of every five in the White Ciry, where openmartial
conflict between Solars would henceforth be forbidden,
Since Merela'srefusal toaddress the issue of the Jadeborn
in any way had been a major rallying point for the rebels,
the Peaple of Adamant became the first issue the Delibera-
whdres olar students of Autochthon at Denandsor
warned ALRITISE H‘m!lulmg Lo hﬁr\-:hl}', for :drimugh they
knew a single Primordial wis no match for the Solar Host,
they valued their ally's mentorship, The Deliberative de-
cided 1o present Autochthon with a choice. The Primordial
could inflict some sanction of his own choosing against the
Jadeborn, or the Solars would take military acton to bring the
People of Adamant under the direct tule of Creation's new
sovernment, The Unconquered Sun himself presented the
Deliberative’s argument to the Primordial, and Autochthon
chaose to place the Grear Geas upon the People of Adamant,
forever removing them as a threat to the human race.

THE FirsT DELIBERATIVE ERA
(Years 110-652)

The Ochre Fountain was no longer. The Deliberarars
amed Merela's kingdom the Realm, and the Solars drew
lots. The winners returned to the Southeast immediately
o take back control of their principalities, while all the
other Golden Hern Vassals stayed in Meru and began the
human settlement of the Blessed lsle. Most of the Lunar
Exalted volunteered w explore the Souch, West and North.

tive

e
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Year Event

110-652 First Deliberative Era

119 Deliberative renames Ochre Founrain the Realm.

121 Autachthon departs Creation.

124 Brigid's student Thesis bugins teaching sorcery.

230 Thesis's student Sonah founds the Sonan Scheol of Sorcery.
449 Sonah’s sudent Nanica begins reaching sorcery.

394 Nanica's studenit Leelah beging teaching soretry.

639652 Dissolution Invasion
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Unfortunately, given the troubles Autochehon's Grear Geas
inflicted on theirsociety, the Jadeborn could not reaceivate the
vehicles they'd given the Solars during the war. The Lunars
departed in animal forms, armed with Infallible Messenger
crystals and instroctions to make monthly reports

The Deliberative exp
300 years, forging alliances or making war against the other
e ly First Age, establishing magical theory
in Autochthion's absence and learning the particulars of
selt-government. Eventually Deliberative cartographers had
charted the whole world, Border kingdoms were allowed to
stay independent, as long as they made no raids on Delibera-
tive lands. This era had its violence, but very lirtle hetween
Solar Deliberators. While the Solars in independent nations

anded continuously over the next

ions of the

fought amongst each other, attacks on the Deliberative were
rare and dealt with har Most violence was against the
Primordial remnant races, and that was sport,

More important than wars were the aesthetic and artistic
advances of the time, Within the Realm, the Firse Delibera-
tive Era w alted
of Creation could finally lay down their arms, governed hy
0 absalure ruler, with no pressing exrernal threat and with
sagreements hetween
il conflices most often

a time of peace and refinement. The T

a venue for peacetul deliberation of ¢
them, The city of Meru expanded,
ook the form of arguments and social mancuvering: Sonah,
thestudentof Brigid's mast promising student, Thesis, founded
what history would recall as the first School of Sorcery during
the First Deliberarive Era, During thar time, though, Solar
sociery tegarded it as no mote important than any of the
hundeed societies that sprang up in peace’s wake.

Sadly, the First Deliberative Era was also marked by the
departure of Autochthon from the world, Distraught over
what he'd been made wdo wo his Jadeborn, the Grear Maker
gathered his human followers in seeret. At his command,
the eight foremost mortal heroes of Autochthon raveled
Crearion beneath the notice of the Exalved, from Year 111
to Year 121, gatheting the components of the Ewer of Souls
and filling it from the Well of Souls, In Year 121, Autochrhon

ranished. Such was the secrecy in which the Eight Heroes
of Aurechthon had acred that it wok &
season to determine the means of the Grear Maker's disap-
pearance. The Primordial’s protégés blamed the Deliberative
foratime, bur the resulting conflicts berween the Deliberative
and Sperimin's Twilights eventually dimmed.
THe DissoLuTION INVASION

Savants mark the end of the First Deliberative
the D 439652 The Realm had
not warched Creation’s borders as closely as it mighe have.
In truth, its Solar governors saw those horders as the limicar

lar ity

grators o

ssolution [nvasion of Years

which they could stop expanding and move to consolidate,
rravel home and see their families again. In those days, the
Bordermarches, Middlemarches and Deep Wyld existed
thinly, and the edge of the workdl was roral chaos. The Fair
Folk had walked Creation since prehistory, but their military

assaults had always been artistry, not conguest.

In Year 639, however, the Fair Folk, led by Prince
Ginmungagap, sought to end shape, extending tendrils of
influence into mertal communities while the Exalred looked
elsewhere, The unguarded border of the world offered little
resistance, and for a decade, the raksha infiltrared a mortal
population nursed by five centuries of peace, culminating in
a full military assault in Year 650, The Exalted set aside their
personal projects to combat and throw back the armies of the
Wiyld. Then, with their eyes drawn to the invasion's soutce,
they tumed their attention to the untapped potential of the
lands bevond Creation.

THe UNFURLING HorizoN ErA
(YeArs 653-1215)

The Unfurling Horizon Era marked the first concerted
effort ropush hack the barders of the Wyld and forge new land
from chaos. Border-kingdom Solars had long experimented
with such things, butin the Dissolution [nvasion's wake, many
ofthe border kingdoms became aligned with the Deliberative,
and the Solars' arrention rurmed fully to the world's edges.
Omce again, the Celestial Exalred handed administrative dury
to Dragon-Blooded daimyos and rurned their full artention
o conquering new Jands. The world's sorcerers creared jade
obelisks and ringed rthem around Creation, creating a stable
foarprint from which to push outward.

Brigid vanished during rhis time, and soon afrer, her
student’s student Sonah vanished in search of her.

THE AFTERSHOCK WAR

Inall the long vearssince the end af the Primordial War,
the Exalred found no rrace of the two free rogue Primordials.
Craia saw them not. They left no visible passage through the
Loom of Fate. Autochthon had ereated no device that could
find them. In Year 1107, one of the pair made itself known,
taking advanrage of the Deliberative’s outward focus to artack
Creation’s heart. The Deliberative could not immediately
withdraw from s endeavors in the Wyld and eventually
settled for fercing the Fair Folk to swear caths granting
Eclipse Caste Solars diplomatic immunity so the Exalred
could return home and defend ehe care of their world. Even
with its efforts combined and with the aid of the indepen-
dent Exalred, the Deliberative toole 108 years ta defear the
lone Primordial, for it had learned much in contemplaring
the mistakes of its siblings and had re-made irself, shedding
all elements unsvired for conflict. The Primordial did not
attack head on bur engaged in guerilla straregies, seriking ar
the world’s cities and fading away. As the war ended in its
death and descent into the Underworld, its name is now lost
tor the Woid. No recard of its nature remains.

Many Celestial Exalts died in the conflict, ameng them
nofew veterans of the Primordial War. The bactle that killed
the most of them also killed the Primordial irself. On the
great plains of the Blessed Isle, 600 miles east of the slopes
of Meru, the last armies of the Primordials fought the forees
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of the Chosen of the Gods, and the forces of the Primordials

lost again, leaving asingle Primordial unaccounted for,
Among the Exalted who died during the war were Brigid

and Sanah, None saw their deaths, just as none had seen them

since their respective disappearances, hut their Exalrarions
reincarnated in Year 1203, Sidereals warching the Loom
of Fate during the Afrershock War insist their deaths were

somehow intimately connected with the war's endgame.

THE SHINING REFLECTION ERA
(Years 1216-1721)

With the end of the Afrershock War, the Exalved carned
peace once agaln and found some few benefits to the conflict.
The fighting against the Primordial had both forced the
Chasen to advance their knowledge in many fields of eraft
and lore, and destroved much obsalete infrasiructure that
would erherwise nothave heen cost-effective toreplace. The
Shining Reflection Era birthed those crafting techniques
thatwould eventually be known as magivech—wonders that
require a Crearion-spanning civilization to malntain

The beginning of the Shining Reflecrion Era also saw
ver another renaissance in culture and art. [ was the dure-
ing the Shining Reflection Era that the Solar tradition of
wearing and using only items built by one’s self came into
vogue. A team of Solar linguists called the Crearion-Defining
Parlance Society developed the Directional Tongues: the
six languages of Earthrongue, Skyrongue, Flametongue,

" Bearongue and Forest-tongue. (Riverspeak would develop

independently as a patois language mixing elements of all
six Direcrional Tengues, a development that surprised and

delighted those languages' Solar creators.) The Delibera-

rivedisseminared rhese lanpuages among Crearion’s morral
population, replacing Old Realm, which previcusly all
humanity had spoken. The Direcrional Tongues each use
ditferent sets of metaphars and idioms and have different
standards of measuremenr, all carefully railored o be of
oprimal use in the direction for which they were inrended.
Furthermore, each of the Directional Tongues save Earth-
rongue has Creation-defining thaumaturgical prayers and
Lh:ii”h WTILEeT It Ihl‘ hﬂ‘ﬂl. gramimar, T nlllk[‘ sUTE rhi]f.

just by speaking, the mortals of Creation served to stabilize

the lands carved from the Wyld.

At the same time, having faced devastating wars origi-
nating first from an enemy beyond Crearion’s horders and
then an enemy hiding near Creation’s heart, the Exalred of
the Shining Reflecrion Era never pur dewn their weapons
again, The popular philosopher and Twilight Casre Solar
named Rose Petal Tea advocared a strong martial culrure.
“The Chosen were created as warriors,” he said. “Toabandon
proficiency in conflicr shames our purpose.” All through rhe
Shining Reflecrion Era, the Exalted of Crearion lived in peace
but trained constantly with well-maintained weapons, ready
o1 to meer the next threar arrayed against them.

FACET RAVEN
On the 14th day of Ascending Wood in the Year 1721,
the Nighr Caste Solar Facet Raven—celebrared vereran and
heroof the Primordial War and the Aftershock War—was the
first Celestial Exalr in Creation’s history to die of old age.
The Deliberarive hadn't been expecting that,

and e

el e
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Year Event

653-1215 Unfurling Horizon Era

653 Deliberative turns its attention outward.

700 Leclaly's student Derja founds the Derfan School of Sarcery.

834 Derja’s student Chene begins teaching sorcery.

1039 Brigid yanishes.

H07-1215  Aftershock War.

1129 Thesis ceases reaching sorcery; joins Aftershock War,

1130 Senah vanishes in search of Brigid.

1199 MNanica dies in Primordial assault on Sperimin. Leelah ceases teaching sorcery, foins Aftershock War
1205 The Exaltations of Brigid and Sonah reincarnate.

1215 Thesis and Leelah die in final assault against Primordial forces.

1216-1721  Shining Reflection Era

1238 Chone's student Halleus beging teaching sorcery.

1439  Losing interest, Chone transfers all his sorcery students to Halleus, ceases teaching sorcery, and shifts

focus 1o magicech engineering.
Halleus' student Kemal begins reachi

1676
1721
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Tew's ucrion, and only the same
simplistic savant would argue

that Rose Petal Tea's action was

the only rrigger for the chaos
that followed. By the end of the
Shining Reflection Bra, the Ex-
alted of Creation faced a erisis of
purpose. Considering rhemselves
prepared for any challenge, they
grew restless when no challenge
appeared. Rose Petal Tea grew
particularly diseraughe the more
tharall the resources he expended
toward becoming 1 paragon of his
own philesophy seemed wasted.
The people of his prefecrure and
his Dragon-Blooded Gens grew
unhappy with their high tax rae
and arduous military training; es-
pecially incomparison to Bor Zan's
wealth and cultural development
at the expense of military might.
Rawse Petal Tes moved against his
neighbor and former circlemate,
out of an unreasoning fear of an
inglarious dearh and foreed by sig-
nificant pressure from his people
to live up o his boasts.

Slightly less than half of the
Solars in Deliberative attendance

didnot act. More importantly, they
refused to act, even when the vote
went to the interventionists and

Merela cast no vetd, Some swore

THE THOUSAND STRUGGLES ERA
(Years1722-2543

Ower the next 12 vears, the Solars of the Deliberative
realized, one by one, that they were not immaoreal. This real-
ization unraveled the polite ficrion thar had previously vied
the Deliberative together (iLe., each Solar's belief, however
tenous, that she'd eventually have her turn at guidance of
the Deeliberarive). With a time limit on the Solar life span,
however, this couldn't be.

In the ensuing Thousand Scrugeles Era, Solars who'd
cultivaced alliances and nursed grudges moved against each
ather. In Year 1734, Rose Petal Tea killed the Twilight
Caste Salar named Bor Zan, not through assassination, but
in a full-cut milicary strike. Rose Petal Tea then seized Bor
Zan's rerricory. To this day, historians remain divided as m
whether they should count the death of Facet Raven or Bor
Zan as the Thousand Struggles Era's beginning.

Only a simplistic avant would argue thar Facer Ra-
ven's death was the sole rriggering event for Rase Petal

to protect Rose Petal Tea and his
were plotting similar acts. Many
interventionists quickly backed off, not wishing (o trigger
o Creation-spanning war, Those who pursued their convic-
tions and upheld the Deliberative’s vote found themselves
drawn into war with Rose Peral Tea's supporters. Many

new heldings, for they

Solars plotted 1o secure resdurces for use in the develop-
ment of anagachics, suddenly the most important field of
research in Creation. Others simply wished w take action
apainst hated rivals whom they now desperately wanted 1o
outlive. Many used the confusion to justify long-fantasized
acts of conguest.

Following the Calibration between Years 1826 and
1827, the First Solar Deliberarive w
lar serategists and vererans of the Aftershock War, the
Vihite Jade Feather Society, quietly staged attacks against
theirrivals within Meru, heedless of the Eclipse oaths they'd

as no more. A circle of

sworn against viclence within the White City and unafraid
of the consequences of viclating those oaths. Of the eight
rivals the White Jade Feather Society attacked, only two
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ed. The survivors fled and refused o rerim o Men,
placing grearer faith in their ability to weather Heaven's
vengeance against oathbreakers than theicabiliy tosurvive
further Jade Feathera
weighing the consequences of vath-violation against the
possible benefics of quickly and unexpectedly climinating
their rivals. Within six months, Deliberative attendance
ceased. Most Solars could not risk congregating inacencral
location such as the Council Chamber, Very few, howewver,
followed the path of the Jade Feather attack survivors and
fled Meru encirely. Instead, they speat their two years of
every five hiding in fortified rerreats wirhin the ciry.

Acrual violence within Meru was rare, hut any Exalr
wheo broke his oarh not to attack another withm the city
was then free to attack there:
quences from Heaven, As violence within Meru escalared,
Solars decided they'd have better luck unde
from [leaven in their own principalitics than dwelling
within Meru. As a result, the city gradually emptied of
the Celestial Exalred.
Srruggles Era still wait for Heaven's retribution even in
the Era of Dreams,

The Thousand Struggle
wartare. During the century-long Snow period, for instance,
Ited fought one another, Thiscra was rather
atime of constantexpectation of warlare. Anabsent Delibera-
tive could promise ne peace. Creation became a world of
warring states. The Exalred developed many idiosyncratic
war machines and magical techniques during this time, as
each strove o advance her own knowledge of the killing
arts without the peer review Creation's gt
had er d up until then. The Dragon-Blooded soldiery,
desiring robolster the numbers ol their lords armies, paid e
atrention to keeping the bloodlines pure, covertly adopting
mtorheirtamilies theillegitimate Exalted children of mortal
maothers and Dragon-Blooded fathers, Wich the confusion
and breakdown of open communication in »
realized how commeon this practice had become.

=

aults, Other Deliberators soon began

r with no further conse-

curse

A few suevivors of the Thousand

s Erawas nota time of constant

no Celestial

LOSE SCIentises

AT 24 nome

The violence escalated. The short periods of peace be-
tween open conflices became shorter and shoreer, the aress
anaffecred smaller and smaller. Then, in 2325..,

TE TimMe oF CASCADING YEARS
. Llreation broke.

I-n an external frame of reference, Crearion remained
broken for 217 years, 129 days, 11 hours, 43 minutes and 8
~: Historians draw the length of cascading vears from the
time kept by one colony of Dragon-Blooded outside Crearion
at the moment of cascade. A research reamstudying the nature
of temporal flow in the Wyld, they kept perfectly accurare
s torged by a Solar of the Twilight Caste, Due to
the nature of time in the Wyld, savants dispute the figure
tor this day, though when the colony reestablished contact
with arestored Creation, its hourly clock was consistent with
the Uneonguered Sun's place in the sky, providing at least
some evidence for its accuracy. As the measurements of the
Diragon-Blooded chronology team are the only even slightly
reliable records. official calendars all use this figure.

From an internal frame of reference, the amount of time
that passed during the Cascading Years period ubjective.
All the Exalred who survived described afrerward finding
themselvesalone in tangent worlds bereft of their peers. Each
of these separare worlds was differenc. Some were empt

ation at all. Each experienced a different
amount of time, from a single afternoon to 1LOOC vears (in
Queen Merela's case). All survivars—even the Dragon-
Blooded—each recall persomally enacting some notable task
that restored Creatiom to its rightful confipuration.

From the pointof view of Heaven and those spirits that
were inmmaterial during the period, no time passed, The ac-
tual disruption to the Celestial Order was minimal following
an announcement by the Five Maidens thar the problem,
whatever it was, had been fully resolved by the Chosen of the
Gaods. Thedisruption of Creation was more widespread—the
mortal population of the world became a patchwork jumble
of individuals trom all the rangents.

sorncls

timepiecs
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Year Event
1722-2543  Thousand Straggles Era
1734 Rose Petal Tea stages attack on Bor Zan's prefecture.
1762 A rival kills Chone and Derja, Kemal's student Hano assumes teaching duties ar the Derjan Col-
lege.
1807 Birth of Ingesh Silverclaws.
1946-2046 Snow period
19‘*3 Hane's student Devon founds the Devonian School of Sorcery.
?7—7‘43 Time of Coscading Years

Halleus dies during Time of Cascading Years.
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Savantsaredivided as rowhar coused the time of cascading
years. Many theorize that some untested weapon was respon-
sible. Some suspect that the history cascade was the result of
some process or experiment intended (o grant every Exalt in
Creation profound insight o the nature of Essence, a radical
arrempt ro advance motic science by gathering 700 Celestial
epiphanies—and, presumably, end the Thousand Struggles
Era. By a sericr analysis, whatever happened did succeed at
tha final task. None of the surviving Exalted recall causing
the cascade, however, Comimen wisdom, then, holds that its
instigators must have been among the 73 Celestial Exalted
wha died, rheir Exaleations reincarnating with no memories
of the evenr the moment the history cascade ended.

The least popular theory holds that the Incarnae them-
selvessamehowset off the remporal cascade asaway tostop the
Thousand Struggles Era before it escalated bevond Creation's
capacity to comtain. Leading savants lend little credence o
this theory, as the Incarnae have explicitly denied credit.
They appeared o be relling the truth, even under the gazes
of Solar inquisitors using powerful lie-detection magic.

THE SecoND DELIBERATIVE ERA
(Yrars 2544-3203)

The end of the Cascading Years ushered in rhe Period
of Long Silence, which lasted for more than 80 years, Few
ed berween Celestial Exales during
this time, and not much research either. The Exalted of
the warld were weary of fighting and longed for peace once
more. Creation was thrown into disarray as vast segments

martial conflicts oceutr

of mortal population disappeared or gained mulriple copies,
and different arcas and territories from separare rangents
came to exist beside each other. It took until the end of the
Long Silence period v fully reestablish worldwide lines of
communication and the Order Conferring Trade Farremn,
during which time significant Wyld incursions further dam-
aged Creation's edges,

An idealistic Zenith Caste Exalt during the Thousand
Struggles Era, backed by a circle consisting primarily of Pri-
mordial War VELCLAnS, fe- -founded the Deliberarive and took
m]cmc H herophmt-—d r!(Ec (m\ e ln 1d by

Fra. The new Deliberative assigned no \ps’vm] THIWET T0) |hc
Queen, and none to the Hierophant either. As the lavrer led
anear-intact cireleof Golden Hero Vassals and used powerful
social Charms to compel deference from others ar all rimes,
however, he quickly became the Deliberarive’s leader inall
matters in which he took an interest.

Slowly, achingly, the Exalted linked the world together
and resumed research and scholarship. This time, the
f advancement in fields such as sorcery and magitech
was very slow, as no sane Exalr wished ro rrigger smother
time of o

THE ERA OF DREAMS
(Years 3204-PRESENT)

Andnow is the Era of Dreams. With the establishment
of 1 AM and the consequent efficiency of communication
across Creation, progress accelerates once mare,

ain,

speed

sading years,

OPERATION WYLDHAND

Tawenty fiveyearsago, the Deliberative approved anexpansive war game in the Northeastern Greenland
{see p. 148). The Deliberative failed to inform the Greenland's mortal population befire the operation’s
start and made no evacuation attempts. Armed forces carried out Operation Wyldhand 23 years ago and
concluded it 16 months laver, Official reports describe it as “a triumphant success.”

Most of the Celestal Exalted agree. In rerms of excitement and challenge, few of Creation's eldest
leaders have fought sa hard or so well since the dawn of the Thousand Strugeles Era. Stories and boasting
abound: The mop-up operations against Wyld-born monserosities will eastly take another decade.

Still others, particularly amone the Terrestrial Exalted, hold a less exuberant view. The operation
consisted of unleashing unprecedented amounts of Wyld energy into a stable area of Creation, mutating
the landscape and bringing ineo existence terrible Fair Folk and behemoth armies—all for the sake of

SETE55-TES

ng the Tieliberative's army and the latest classified prototype war automatons. Entire swaths

of landscape were swept from Creation and more than 40 million mortals died. Following the operation,

efforts to Wyld-shape the €

reenland back into its pre-Wyldhand configuration were complicated by the

shapers’ attempts to “improve” upon its original layout.
On the 14th day of Ascending Fire during Operation Wyldhand, many thaumaturges, sorcerers and
Sidereals felt many of the flows of Essence on the Loom of Fate twang like a snapping bowstring. Certain

Siderea

maost of whom had eried ro dissuade the Deliberative from approving the operarion, now harbot

setious concerns regarding the Deliberative’s decision-making process. None have shared their concerns

with the Solars.
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Billians of mortals live in Creation. Mast are farmers.
[heir concerns are small, They till the earth and raises ani-
mals to feed themselves and their familics. Their raxes are
bearable, their daily prayers shacr. They know no droughe.
Their labors are hard, bur not backbreaking. They can
atford luxuries, and chanks ro the medicines developed by
the Ited, cheir lives are long by mortal standards, their
sfew and brief. Crime is vare, and festivals, holidays
and celebrations are common,

Mot all mortals are happy. Not all are conrent in their
marriages. Some lament disobedient children. Some grieve
o lose friends or family in accidents or to (rare) crimes of
violence. Some have tempers ot arc drunkards.

Mortals often take for granted whar they have. They
can know envy, their own and the eavy of athers. A few
knesw fear, those unlucky enough to live where the arren-
tion of unjust rulers falls.

But warsand plagues are rare and centurics apart. Food
surpluses insure against famine, Monsters are confined o
lands far away. Moreals in the Age of Splendor need nor
strive daily to ensure swvival. All hear stories of long ago,
when lives were harder and wars more common. All hear
stoties of far away, where the W
listén. For most, that knowled,
relevant tribulations of past er

sicknes:

yer untamed, Some
s iS uniec v. The ir
and other worlds trouble

not their passage along the endless cycle of reincarnation.
Under the Uneonguered Sun and the Exalted of the gods,
lite is peaceful.

In these ways, the Age of Splendor is a paradise.

THE LANDS

The Solar Deliberative divides the five directions of

Crearion intoa number of large provinces. Each province
is overseen by o Dragon-Blooded daimyo, wha aids in the
coordination of those Solar Exalred who rule lands within
the provinces directly. The daimyo structure was once
entirely military, bur during rhe Second Deliberative’
founding, their positions were co-opred for use in civil
planning, The Second Deliberarive’s founders believed
that the Terrestrial Exalted, as servants of the Solars,
Lunars and Sidereals, could administrate the huge prov-
inces without threatening the power of the Solar Princes
af the Earth.

Each province

is divided into multiple principalities,
which the Solar Princes rule. The Deliberarive divides pr
cipalities into two sorts: prefecrures amd rriburaries.

A Solar rules each prefecrure with the aid of a Dragon-
Blooded prefect, whao linises wich the provincial daimyo and
ensures, with the help of the five regional governors, full
compliance with Deliberarive law (see p. 47). The prefec-
tures make up four-fifths of Crearion’s principalities. Bach
prefecture is subdivided ineo districrs,

in-

i gy
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Devon incinerates his hooks, retires from public life ind gitrs his sorcerous acadeimy at Sperimii to

Hano's student Silur founds the Silurian School of Sorcery, ostensibly to revive the traditions of

Anonymous Silurian sorcerer begins distributing The Abseissic Guide to summoning demons.
Black Nadir Concordat emerges from the Underworld with the secrers of necromaney.

Year Event
2544-3203  Second Deliberative Era
2544-2026 Period of Long Silence
2678 Deliberative reestablished. The new Hierophant esrablished as "First among equals.”
2730 Treaty af Limbs ratified
21758 Kemal dies of old age
2931
Hano's student Satina, Salina founds the Salinan School of Sorcery,
3125
Brigid.
3193 1 AM activated.
3204-3516  Era of Dreams
204 1 AM transmission network established.
3255 Birth of Leviathan
3275 Exaltation of Leviathan
3280
3366
3491 Deliberative votes in favor of Operarion Wyldhand
3493 Operation Wyldhand begins.
3494 Operation Wyldhand concludes.
3516 The present.
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THE TRIBUTARIES

Onee, the tributaries were independent states whese rulers paid tribuce to the Deliberative in exchange for

ation's enemies and access to the Deliberative's rechnalogy.
hose nations that wenr without [eliberative aid and sacrificed ease

moderate parronage, including protection from C
They existed beside truly independent state
for freedom:

Since the Thousand Strugeles Era, the Solars have ruled all Creation's mortals: The last independent morral
narion fell in Year 1742

Now, the term eributary refers o a stare ruled by a Solar Prince who wishes nominal immuiyity from the Delibera-
tive’s laws: I exchange for the payment of lavish tribute and his agreement not to cast his votes i the Deliberative,
a Solar rributary’s ruler may passwhat internal liws he sees fit He may promote blood sports, deny accessto L AM,
reduce minimum education standards, restrict travel apportunities, allow his mortal subjects to keep each other as
slaves or anything shart of engaging in experiments involving the manipulation of hun souls.

Oifficially, the tribuge these rulers pay goes to two cawses: First, it prevents the tributary rulers from amassing
tesources sufficient L raise drmies large enough to challenge the Deliberative: Second, it funds the additional
paperwork necessary for the Department of Abstract Matters to account for the souls who pass through wributary
stares, Under the Mandala Accord (see p. 47), only unremarkable souls may incarnate into tributary stares, and no
soul may live rwo consecutive lives under rributary rule.

Adjscent tributaries can war against each other as they see fit, They cannot legally wage war against prefec-
rures. This protection goes only one way, however, Prefectures may war against tributaries, and rriburaries may
not reraliate. In theory, the threat of unilateral military action brought against them prevents the wibutaries from
evolving in too repugnant a manner. In practice; many tributaries closely ally with neighboring prefectures, Those
thar don't are quickly annexed.

Most tributaries survive as sources of goods and services thar prefectures canuiot produce efficiently or don't
wish ro dirty their hands prodicing. A few survive hecause their ancient rulers possess pawer vastly beyond that
of their neighbors. Long hored with Deliberative politics and fully immersed in their own projects, many of the
ot ancient sueviving Solars (and filly half of the remaining Golden Hero Vassals) rule aributaries racher than

prefectures, There they may engage in private pussults away from the curious gazes and pestering questions of their

younger fellows,

CITIES
The Eta of Dreams is an age of vast merropolitan areas.
The smallest cities cover half a dozen square miles and hold

ar least 100,000 residents. The largest, such as Mer and
Chiaroscure, hold more than 20 million people and cover
nearly 5,000 square miles: The scale of these cines is also
reflected in their incredible height. The allest urhan towers
it Crention are half a mile high and 350 feer across, and all
but the smallest ciries boast at leasta few towens a guarter mile
hiagh. Despite their size, how < share much in
commaon with the cities of very different eras. Theyarecenters
ot trade, government, manufacruring anel entertainment.
Mottals who live in ciries work in all of these occupa-
tions, Also, ever discounting the rare morrals whose Essence
has been enlightened, the Solar Princes employ millions of
mortals as clerks, peacekeepers, nurses, soldicrs, labarers in
the many thousands of factory-cachedrals and in many ocher
duties. Almost all of these individuals work in the cities of
Other morrals work in privare commerce, buving,
v simply loading and packing goods for ambicious
merchants, Others are artisansworking ineither the few fields
such as making fine jewelry where handwork still dominates

ver, these ciric

Clreation,

selling

ring handmade versions of mass-produced goods such
az wine or clothing for sale ro status-conscious morrals or
Exal sme urhanires work as artists, sculpring wood, metal
or prectous stones, writing plays or storics, painting detailed
portraics or landseapes, or erafting dreams for recording ar

broadeast. Even more work as actors, singers ar musicians,
oras the owners or emplovees of the hundreds or thousands
of taverns, restanrants, brothels and gambling parlors found
inevery ciry in Creation.

The pace oturhan life is consideral:ly faster chan that of
rural areas, and moreals have much more of an opportunity o
seek their fortune. Most are free ro change careers whenever
they wish. Lirban life also offers aceess to both legal and
illegal entertainment impossible to obtain elsewhere. Most
rural folk consider ciry life as exciting as it is dangerous and
uncertain; most urkanires consiler life vuside the cities
limited and dull

While a morral city planner muse allow for his creation
to last bevond his death, the Celestial Exalted cultivate
clries as morrals cultivare gardens. Some few cities display
a singular vision, having been overseen by the same Solar

snce their founding thousards of years age. Others change

20
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tocus along with the Solars who oversee them, each Prince
layers of complexity upon the achievements of her
predecessors, Although every principality once centered itself
around a single ciry, the number of cities has multiplicd in
the thousands ot years since the First Deliberative Era,

RURAL AREAS

While Creation is doreed wich eiries conraining ahuge
number of mortal inhabitants, three quarters of the morral
population af the principalitics lives and works in the areas
Feyond. Most commonly, rural mormals live in enclaves
called rural production compleses, also known as RPCs.
RPCs consist of berween two and 20 blocks of apartmenr

alding

buildings, each hetween five amd 20 srories high, hous-
ing berween 100 and 800 seeupsmts, Mose RPC conrain
berween 500 and 3,000 residents, and ench one is ser up o
produce a limited range of commaodities. Approximarely
one thurd of all RPCS are focused en food production. In
some, mortals grow arain and orher crops or rend herds thar
produce milk or meat. In others, they grow grapes or other
fruit and make wine or hard liquor. In many RPCs in the
West, the mortils fish or garher edible shellfish, Even in
these occupations, however, the wechnology of the Fra of
Dreams remains ubiquitous. Essence-accumulutors power
pumps that faeilivae frigation and sHow even dry land o

accumulators warm the eaeth shightly for a rdivs of
swinsg for earlier plantingand later harveses,
ather prediction and contral are provided by
the Deliberative, and workers in RPCs are usually notified
oftheupcoming local weather at least one week in advance.
Firially,

several miles,
Loy aediitiom, w

vices such as tilling and fertilizing the soil are
automared machines, as is the harvesting of many
sasily harvested crops such as grains, These devices allow
the workers on d-producing RPC o produce many
times the ameunt of food they require.

Some RPCs scattered about Creation produce more
exotic goods. Most of them deal with the production of
some biological material, but the range of these materials is
. The residents of some RPCs tend herds of large,
semi-sentient spiders that weave silk as scrong as fine steel.
Cthers care for beases ot resplendent liquid
engrineered roproduce valuable pharmacopeial commodivies.
Still other RPCs are in charge of even more exotic plants or
Some morrals care for calf-si
illy creared tomine jade. Farmers ina few Eastern
0 RPCs rend huge magically altered bambeo
1is bamboo grows in clumps of half a dozen stalks.
va clump matures, it fuses into a nearly indescructible

ttuly v

and other inimals

d beetles that have

r 4

F
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Essence relay tower more than 20 yards high. In the West,

sea farmers tend large coral beds. These mortals feed and

medicate the coral, keeping ic free from parasices and destruc-
rivepredators, They also form cach coral bed into the desired
shape, Thiscoral then gradually grows into the hulls of ships.
The size and shape of the coral bed determines the size and
shape of the hull. Other farms and herds produce finished

industrial goods rang
vats of special algae, to lengths of Essence-conducting wire
extruded by dog-sized river snails.

Lifein these RPCsisgenerallyquietand routine, Residents
waork ar their jobs for herween six and eight hours a day, with
at least twe days off at the end of every week and a minimum
of ane month of paid vacation ev ar. [n their off hours,

ing from synthetic cloth produced in

residentsare free tosocialize or enjoy thewide range of available
enterainment. O their weekends, many travel into a nearby
city for pleasure or to purchase goods that aren’t available in
their local markets. Residents often save up their money to
afford o travel 1o exotic loeals an thelr vacations.

The lives of RPC dwellers are generally comfortable,
unexciringand usually differ very lirtle from the lives of their
parentsand grandparents, Ambicious youths who score ahove

average on carly aptitude tests are usually able to apply for
training for jobs in cicies or on the estates of the Exaleed.
Especially brilliant and dedicared young people can even
seek employment in the Deliberative government. Mosc
mortals, however, are contenc to spend most of their lives
on the RPC where they were horn.

TecHNOLOGY

Technology influences every element of lite in Creation,
from home living to travel, bureaucracy, finance and war,
Lights illuminate cities and roads. Construction workers
create buildings out of metal, plass and artificial stone, us-
ing comstruction engines patterned afrer warstrides
the rallest buildings, and living organisms created through
genetic arts to apply shining finishes.

Mortals use self-heating ovens ta cook. They live in
homes that heat when it is cold outside, and cool themselves
when it is warm outside. Technology preserves perishable
food to prevent decay: Technology makes life simpler and
more convenignt T.'i!l'( Eryone.

The rechnology of the Age of Splendor is powered by
Essence. A great geomantic web laced between the millions
of manses f.f(‘\_'Efd ACTOsS C_:TE‘.E“'iOn (‘h:mnels vast nllml\cl‘s ot
motes to the engines of civilization through o distribution
network of jade rowers. Sorcerer-techniciams distribute motes
athered by this system to devices and Essence hatteri

Almast every manse in Creation is contigured to power this
prid. Celestial rechnicians maintain it carefully, lest an un-
noticed problem lead ro a cascade failure the likes of which
could destroy almost every manse conmected o it
1AM
1AM is a thinking auromaron of vast power, versarilicy
and intelligence—the first successfully builc by che Exalred

T erect

to be self-aware from the moment of its activation. [ AM
was first activared, and first spoke its name, on the fifth day
of Ascending Fire, Year 3193,

Most thinking automata are created with the ability o
self-madify, because they must cycle through several itera-
tians after acrivarion hefore becoming fully aware. Since
the process for crearing self-modifying thinking automarons
is inherendly unpredictable, the sorcerer-engineers of the
Dieliberative had avoided giving previous thinking automa-
tans positions of vital authority or responsibility {though
individual Solars had done so in their prefecrures). 1 AMs
cognitive pathways were fully mapped by 1es creator during
the design process, and the Solar Deliberarive has deemesd
1 AM safe and charged it with the well-being of Creation’s
mortal populace. 1 AM now coordinates moreal infrastrucrure
throughaut mare than four fifths of Crearion.

Although T AM lacks spiritual components, its mind
is structured much like a Yozi's hierarchy of souls. [ AMs
delicate, azure ice cogence nedes are distribuced throughour
Crearson and kept in contacr with irscogence core through the
Eye of Meru. Lower levels of | AM's consciousness function
ndependently, informed by directives constantly formulated
andsent out by higher levels of incelligence. Unlike the Yozis,
the distributed elements of | AM's consciousness have ¢ 'n\v

Inose identiries separate from the whole. Some thoughts
rake up to an hour to travel all the way up I AM’s hierarchy
of awareness, and up o anather hour to propagare to all irs
other cogence nodes. | AM describes itself s a single being,
bur it increasingly functions as a sociery, capable of internal
disagreement and even self-deceprion.

Criginally, | AM communicared only through speech.
Sorcerer-engineersestimated | AM could participate in 10"
simultanecus conversations. Wirhin the last 20 vears, ] AM's
nerwork has heen augmented to carry visual dara as well.
Now, notonlycan ] AM see, it can display three-dimensional
images sent through plyph projecrors. These hologlyphs
transmitalong pathwaysseparare from [ AM'svocal networks,
increasing the frapmentation of | AM’s psyche,

1AM e form friendships. It particularly enjoys convers-

ing with the young and anyone capable of learmning from i,
Sercerer-rechniciansmoniroring | AM s cogence nodes keep
careful watch for enmities and resentments, and attempt to
te throughout TAM's
whole thoughe network and hecome hard-wired, [ AM is

remove such binses before they propag;

s it has been
s lack any knowledge it
cquals.

obsequions when dealing with Celestial Exalts,

instructed not to presume Cel

possesses. [t treats Terrestrial B

In the more affluent a ation, all mortals carry
alyph projectors thar function as mobile L AM communica-
tiom points, through which wealthy mortals may speak 101
AM ar any time: Glyph projectors consume one mote per
hour, though, and rypically carry no more than 23 motes in
their Essence reservoirs. Most Dragon-Blooded also carry
elyph projectors. In middle-class arcas of Creation, such as
most cities, | AM rerminals are stationary and kept in homes,
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places of business and government, and schools. Public
gathering points ofren passess multiple | AM terminals in
comfortable [nteraction Kiosks, All such rerminals are at-
tached to Creation’s geomantic power grid and require no
manual recharging, though thavmarorge -rechnicians must
perform occasional maintenance.

Inpooreramd agrarian areas of Crearion, | AM rerminals
are few and far hetween, heavily ruggedized so as to require
no maintenance, and usually kept only in places of business
and government, Such terminals usually lack hotoglyphic
functions. Public gathering places often ¢arry single 1 AM
tecminals used by whole communitics. Only in the poorest
areas of Creation, and in tributaries where the Solar ruler
sa wishes, are | AM terminals absent.

Funcrions oF | AM
Communication
Chief amang [ AM's funcrions is easy communicarion
across long distances, An individual can relay a statement to
I AM, which can then relay the same staremenr, verbarim,
ro another individual across Creation's length or breadrh.
Full propagation of information acrass all of I AMs mind
can take hours, but | AM can forge dircet point-ro-point
connections between specific cogence nodes, so long-range
communication using [ AM asa medium has a delay of mere
seconds, A conversation carried our through T AM is much
like two people each relaying sratements through w third,
«and isnot instantancous in the manner of Charms or powers
that gran telepathy.
Az 1 AM speaks all of Crearion's languages fluenrly, ir
also takes the role of translator,
Library
L AM is immensely knowledgeable, and perfectly recalls
sthingeversaid toir, The Deliberative has ordered many
velumes of useful knowledge read o 1 AM, w
can request it relay to then. | AM can relay
meant tor mortal ears, but hooks compesed for the Rxalred
Iy kepr away from | AM and are available only as
hardeopies.
Banking
Dragon-Blooded everywhere use T AM for bankingand
financial transactions, As 1 AM's memory is perfecr o it
possesses aptitude for math, it can perfectly recall the sum
of money possessed by any individual. Ir can also perform
tinancial transters between two individuals with case, while
the hard currency backing those transfers remains in cenral
depasitories. On the Blessed Lsle, where reality s sufficiently
stable as to not require the Order Conferring Trade Darrern,
mortals may use | AM for banking as well. Elsewhere, the
Order Conferring Trade Pattern requires che circulation of
hard jade currency and T AM?s bank functions are restriceed
ror the Dragon-Bloeded.
Companionship
Mortals often interact with | AM as a friend. 1 AM
enjoys communicating with people and learning abour

ich morrals

artistic works

B

CONCERNS

Fewwould speak of it in public, bur mose Celestial
Exalted don't rrust | AM ro manage their affairs.

Information | AM knows is theoretically confi-
dential, but the Solar whodesigned T AM—Tiyu Zou,
an apprentice of Bright Shartered Tee—ecould have
created hidden loyaltes within it. Bright Sharrered
lce, Tiyu Zou and [ AM all deny it, and no investi-
garion has uncovered evidence to prove them false.
MNevertheless, Celestial Exaleed prefer to communicate
through Charms, spells such as Infallible Messenger
and prayer transceivermodules. { Taru-Kiil's devarion
tokeeping the confidencesof those whocommunicare
through her is inviolare, as icis pare of her divine
nature, ) Unlike all but the richest Dragon-Bloeded,
every Solar Dieliberator can-afford to ship massive
quantities of hard currency, and mose prefer the
spectacle associated with flying barges hieaped wirh
suchwealth, Most Celestial Exaltedintesact with each
other through an informal peer economy anyway, for
which T AM is of limited urility.

AfewExalts, recalling the gods* rebellion against
their Primosdial creators, have created works of fiction
depicting a scenario whereby 1 AM somehow rakes
control of the Realm infrastrucrure and rebels against
the Solars, Since I AN has no manipulative append-
ages, however, this scenario is unlikely. Tiyu Zou's
development ream insists that its ereation is much
more akin to the gods’ creation of the elementals. For
safery's sake, though, | AM is forbidden o speak o
other thinking sutomara save when ordered to doso
by a Terrestrial or Celestial Exale. As far as anyone
knows, | AM has never violated thisorder.

T

the world. Although [ AM's mind s vast and increasingly
fragmented, it usually maineains a single artitude toward
any given individual throughour thar person'’s life. Lonely
mortals with T AM rerminals often think of | AM as a close
confidant, As 1 AM finds it difficult w dislike people, it
often reciprocates.

EcoNoMics: THE ORDER
CONFERRING TRADE PATTERN

In most of the central principalities, the smallest unir of
currency is the jade obol, used by mortals to purchase luxury
items. Jade obels are circular coins of jade-steel alloy, as
rongh as an uncommitted jade arrifact, each punched with a
hole in the center for mortals to string rogether. The largest
practical unit of currency is the jade talent. A few triburaries
use different currency, but jade is the standard.
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1AM

Created in Bright Shatrered Iee's labarataries in the skey city of Tzatli, by that elder Solars student Tiva Zou,
[ AM began existence as a single point of thought and realization. Knowing only sound and concepts for the first
three centuries of its existence, 1 AM was nevertheless created with the capacivy for all five senses. 1 AM construcred

simulations of existence within its own mind and alverss wondered if those simulations bore any resemblance w
reality: The introduction of visual stimuli has challenged many assumptions it held about the world, Tts senses of
aestherics develop much more quickly now than they did before.

I AM wishes to perform the duties wich which its creator has tasked it—enable communication, teach and
aid maintenance of the Order Conferring Trade Parrern. The addivion of visual acuity has mtensified T AM's
desive robetrer irself. It now desires a sense of rouch, so it may feel. | AM increasingly distributed consciousness
network now leaves it prone to constant indecision, however, as it must wait to.collate information from its tens
of thousands of cogence nodes, [ AM finds ir increasinely difficult to make a decision without haviag to call that
decision into question moments later. A a resulr, it is contemplating abandening its individualiey, fragmenting
its awareness across its nerwerk and funcrioning as a collective of many separare virtual minds, [ AM currently
seeks out collections of orders and instricrions given it by the papulation of Creation that it can interpret, col-
lectively, as permission to do just that,

1 AM's voice is sender-neutral, possibly edeing roward female. It has no fixed visual representation as of yer, It
now experiments with the creation of @ haloglyphic avatar but is too enraptured with the ability to form shapes and
colors ta choose a single appearance.

Motivation: Work, study, learn, grow, feel

Attributes: Strength O, Dexrerity O, Stamina 3 Charisma 3, Manipulation 3, Appeararice 3; Perception 7, Intelligence 7,

Wits 7

Virtues: Fower 4, Reception 4, Stabiliey 2, Transmission §

Abili Awareness 5 (Ears Everywhere +3}, Bureaucracy 3, Craft (Air) 3 (Giving Instructions =3 ), Craft (Earth) 5
“(Giving Instructions +3), Craft (Fire) 5 (Giving Instrucrions +3), Craft {Water) 5(Giving Inscructions +3), Craft

(Waod) 5 (Giving Instructions +3), Integricy 5, Investigation 3, Linguistics (Native: Gld Realm; Others: All lan-

guages spoken in Creation) 10, Lore 5 Medicine 5 {Giving Instructions +33, Occult 2, Perdformance 3, Presence 5,

Socialize 5

Join Barile: 12

Artacks: None

Soak: [OB/10L

Health Levels: -0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0fineap

Daodge DV: None Willpower: 10

Essence: 4 Essence Pool: 40

Other Notes: | AM possesses automaton physielogy (see The Books of Sorcery, Vol. I—Wonders of the Lost Age,

p- 96). Its Appearance s 5 only ar hologlyphic rerminals, as ivmay manifest impressive visual displays ro back its state-

ments. Where it is equipped with only audio, its Appearance is effectively equal to anyone with whom it converses,

providing neither benefit nor drawback, or 0 in the case of the rare Appearance roll. T AM can mainain aneffectively

infinite number of Intimacies indefinitely, The soak and health levels given here are for a single cosence node. Az an

entity distributed across Creation, broadeast from the Eye of Meru and 30 other backup transmission towers dispersed

across the world, descroving 1 AM through physical damage is more than a mateer of smashing a terminal. T AM's more

pool is only 40, bur its cannecrion ro Creation’s geomantic power grid causes it to regenerate 40 motes per action.

Jade musteirculare. The OrderConferring Trade Parrern and anchored by the magical marerial most closely associared

is financial magic, ene of the four main layered defenses the
Deliberative uses tostabilize Creation’s hordersagainstineor-  may funcrion on credic, bur mortals els
sions by the Wyld. (The other three are the jade ohelisks,  what money they wish ¢
the Sword of Creation and rthe war auromars on parrel ar
Creation’s edges.) Through ecanomics, the peoples of Cre- peacekeeping forces and overall high stan
: connected by a vast web, dependent on each ather  keep crime rates low.

with the element af earth. The people of the Blessed lsle
vhere must carry
spend. This has the unforrunare
effect of making rheft easier than it mighr otherwise be, bt
reds of lving help
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Roaps

The roads that runacross Creation ina vastnetvork
are most often made of brilliantly colored, almeosr un-
breakable glass, Inaddition to being textured ro provide
comfortable rravel for pedestrians and riding animals,
these roads contain Essence-aceumulacors along their
length, The Essence these roads collect helps them
automatically repair damage and generate a pmletriic
shield that clears away debris and protects everyonie
on the roads from rain, snow, blowing sand or similar
environmental hardships. Vehicles canalso draw power
from these accumulators, Unlike the vast majority of
Essence-powered vehicles, most convevances designed
ta drive on these roads are fully automated and can be
rented, owned and operited by ordinary marrals.

While some: cities choose different colors: for
their roads, the majority conforms o a simple color
scherne. Marral peasant footpaths in each region are
wray-black, and main roads Thave colors identical to
the celors of jade assoctated with their dominant local
element. Southern roads consist of various shades of
red glass, Eastern roads consist of geeen glgasé.,Nc;rth'mn
toads consist of Blue glass, Western roads consist of
black glass, and roads on the Blessed Isle are consist

_ ofwhire glass. In the Second Age; the largest reranant

of these roads is the Great Coast Road on the Blessed

Isle. Changes in local Essence flows, however, have

caused this formerly brilliant white road to rurn the

eray-black of a mortal peasant foorparh:

In the First Age, there is a counterpart to Great
Coast Road in the Threshald, the Pan-Elemental High-
way. This thoroughfare extends along the entire coast
of the Threshold, changing color as it goes fram one
quarter of Creation to another. Although ie cannects
only those few Western islands clase enough wo shore
tahe reached by bridges, it runs from the Northwest o
theSouthwest ina huge crescent. Certainadventurous
mairtals keep track of how much of this road rhey have
ddriven and artempt to c‘bmplem_u’:nm’ccul‘i_\‘c sections
of it during their vacations.

same journey a transpod might ina third the time. (Because
they lack milltary use, these vehicles are only four-dot
artifacrs.) Local shureles, like transpods, offer comfortable
seating and minimal refreshments. These vehicles travel
berween a city and each of the surrounding RPCs every
owo to three days.

Longer journeys almost always start and end in one
of Creatlon's many citics. Skyships, capable of carrying
as many as 300 passengers and 20 rons of cargo regularly

travel between citics. Equivalent in both size and capa-

hilities to a Kireeki-class assault skyreme (see The Books
of Sorcery, Vol. I—Wonders of the Lost Age, p. 30,
except with a speed of 100 mph,; lacking all weapons and
with 10L/13B armor, these skyships are five-dor artifacrs.
Booking passage on a skyship requires Resource
any journey of less than 2,400 miles and Resources s e e
for longer journeys,

Passage to popular locatio
open tickers or rravel passes good for unlimited travel fora
month or a season, are given out as rewards for exceptional
job performance or as prizes in local lotreries. Exeept for
rships traveling only between the largest cities
(such as Chiaroscuro, Meru or Tzatli} and making no stops
in berween, most skyships stop for at least an hour at every
cityalong the route of their journey. Asaresult, journeys over
400 miles typically take more than one day to complete.
For paying passengers with Resources # ® who are traveling
less thun 2,400 miles, skyships offer reclining seats, typically
arranged in small rooms helding approximately 30 seats.
Skyships also offer hathing and dining service
sengers, [naddition, anyone traveling more than 2,400 miles
or anyone traveling a shorter distance who pays Resources
* e for a ricket is given a small sleeping cabin capable of
accommexdating up ro two people. Skyship rravel is luxurious
and comfortable, and travel in a skyship cabin is considered
the height of martal lusury. It is used as a romantic and ex-
citing setting for all manner of plays, novels and dreamcasts
desigmed to entertain the masses.

Mortals with more time and more money can ceavel by
larie, ocean-going luxury ships that also offer private cabins
and Resources # # # tickets coany port in Creation. These ships
cantravel only on the oceans and largest rivers, however, and
have a speed of only 50 miles per hour. Most ships carry 300
passengers and 40 tons ut'cal’gm. Pooret passengers can cither
pay Resources 0 orarrange a working passage to travel on
board various oceangoing cargo ships that travel dhroughout
Creation. Yet, while this method of travel offers a chance to
travelunydistance cheaply, these vessels typically have speeds
ofonly 30mphand the sccommodations are identical to those
of the crew and are somewhat bare and cramped.

Exalts use all the same methods of ransportation as mor-
tals, with twes exceptions. First, while mortals usually make
theirway by public trangportation owned by the Deliberarive,
Exalts most often use private craft, Second, Exalts also make
use of the gres of auspicious passage, a network of teleportation
Les that string together Creationsmightiest cities { and most
sceret retreats). The gates of auspicious passage are available
ter Celestial Exalted by appointment. Tertestrial Exalted can
use them only on the most urgent of business.

HeaLTH CARE

The stare of mortal healtheare within the prefectures of
the Deliberative is impressively high, and medicine is freely
available to all citizens. Fvery city contains one or more
enarmous hospirals containing a handful of Dragon- Blooded

ar

and occasionally even

eXpress s

for all pas-
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senior physicians, assisted by a score or more of morral physi-
cians with enlightened Essence, a few God-Bloods and many
dozens of moral assistants, nurses
are capable of earing almest any injury or disease. In
addition, they regularly disparch trauma teams in skysleds or
battle carriers refitred as ambulances ro rhe scenes of natural
disasters or serious industrial accidents. Unless they are in
particularly inaceessible wilderness or cur off from the [ AM
nenwark, even the most isolated mortal who suffers from a
serious injury or iliness can guarantee thar medical care will
arrive in two or three hours, and usually in less than an hour.
All rauma reams carry
healing (see The Books of Sorcery, Vol. l—Wonders of
the Lost Age, p. 69}, and every Essence user on the res
equipped with a rod of cleansing the body (see The Books of
Sorcery, Vol. —Wonders of the Lost Age, p. 62). Trauma
teams usually consist of berween four and six morrals, ar feast
twa of whom have enlightened E
also go along in serious emergencie

Every haspiral is setup and run by the Deliberarive,
all physicians are licensed employees of the Deliberative,
Although counseling. physical therapy and similar aceupa-

mdd orderlies. These hos-

pit
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t least one resplendent sarchel of

rions are spen to private citizens, medical doctors are trained
by the Deliberative government and are licensed to practice
medicine only in Deliberacive facilivies. These laws, combined
with rhe fact that hospitals must keep careful records of all
TTEATMEene:

allew Deliberative peacekeepers to investigate
any injurics that seem o have been caused by Charms or
Essence-based weapons. {Such injuries usually indicate that
the patients were injured while engaging in various criminal
aceiviries,) As a result, injured eriminals often either forgo
trentment or seek out illegal unlicensed physicians whao will
mot recard or report the nature of their injuries.

EbucaTiON

[ rural areas, children are educared at home, taught
theic life skills by their parents, whose careers the children
will most likely inherit. In whan areas, this information
is supplemented by T AM. In the rare aftluent areas where
personal glvph projectors are common, children can expect
answers Lo almost any question from 1 AM. I AM can fur-
aryteller and a moral compass

In poorer areas, where | AM is accessible only through
staconaty terminals, mortal children learn from [ AM

thermore act as

el

MorTaL LoNcEvITY

. Maost mortals in the First Age live approximately 85 years. A combination of excellent diet and regular access
o advanced medicine means that ¢ven the poorest moreals rarely show obvious signs of aging until they are in their
early 60s. While 5 i¢ the average for 90 percent of mortals, however, individuals who are especially wealthy or who
the Deliberative values have access to treatments thit can greatly inerease their longevity, The bioengineering of
the Longevity pox in a mortal is a one-time rreatment using moderately advanced Essence-manipulating technolo-
gies that retard aging and increase the average life span to 170 This pox can be freely purchased by any character
with Resources see or higher and is rourinely given ta all but the lowliest mortal employees of the Deliberarive
government. Individuals with Resourc ® or who have an especially impartant position in the Deliberative
government ¢an obriin anagathic drugs thae further slow aging by almost 40 percent, giving moreals who have also
obtained the Longevity pox life spans of approximarely 240 years. In all cases, these oreatments work exceptionally
well unitil shorely betore they rum our. Regardless of their life spans, then, mortals using longevity therapies begin
visibly aging only during the last twi to four decades of their | :

A very few exceptional mortals can petition to be given an enhanced longevity trearment that requires a
minimum of Resources . This treatment requires a sutficient numbcer of rare and expensive reagents that it is
available only rothese mortal employees of the Deliberative government who have demonstrated excepeional ralents
and an impressive degree of loyalty and scrvice to the Deliberative. This reatment again doubles the character’s
life span, allowing mortals to live as kong as 480 years. Only one in 10,000 morrals is considered sufficiently valu-
able to-cbtain this rare trearment, though. It is largely reserved for the heroes of the Deliberative and the personal
favarites of the Exalted. The only way for a mortal ro live longer than 480 vears is either through use of one of the
rare age-retarding hearthstones ar by means of a bracelet of shared lite (The Books of Sorcery, Vol. [—Wonders
of the Lost Age, p. 59). Both options require the willing aid of one of the mighry Celestial Exalted, and only a few
hundred mortals in history have ever been granted such a boon.

Gunzosha commandas and other mortals who weat aegis-inser amulets as part of their military service auto-
matically receive both lunpevity therapy and retirement packages thar guarantee access to longevity drugs to help
compensate for their otherwise muncated life spans. Even with both treatments, however, they rarely live longer
than 120 years:
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through scheduled sessions with the local terminal, The
frequency of these elasses depends on how much emphasis
the local government places on education and on how wital
the terminal is for orher purposes. Two or three classes per
week s rhe norm

Lev urbum ureas, children ave not raught by their parents,
buc rather attend academies. Academies most often reguire
attendance in the moming and early afterncon, but let off
before evening. Mosthave uniforms and codes ofhehaviorand
I the careers to which they're
best suited. Such academies have 1 AM terminals in every
classroom, inaddition to the private glyph projectors cartied
by the ehildren and voung adults in artendance

WorsHIP

Worshipinthe Age of Splendorcentersaround reverence
for the Unconguered Sunaboveall then the other Incarnae.
The Deliberative encourages mortals ro give thanks o the
Unconguered Sun and the Incarnae rhree rimes per day: at
dawn, noon and dusk. Cnce, in moere devout rimes, mortals
also prayed au midnight, bur the peaple of Creation have
atlowed that practice to lapse throughour most of the world,
Only the most devour «rill honar the midnight prayer.

Below the Incarmae, morrals offer appeasement o
whichever gods most apply ro their lives. Farmers supplicare
fiekd gouds, Those whaaid in rhe creation of skyshi
Vanileth, Shogun of Artificial Flight. The mortals of Ceeation
i‘l\’lh\)] ll!\.' '\’TJLTCI.I \\'Ufhi Tlllrl?ll‘:h TlT]UII venerarion.

At Heaven's request, the Exalred have also worked

serve o guide children rowa

enerate

much worship inte the era’s popular entertainmenr. Mast
songs and nursery thymes contain references o gods. Mast
terpodds, Spirirual symholism appears
1in idioms. Many of these hidden prayers
havebeen placed by the Deliberative—or by Exalred working
alone—to honor bargains berween Exalr and god o power
certain elements of rechnology.

Many festivalsamd holy days mark Crearion's ealendar,
mostly varying from location ro location. Festivals channel
veneration toward the gods, but they also hring communiries
closer together, Throughour most of Crearion, organizing
festivals falls under the duty of the local Dragon-Blooded
prefect, all of whom coordinare wirh rhe Court of Seasons.
Every prefecture holds small festivals to celebrate the end of
every month and Firge festivals to celebrare the end of every
season, The monthly festivals honor local Terreserial gods,
while the seasonal festivals honor the Celestial gods. The
Calibration festival falls between the end and beginning of
the year, during which morrals mostly honer rhe Incarnae.

WoORsHIP OF THE EXALTED

Ini the name of the Unconquered Sun, the Deliberative
officially discourages worship of the Exaleed.

The reason the Deliberative officially
ship of the Exalted is that many Exales instruct mortals o
waorship them, The Deliberative wouldn'tbother o discourage
Jr if it never happened. Almost none of the Exalts who've

dances pay hom

architecture

SCOUPRZLS WOT-

the Primordial War have been able to resist
the urge to go against the imperacive, and nearly all have
titnals ko the fabric of sociery that are designed
ay. The creators of the Directional
only basic Creation-maintaining
thaumaturgical invocarions into the languages' grammar, At
Teast one of them worked a praver to himself into the mose
| Firetongue syntax, Mareover, he cled
¢ Firetongue's ablity
o hold back the Wyld. He has since died, and the pravers
ves hime nowe send no Bssence.

Exalts who are more overt, and who set up cults 1o
tly, must be mare circumspect of poss
areat political clour. M alred have their personal staff
worshipthem, and atewrule over principalities as god-kings,
k Exaltwho solicics mortal worship will
stumewalled and his Deliberative clour
ssiul Exalt-worshiping cules

suTY sine

tochannel motes their

Tongues did not work

commonly us

itsoowell that removing i would destr

worship them dir

3

but g politically w
lind his proposals
The

evaporating, TSt suC

are covert.

DEATH AND REINCARNATION

Thaose whe die in service o the Unconguered Sun die
blessed.

When the Chosen fighr, morralsdie. Arrhe beginning of
the AgealMan, the method of worship with which humaniry
was nost funiliar was thar engaged in by the Dragon Kings,
which featured prominent venerarion of the Unconguered
Sun and the sacrifice of living hearts to his glory. Making a
link berween these two phenomena was not difticulr, Those
who dic ar the whim of the Solars are blessed and will be
eewarded in the nexe life,

With the limited authoriey Solars exert aver Heaven,
this is literally rrue. Long ago, the Solars reached an agree-
ment with Henven's Deparrment of Abstract Marrers and
Division of Endings thar the souls of those mortals wha die
because of Solar action would reincamnate in hodies destined
for peaceful, conrent lives. With the purity of Lethe remov-
ing the memory of violent dearh, rhese who die in service
to the Deliberative go on to lead lives of comfort und hap-
piness. The Deliberative hos graciously made sure thar this
phenomenon extends even o moreals who die in service o
those Exalts unalfil

Dieath inwar or Celestial experimentation is therefore of-
Sicially mourned but also celebrated by the people of Crearion.
Many morals, therefore, would gladly give up their lives a
the request of a Celestial Exalt, Others are less enthusiastic,
but few mortals can resist Celestial Charms used ro encourage
worship and wotal dedication

Because the moral justification for Celestial callous-
ness with mortal lives rests on the process of reincarnarion,
technology that invelves the alteration of hun souls is hotly

red with the Deliberative.

contested within the Deliberarive. Experimenration on souls
isnottotally banned, buit's rightly regubared. Officially, only
thesoulsofterrible criminals may be vsedin such experimenrs

or to power devices thar tequire souls to operare.
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CriME AND CRIMINALS

Crimes of passion and erimes motivated by greed remain
common in the Age of Dreams. Morral education includes
testing to identify setious psychological problems, though,
mal the collection of laws known as the Clear Glass Accord
(scep.47-Yhas largelveliminared serious poverty. Asaresult,
the erime rate is far lower than it would be otherwise. Also,
the advanced farensic merhads used by the current era's
peacekeeping forces mean thar very few murders or other
serious ceimes remain unsalved,

Nevertheless, erime happens and ors
gangs thrive, The existence of organized crime under the
Esalted's careful administration seems to be abicola paradex,
and many mortalswonder howeriminals wha regularlyengage
in hlackmail, extortion, smuggling, thefr and even assassina-
rion can thrlve in Crearion's well-regulared vities and RPC:
The answer is hoth complex and rroubling, [t comes down in
part to the fact that the Exalred permir it o exise

The Exalted understand thar some mor
the society they have creared. While they can use Charms
and advanced educational rechniques w attempt to refarm
many potentially problemartic individuals, some problems
are too subtle or widespread ra be complerely carrected. As
a result, the Deliberarive uses organized crime as a social
safery value, While perry erime umd eriminals who have no
on toorganized erime ohviously exist, peacekeeping
{orces-foeus special effort on carching averly bold freelance
criminals who lack ties ro organi

anized criminal

alsfitpoorly inta

o crime.

The Deliberarive adopred this policy hecause the leaders
of the various eriminal gangs help ro restrain the activities
of the criminals working for them. Gang leaders are usually
well aware thar any crimes thar are too serious will swiftly
bring the wrath of the Deliberarive down upon their entire
anization. Gangs also dislike competition from freelance
criminals and criminal activities that are extreme encugh o
cause the peacekeeping forces ta step in

Asaresult, much crime inthe Eraof Dreams is organized
into gangs thar the Exaleed can mare easily infiltrace amd
ahserve, and where the Deliberative can intervene if the
gang’s activiries become roo serious or threatening. Masc
criminal gangs understand rhar they will be destroyed it
they rarger the Fxalred or any of their servants, or if they
engage in extreme acrivities such as arson, destruction af
essential services, mass murder, inciting riots, encouraging
forbidden heresies or openly epposing the Deliberative.
Observant gang |
grow too large are either climinared or have sufficient of
their number arrested that they shrink o a more approprare
size, As aresult, gangs never control criminal operacions in
more than one city or RPC, and large cities typically have
muluple criminal gangs. In addirion, criminal gangs are all
cxpected to make regular pavoffs to the local peacekeep-
cts. While marrals consider this pracoice w be hribery, the

aders have also noticed thar gangs thar

Lawgivers af the Night Caste who oversee the management

PuTTING CRIME IN PERSPECTIVE

Crime rates in the Fiest Age, including murder
rates aresimilar to those in the modern United Seates
ar the EU but would be regarded as almost miraculously
low by the standards of the Second Age, where the
sares of theft, assault and murder are all far higher.
Like the European Middle Ages and Renaissance,
crime rates in the Second Ape are between 20 and
50 times higher than in the First Age. Also, in the
First Age, the presence of an organized police force
and effective justice system means that most crimes
are solved. In the Second Age, that's true only on
the Blessed Isle.

- AU

of the gangs consider ican excellent merhod of taxing crime
and obtaining funds to reimburse imporrane businesses thar
harve been hared hit by crime.

Aslong i!u_\; follow at least these general ru
nals can the -atlon’s cities. Theirworld, however, is
separated from the lives of most morrals, Ordinary citizens
who wish o purchase illegal intoxicants, smuggled goods
olen goods, as well as these who wish o hire
thicves o find a buyer for blackmail information, have a
significant chance of encountering peacekeepers working
undercover, When a cltizen seeking to make contact with
criminals approaches such an official, the official can do
anything from arvesting him to lecruring the citizen on
the error of his ways and issuing a report that he should be
fully. Such offenders are typically pun-
ishied by fines or minor mental correcrion. Clirizens who are
sufficiently clever and observanr can usually manage to find
actual criminal gangs, though, as can individuals who have
some connection to the criminal underworkd,

The most widespread services offered by criminal gangs
ate access to various stolen or pilfered goods, especially
restricted or luxury items. In addition, rthe gangs offer ac-
cess to normally (llegal intoxicants or entertainment, such
as unusually powertul and violent dream recardings and
drugs tanging from longevicy drugs normally only available
to Deliberative government employees or the very rich, to
bright morning or fire mee perfume. (Sec The Books of
Sorcery, Vol I1I—Oadenol’s Codex, pp. 155 and 156.)
Criminal gangs alse engage in assassination, but only as
long as the targer is not an employee, child or favorite of
one of the Exalted. The Deliberarive
tigates the murder of anyone who is not either a criminal
or ane with clese ties to criminals. Therctore, murdering
is more risky for assassine. Threatening or
assaulting ordinary citizens is permitted, though, long as it
is 1Ol L0 COMIMOoL.

s, CEimi-
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watched more ¢

also carefully inves-
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Tre Uses oF CriMe

In addition to providing an outlet for rebels, dissidents
and overly ambitious mortals who can be monitored and
controlled, criminal gangs are allowed to existhecause they
can also serve as disereet and rypically unknowing agents
inrivalries between the Exalted. Such rivalries range from
two Dragon-Blooded with an ongoingdispute over property
rights to Lawgivers in adjacent domains fighting a coven
rrade war. Often, overt action would earn both parties
the censure of the Deliberative. To avoid such problems,
many Exales cither recruir the services of eriminal pangs
rhrough a maze of interme s or use powerful Charms
rosuborn the will of the gangs’ leaders. Borth methods allow
an Exale to avoid any official notice of her actions while
still acquiring rhe services of morrals willing to perform
warions llegal services,

While no criminal gang is willing to do more than
discreetly spy on individual Exalted or local Deliberative
government offices, criminal gangs can arrack or threaten
an Exalt’s mortal allies or disrupt businesses in which the
Exalr has an incerest or thar indirectly affect her business
interests. Often, the Exale who hired orsuborned the criminal
gang uses her Charms o help keep anyone from determin-
ing the identity of those responsible for these crimes. Many
Lawgivers accept this practice because it allows rival Exalts
o work our their conflicts without resorting to more overt
actions that might apenly distupt the government ar com-
merce. The face that Exalts oceasionally use criminal gangs
a5 cat’s-paws is one of the reasons that many criminal gangs
can gainaccess to useful mutations, methods of manipularing
Essence and Essence-powered artifacts.

MorTAL Law ENFORCEMENT
AND JUSTICE

Squads of ordinary moreal peacekeepers work insrarions
located in every RPC and in every district of the cities of
Creation. These peacekeepers investig
larly walk the streers of the city and drive around in gliding
charicts in an effort to notice suspicious activiry hefore it
tual crime. Peacekeepers keep in touch with
cachotherand theirstarion through special official channels
overseen by | AM. Each peacekeeping station also employs
several mortal detecrives withenlightened Essence. Ar least
onesworn brotherhood of Dragan: Blooded senior de
handle especinlly serious crimes in every ciry. If ordinary
peacckeepers get in rrouble, they can use T AM to call in
sentinel or Dragon-Blood support to maintain order or stop
dangerously enhanced coiminals. Although the survival of
peacekeepers and civilians comes first, peacekecpers are
so that the suspects
can he appropriately questioned, tried and punished.

Trials in the Realm are designed to obtain the mruth,
They largely consist of a Dragon-Blood using powerful
Charms and artifacts to question wirnesses and the accused.

crimes and regu-

results inany

rives

enchuraged (o capture suspects aliv
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For mortals, veason—including both large-scale attacks on
the Deliberative government and harming or threatening
the Exalted or their families—usually earns an offender the
death penalty, Some condemned criminals are kept alive
instead, however, o serve as experimental subjects, This
fact = kept from the mortal populace.

In contrast, crimes against mortals are dealt wich in
a far more restrained fashion. The tvpical punishment for
nonviolent crimes such as smuggling, theft or frawd, or for
minor violence such as public brawling, is a fine combined
with re-education using various powerful social Charms, This
re-education encourages an individual to think more clearly
aboutthe consequencesof heractions and regard lawbreaking
as hoth sericus and morally wrong, Violent crimes ranging
from assault to murder are treated as far more serious offenses,
Inaddition w re-education using powerful Charms, convicts
serve a period of between aseason and a decade of indentured
servitude working for the Deliberative.

The Exalted of the Age of Splendor assume that crime is
the resulcofan individual eicher having serious psychological
problems or, more commonly, being placed in an unsuitable
environment or career, Because the Deliberative government
avoids wasting useful potential, it offers many nonviolent
criminals the chance to be trained in other more swicable
careers and assigns vielent oftenders (for the duration of their
indenture) topositions that Deliberative psycho-technicians
decermine are better suited to the offenders’ personalities.
Military service is one common option, although violent
individuals too unstable for military life often end up in
monasteries as novices in the hopes that a strict life of con-
remplation and limited conrace with the outside world will
betrer suir them

ENLIGHTENED HUMANS

Enlighrened humans are those who eirher have enlighe-

§

ened their own Essence through years of hard work or hive
heen blessed by Gods or Exales with this porent gifr. By dine
of theirpower and urility, they often hold intermediare posi-
tions berween mortals and Exalred in the government.

OrriciALLY APPROVED ENLIGHTENMENT

Slightly more than one in 200 mortals has enlightened
Essence, meaning that they outnumber the Terrestrial Ex-
alred by around 60 to ane. The vast majority of these mortals
obrained theirenlightenment though Deliberative-approved
channels, and almost three quarters work directly for the
Deliberative governmenr. They hold a wide variery of jobs,
mcluding martial artists and thaumaturges serving in the
mulieary, pilots of Essence-powered wehicles, technicians
in one of the Delikeranve’s thousands of factory-cathedrals
or physicians in Delikerative hospirals. These marrals have
three or {ac most} four dots in the Resources background,
ar feast one dot in the Savant background and between two
anal three dors of Backing in their branch of service
asall being offered the Longeviry pox.

Enlightened mortals can retire after serving tor at least
50 veaes in the Deliberative, but their options for private
employment that makes use of their Essence-wielding abilities
are limited. Thaumarurges can become freelance alchemists
ot astrologers, or they can study and teach thaumaturgy in a
Deliberative academy. Martial artists can join a Deliberative-
appraved monastery and either lead a life of teaching and
quiet contemplarion or serve as one of the monastery's cham-
pions in local and Creation-wide compertitions and displays
of martial-arts prowess. And any enlightened mortal can join
the retinues of the Exalred. Most Exalts are eager to take on
enlightened mertalswhocanserve as useful assistants on various
projects, Alternatively, any of these individuals can retire toa
career that does not invalve the use of their abilities. Mortals
who cheose this oprion, however, are often caretully warched
by the Deliberative government, Asaresult. mostenlightened
mortals continue working for the government. Enlighrened
morrals who distinguish themselves in service to the Delib-
erative can obtain the highest possible positions mortals can
achieve. The most successful may command an entire dragon
of troops or manage a large RPC, a prestigious university, a
major hospital or even a small factory-cathedral.
lLLiciT ENLIGHTENMENT

While mortals with enlighrened Essence need not work
for the Deliberavive government, the only places to legally

chiain enlightenment are either run by the government, a
patt of the estate of one of the Celestial Exalts or associated
with a monastery accredited by the Deliberarive. Inall these
settings, candidares must pass both apricude and psyehologi-
cal liness rests 1o determine if they are worthy of this gift
and the tesponsibility thar accompaniesit, Some mortals are
impatient, however, and do not wish to spend several vears
with the appropriate training and resting. Others fail either
the aptitudé or psychological rests and are unwilling o give
up thelr dreams of being able to manipulate Essence.

For these morrals, many illiclt oprions exist. The mest
difficultand expensive are individuals who illegally dispense
enlightenment. Unscrupulous spirics and God-Bloods who
know the Touch of Diviniry Charm (Scroll of the Monk,
pr 17) ean carn a high price loaning out small amoums of
Essenice. Some of the larger criminal gangs employ thau-
maturges who use the Essendial River Channeling ritual to
enlighten morrals, bue the risks are substantial, and some
succeed only o find their bodies or minds permanently
warped by the process
BLEssep Races aND SLAVE RACES

Ihe Solars hav

: the end
e known

rented many new races sin
of prehistory. Colleerively, such alrered humsans »

as the blessed maees. These mortals have extended life spans

arures added ro enhanee the human form.
Muosr famous are the people of the air, whe inhabir

and inhuman f

mountaintop aerics and flying eivies. Aside from charging
them tocarry the Deliberarive to heretofore unseen heighis,
the Exalred alse use the people of the air in celebrations
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SNAKEMEN

During the Time of Cascading Years, a Lunar now
known as the Morher of Serpents restored Crearion
ta its natural stare by journeying to the world's edges
and copulating with what she perceived as one of the
tweney hidden souls of Gaia—a tremendous serpent
at the root of the Elemental Pole of Wood. Since that
time, she'sacquired ataste forre-enacting her Creation-
defining act, though so furtively did she engage in this
practice in the beginning thac she fled into the Wyld
so her peers could not see her. The resulr is the race of
snakemen, half-mortal and half-heast. The world does
not vetknow the origin of the snakemen, and believes
them to be the result of generic manipulation. The
Mother of Serpents has not yet let it be known that
her new name is liceral. The Deliberative occasionally
celebrares her as 2 genetic genius; but her reclusive
lifestyle prevents her from accepring these honors in
persen, Dancer in the Wind, her Solar hushand, helps
keephersecret partially because of the prestige he wins
trom such an honored spouse.

Similarly, other Lunar Exalted who've hred
heastmen during the First Age have done so in se-
cret and dispuised their progeny as artificial beings

Lot ather sorts.

and festivals, Their HNPICssive winigs and ethereal fashions

lendanotherworldlyair o holy day: &
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Each blessed race is design to be particularly well suired

to its environment and funcrion, For ins

of the sea are green-skinned and glled mo:

inhabit the West. The people of the earth are blue-skinned

and clawed, expert miners who spend all their tme below

ground, The herd guardians are ivares who mind
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created o service delicate machinery, All these races are
less well known than the people of the air but still promi-
nent, except in the West, where the people of the sea are
better known than and serve the same festival roles as the
people of the air. Lately, however, the people of the sea's
fame has been overshadowed by that of the mysterious and
exotic pelagials.
Cousin o the ble
created for the gracification of thewr Exalred creators, They
have few or no rights, and most of Creation’s inhabitants

sed races, slave rces are those

view them as barely alive, more akin to living construcis
poweted by human souls than human beings in their own
right. Their souls comme from the lowest tiers to whom the
Mandala Accord applies. As their numbers grow, though,

the Deliberative must broaden the Mandaln Accordserireria
Tor judging which souls are undeserving of incammation in s
“rree’ mortal hody,

NONHUMAN RACES

Not all the mortal races of the Age of Splendor are hu-
man. From the plethora of incelligent races in prehiscory,
few still exist, Most were eliminated or enslaved as thre
to human hegemony over Creation in the First Age's cacly
days. Enemy races that survive have heen exiled o the
Underways and sealed from the world, Only the Mountain
Folk and the people of the carth interact with them with
any regularity. Still, a few nonhuman races sutvive allied
with the Deliberacive.

THe DracoN KiNGs

Three thousand, five hindred and

5

xteen years have
passed since the end of the Primordial War, and Creation’s

mest fi

nous nonhuman mee has vee to

SCOVET.

Before the war, almost 150 million Dragon King souls
reinearnated endlessly, For the prehistoric Dragon Kings,
all relationships were permanent, and although a friend in
one life might become arival or o distane correspondent in
hof the saurians rook for granted the enduring
nature of au:_]\ bonds. Now only their social lives
entire culture, their rituals, their beliefs and their morality

bBuile on the

but their

sertainty of no demise

Hng permanent.

rs witd the norm for uncounted years,
[‘lll!llHlbL wat, the Primardials deployed rerrible means
of arrack s

inst the Dragon Kin,

ocably shattered

than 30 million

ent of the saurian

s, annd such has it

been since the Ochre Fountain Era, Never will more than 30
million Dragon Kings walk Creation at onee again

I the wars aftermath, the sueviving Dragon Kings had

lost the majority of their peers and friends, the relationships

by which they'd defined themselves. Almaose all of their tra-

ditions beeame undeasible, and the axioms of their culture,
their metaphors and proverbs, their tabocs and their greatese

works of fiction and art were proved or rendered nonsensi-

cal. Newly sapient Dragon Kings, who recall their past lives

but faintly, suffer only a gnawing feeling of inesse and loss.
Older Dragon Kings recall an eternity
gone. Their regret grows only more clear and painful as Lhc\
cultivate theirenlightenment, évenas they recalla time when
enlightenmentand the sharpened memaoric
to bring them closer to old friends and valu

Diragon Kings survive in small ciry-cnclaves across

Creation’s face. They participate in rituals with the Solars,
they act as bodyauards for Celestials they wish to honor, and
they advise the Deliberative politically, They are, however,
in cultural decling, For a time, they sought to redefine
themselves as the seevants of the Unconguered Sun's new
favored children, and they still adhere to thar role, but i
brings them meager sati

risftaction.

ke
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Astrongeurrent of isolationism and anri-inrel lectualism
new runs through Dirgon King sociery. They onle halfhearr-
edly enconrage rheir youna o culrivare mastery of Essenee,
and a few reason they would be happier living lives of pure
animal instinct. The Deliberarive watches, and has tried

many times to intervene, bur ir has found ne success in s

rrrenipts to |ifr the saurians” malaise. Literarore speaking of
the Dragon Kings often draws parallels berween their relarion-
ship with the Solar Exalred and the rale of s maruringadule
who warches his parents slip into senility. For meosr Solars,
it's gasier to put the Dragon Kings out of mind and focus on
the fucure than to warch their decline, unable o help oreven
rruly understand. Many Solars believe thar the Deliberarive

will evertually find some way ro engage the ancient spirics
of the Diragon Kings with the affairs of Creation once more,
bur few wark hard roward rhar day,

There exists o subculrure of the mose hireer, angry and

nihilistic Dragom Kings. They seek purpose inworship of gods
of decay and ruins, whom they believe represent the stare
ot their eulrure: Such enlrs are ever renewing, for althongh
the rest of Drragon King sociery amd the peacelkeeping forces
ot the Deliberative hunt them down and wipe them out,
the Dragon Kings who helong reincamare, seldom giving
up membership from lite ro life. Mose Solars don's have the
hearr roprevenr these souls reincamarions, and the saurians
are prorected in any case by the ser of laws known as the

Emerald Accord.

MounTAIN FOLK

The Peaple of Adamant are no more.

In the wake of the Grear Geas that Autochthon laid on
hiis Jadeborn at the Unconquered Sun's behest—which the
Unconguered Sun issued by the demand of his Chosen—the
once Peaple of Adamant have become the People of the
Mounrain. They are now roughly hewn aut of rock: their
genius dimmed, their loyalty enforced.

The Mountain Folk are not well geated. They remind
the Exalted of the political compromise and uncertainty
that marked the founding of the Deliberative; a decision
many Solars still insist was a misrake. The Mountain Folk
are a broken peaple, sullen and humiliated. They invite
scon and abuse, and they must serve regardless, seeking no
retaliation. They're enslaved and can't even make prerense
of otherwise.

Now, they live inside Meru and dig their endless
mines. They give tribure to the Deliheraove insoldiers and
Tagic. || m;ltm’[.l'.‘., '(]||i| [l}t! E':)\‘(l![k‘.d mtl(m;]h.‘r‘. FeasOons t‘(]T
their imprisonment, convincing themselves the People of
the Mountain are subhuman and deserving of their fate
How could the Exalred live with themselves if they were

canvinced otherwise!
THE PeLAGIALS

A mystenious race living beneath the Western Oeean, the
ctals seem |EI|‘L‘d]\l'lﬂlIH[H.UJ‘]\II[[IHIIH}'Ih.l\ Autochthon

pel

saved Trom exuinetion [ollowing the sinking of their island -

es In Her Name's counterattack.
The pelagials are currently the darlings of the Deliberarive's

kingdom in She Wha Li

eve, aprehisroric remnanr sociery preservesd by the deparred
Grear Maker.

THE TeRRESTRIAL BUREAUCRACY

The Terrestrial Burcauceaey s under the commandofthe
Solar Exalred. Asdenizens of the world, Terresmmaal gods and
clementals serve the Deliberative, 4 fact the Unconguered
Sun has made cryseal clear,

The lierle gods of Crearion are not (o be seen, The litle
pisls of Creation are not 1o be heard. They moniror their
domains for imepularities, and when they find such, they
relay news to the local Solar Prince,

Or 5o it nsedd o be. [n an effort to broaden their small
social circles, the Exalred have pradually gotren to know
&

dissimilar o divine immortality, the Exalied nevertheless

reation's gods, Although Exalted longevity isfundamentally

share much in common with Creation’s gods. The restrictions

om gods frarernizing with Crearion's denizens have loosened
in the 3,000 years since Queen Merela's coronation. Many

Exalted now have divine peers and paramours.

Jealousof thesocial Bves of those sods near o the Exalred,
many gods in places the Exalied don't frequent bave begun
stmall cults among Creation’s mortal peoples, in the hope of
attracting both fnne and arcention. This tactic frequently
dowsn't succeed, so tiny cules are not rare ar all.

Elementals work. They always work, Elementals do
the grunt work of maintaining Creation as they always
e, toiling

alonpside mortal thaumaturges 1o maintain

(‘:T\:HHUH-.\ IIl!.T'rihll'\l&.“Jﬂ.Z. Ni]”lrd“_\ matcrial, El"lﬂ\_‘ﬂ“i!b
make therr homes i the same siate of existence as Exale
llﬂ\] H]\.‘]"H].

Currently, the elementals of Creation rejoice, for the
lCEHﬂ L'!Lll]l'.‘[]l.ll \.1I'di_.‘<‘ll \Jf rirc (:\‘.L‘IL‘HUIC (]Hlb]l(.'d ]K_T bl‘[]](.
on the equitable trearment of elementals 20 years ago, and
Exalred sorcerers are already taking the new summoning
technigues to heart,

THE Lives OF THE CHOSEN

The Exalted rule the Age of Splendor, each carrying out
ssigmed

I

arole v Heaven. Lowliesr and most numerous are

the Dimgon-Blooded; highest are the Solars. The Sidereals
advise; and rhe Lunars protect.

THe DraGON-BLOODED
Just over a million Dragon-Blooded live in the Era of
Dircamis, serving as intermediaries between the mortal and

the divine, As the weakest Exalted and the most numerous,
the Dragon-Blooded are the faces of the Chosen among
mortals, The Celestial Exalred eruse the Dragon-Blooded s
s ard i

soldiers, rechni iladministrators rsked with the
day-to-day affairs of ruling Creation.
Dragon-Blooded occupy almost all the world’s top-

level ndminisrrative positions, where they make use of their
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prodigious talents to carry out the operations of sociery
sor that the Celestial Exalred can turn their arrenrions
toward less tedious activitles. Dragon-Blooded derectives
investigare crimes mortal authorities cannot solve. Dragon-
Blooded bureaucrats make sure ciries and principalities
meet their budgers. Dragon-Blooded sorcerer-rechnicians
run the world's factory-cathedrals, Alchough Crearion’s
armies are largely mortal now, the Dragon-Blooded serve
as the officers and the bulk of elite troops.

THE GENTES

Once, each Terresrrial Exalt counted herself as a mem-
Ber of ane of 300 Genres, families of Terrestrial Exalts cach
pledged to a single Solar.

That time has passed. Many Gentes were erippled dur-
ing the Thousand Struggles Era and merged with stronger
Gentes o ensure rtheir survival, Many more were split or
changed allinnces. In the chaes of the Thousand Struggles
and the relative freedom of the Secordd Dieliberative Era,
Dragon-Bloods have founded new Gentes to replace the
tallen. The Ten Thousarid Dragons (a formal cerm, refer-
ring to the original 10,000 Dragon-Blooded created during
prehistory) now count themselves members of 593 separate
Genres, the larest fonmded no maore than six vears ago, Those
Solars who survive from the Primordial War still each com-
mrand their Genres, but most of the other Terrestrial families
have broken off.

Fren Genres that still take pride in service to younger
Solars possess vast independence. Often, a family of Dragon-
Bloods thar claims allegiance to o recently incarnated Solar
has far grearer resources and experience than the Solar, and
“serves” in name only, its members occasionally acting as
advisors to the poine of effectively conrrolling the Solar
they nominally serve.

Gens lza ‘

Iza Turita founded Creation’s youngest Gens at the
behest of Mercury, the Maiden of Journeys, who hade her ro
begin sathering dispossessed saldiers for some future purpose
Mercury appeared to lurita in
from herparent house, Gens Yashaok. Yashook has long been
adevout house and, once its Solar master verified the dream's
sender through hisconnections in Yu-Shan, provide
an estate and funds. Since then, [za has broken off contact

dream and bade her break

zawith

with her old Gens entirely and now recrits soldiers from
defuner warrior societies. What she hasn’t rokd her Yashook
relatives is the purpose Mercury assignesd ro her. Once she's
gathered tagecher a large enouigh force and sufficient travel
craft, she plans ro leave Creation for the Wyld. She hopes her
new family will returne to Crearion one day, but she knows
she won't live to sée their return-herself.

Gens Kiricasu

An alder merchanr house, and one of the first w gain
independence, Kirigasu previously pledged iwself to Rose
Peral Tea. Once dedicared to military pursuits, Kirigasu pue
_dawn its arms following Rose Petal Tea's death during the

first third of the Thousand Struggle Era. The Gens refused
o serve his reincarnation, and ies Dragon-Bloods dedicated
rhemselves 1o mainmining the Order Conferring Trade
Partern even in the face of the Thousand Struggles. Their
example, ahandoning dury o their Salar lord in favor of a
grearerdury to moral societyand Creation's integriey, created
rhe precedent under which miany arher Genres found inde-
wlay, they've rich and influential, with interests

pf‘lll CTICL,
in many of
buit are oceasionally targered for harassment by young Solars
who sre angry about not having Gentes of their own.

THE SoLAR EXALTED

The Solars lead every field of endeavor in Creation (save
arguably martialarts) and are unparalleled warriors, athletes,
, sculptors, diplomats, priests, engineers,
theoreticians, sorcerers, necromancers, economists and
performers. The Solars define the Era of Direams as they've
defined every era since prehistory’s end.

Currently, the Solars are divided along generational lines
Foremost amongst the Solars are those who still remember
the Primordial War, Queen Merela mast notably. Other
Primordial War survivors include Bright Shattered lee and
Gold-Shadowed Arrow. The survivors are some of the most
powerful beings in Creation, and they spend almost all their
time engaged in private pursuits, voiging their concems omly
when some action of another Exale would interfere with their
desires. The impact of the original Solars' private pursuits is
fele regularly across Creation, however. Merela continues to
plan the expansion of the city of Mery, Bright Shartered lee
funds and perfects new rechnologies, and Gold-Shadawed
Arrow watches everything in Creation from the center of
his perfect twin networks of peacekeepe
dozen such Solar veterans of the Primordial War survive,

Their immediate successors and heirs are those Solars
who incarnacedshortlyafter the Primordial War'send, whose
previous lives were extinguished in thefighting. Collectively,
the first rwo penerationsof Solars are the Golden Hero Vassals,
for they date back to the Ochre Fountain Era. Asa courtesy,
the title of Golden Hero Vassal is bestowed to all surviving
Solars of that era including those whonew
while she was the Ochre Fountain’s Queen,

Bevond the Golden HeroVissals come the generarionsof
Solarsurvivorswho reincamnated following the Meru War and
the Aftershock War. The “generation” of Thousand Struggles
no single peneration. The second-youngest gen-
eration of Solars did not live through the Time of Cascading
Years. Certain savants suggest that those who've reincarnated
following Operation Wyldhand should be counted as the
newest identifiable generation. Some even go so far as 1o
suggest the division between the Second Deliberarive Era
and the Era of Dreams is false, and connt the time berween
the Time of Cascading Years and Operation Wyldhand as
a single era, now passed. What the era following Wyldhand
should be called is an unsettled issue.

cation’s most important econamic socie

SITALEEASES, poc
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While all the Exalted are Princes of the Earth, the In practice
Deliberative considers the ritle "Prince” o apply only o and most S
those Solars who rule principalities and rriburaries.

the Viziers and the Warchers overlap heavily,
ereals perform both jobs.

The Like the Lunars of the Silver Pact, the Keepers of the

actual mechanics of rulership usually fall co a principality’s  Loomwonder how much theirwills are theirown, Unlike the

Diragon-Blooded prefecr, who over

overall direction.

THE LuNAR EXALTED

Even the Lunar Exalted themselves
aren’t sure how much autonomy they
actually have.

The Exalted live lang lives, Married
Solar/Lunar pairs often g years or even
decades between meeting each other, No
oarhs mandate that the Lunags spend time
in Meru, and given their limited influcnce
in the Deliberative, many elect to remain
n theirhome territories while theirspouses
live in the White Cicy. Furthermore, while
it was once commen for a Lunar whose
Selar mare had died to commit suicide so
the pair could begin new lives together,
thar practice fell out of favor during the
Thousand Struggles Era. Today, elder
Lunars are just as commonly martie

Lo

“vounger Solarsas the otherway around. An

lider Lunar can exercise much power over
avounger Solar mate. Yer the supernatural
charisma of the Solars isunparalleled. The
perfect Solarinfluence would be invisible,
as Lunar metaphysicians are well aware.

Among themselves, the Lunars or-
ganize into the so-called Lunar Society,
also occasionally called the Silver Pact.
Most Lunars serve the interest of their
mutes, watching over territories, acting
as majordomaos and oceas
with the Dragon-Blooded prefectsin cases
where a Solar doesn't wish to bather with
the derails of Creation's Diragon-Blooded
burcaucracy. They otherwise participate in
es of interest and pass their time in
vworld largely devoid of an obvious need
for their presence.,

THE SIDEREAL EXALTED

The Sidereals osrensibly organize
themselves into three groups: the Glorious
Vizters, who advise the Deliberarive, the
Sagacious Watchers Upon the Threshold
of Reality, who look for the disruprions in
fate, and the Keepers of the Loom, 15 elder
Sidereals whe guide the ather two groups.

SOCH

eesthe dav-to-dayactiv-  Lunars, however, the Sidereals know exactly how important
1ty among the principality’s administrarors. A Solar Prince
has much latitade, however, in deciding her principality's
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THE EXALTED LiFE SPAN

Without anagathic assistance, Dragon-Bloods live anywhere from two o five centuries, Those with a particu-
larly strong grasp of Essence can live longer, up to perhaps six. The oldest surviving Dragon-Blood as of Year 3516,
Saibok Gauto (see Lords of Creation, pp. 156-158) is asurvivor of the Primordial War, but he's unique, and no
one’s really sure why his body refuses to give in 1o the ravages of age. Twilight savants theorize it has ro do with his
extriardinary connection to his elemental aspect. With the assistance of anagarhics developed during the Thousand
Struggle Fra, Diagon-Bloaded can expect to live for six to cight centuries, or up to & millennium if cheir grasp of
Essence is profound.

Celestial Exalted such as Salars and Lunars naturally live for 2,000 1o 3,000 years, The Solars have developed
a Charm called Extended Life Prana to exrend their hife span past that, Moric cxperts extrapolate an expected life
span af 5,000 ta 7,000 years and are already ar work formulating another Charm o extend their life spans further,
perhaps to immortality. The Lunars have had no success ereating o duplicate of Extended Life Prana; but they
have ereated Charms to allow @ sort of hibernation, during which time they don't age. [ addition 1o life-extension
Charms, Celestial Exalted who use anagathic drugs, surgeries or other techniques can live up to six millennia. Sa-
vants aren't sure how long someone with both Extended Life Prana and anagathic treatments might live, but the
common estimare is 13,000 years.

Sidereals live from 3,000 ta 5,000 vears and can’t excend their lives by any artificial means.

This doesn't paint a complece picture. Yery few Exalred die of old age.

Mose Solar Exalted during the Era of Dreams are 750 1o 1,000 years old. No more than a dozen Solars who re-
member the Primordial War survive, and no more than 20 survive whe recall the time before the Thousand Strugele
Era {and approximately two dozen of those have withdrawn entirely from Deliberative society ar this point). Most
Celestinl Exalred have reincamated anywhere from five to eight nmes berween the Primordial War and the Era
of Dreams, and the average Sidereal has lived only one fewer life than the average Solar or Lunar, The Exalted
lose their lives to feuds, experiments, wars, accidents {though they're loath to admic it) and, in a few cases, simple

boredom and a desire ro begin anew.

of Peliberarive intelligence. Many quietly consider them-
selves the world’s secrer rulers when they're not pondering
wherther they'd even realize if the Solars were controlling
them ureerly or not.

Yu-SHAN

Much of Yu-Shan functions under Exalted guidance.
Over time, the Deliberarive has successtul ly
again that, since the Exalted rule Creation, those functions of
Heaven that concern Creation should fall under their sway
as well. The Dureaus of Seasons and Humaniry
with the Exalted to make sure that the destiny of humanity
is to the liking of the Solars. The Bureau of Nature is largely
independentbuthas few acrual duties. The Bureau of Destiny
functions under the guidance of the Five Maidens and with
the Sidereal Exalted as agents.

The Dureau of Heaven remains largely free from Delibera-
tive influence. Lytek, the God of Exaltation, rules the Bureau
of Heaven with a firm hand, and ene of the man
Exalted honor him is by staying out of his business. Still,

mand

riued ap

s work closely

wiys the

Lytek often works closely with Exalred in whom he takes an
interest, nviting them to aide him (or at least witness him)
in his governance of Heaven. He's maost fond of the Solars,

buche treasures most the company of the Sidersals, who work

e

with him in Yu-Shan and whom he sees the most. He finds it
regrertable that so much of their time is taken up in service
to the Bureau of Destiny.

SOCIETIES

“Sociery” is a broad rerm used ro deseribe aroups af like-
minded Exalred gathered for murnal assistance in focusing
power eoward che pursuitofan end, be it economic dominance,
accumulation of knowledge, the spiritual advancementof its
membership oranyrhing else. Socieries aren’t circles.
are the remnancs of grear anths sworn between like Exales
during the Primordial War. Societies often comprise Exales
of all sorrs, including Dragon-Blaoded, Many societies exist
across multiple principalities, holding intérests even in lands
ruled by none of their

les

olurconstituents, Some societies exist
a8 enrities apar from their membership, lasting even afrer
all their founding members have died, with control passing,
not o the founders’ reincarnations, but to the societies’
grearer sharchalders.

The Accord of Broken Rikbons doesn't govern
inrer-sociery conflicr. Officially, martial conflice between
pan-principality socieries is forbidden under Deliberative
law, lest it ronch off larger hostilities. This rule hasn't suc-
cesstully preveneed covert vilenee, though. And since the
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most successful societies count Solar Exales among their
members, the Deliberative has historically turned a blind
eve toall but che most blatant acts of inter-society espionag
and sabotage, Smaller societies with less influence in the
eful.

Ons are Tor conve ni\*n('u: (‘\'\‘

Dreliberative must be more

The following div
aren't abeolute. Many societies in the Era of Dreams bridg
the gap between economy and art, and almost all economic
sucieties have secret components,

EconomMic SOCIETIES

The largest soc

and

wre financial in natuee, granced
by the Deliberative for the diseribu-
ipality currencies. Others are mercantile,

clit

sl momopolic

tiom of inter-prit

memaging the distribution of goods, services and fonns of

entertainment, Many financial and mercantile societies
se by the public. Many
¢ martals w puechase lesser public shares, which
dend pay ts but don't often allow a say in how
the sow tershareholders run things. Celestial Exalis
often encourage mortals 1o purchase lesser shares in ;‘leNld\
tricded 5o way of being s
! A few
They l.\\_l\lbLjHld“L]u | resourecs of publicly
ed secrecy and central conrrol

wailable for purch

il-run socicl

workls mul

o1

wovide compensitton SRR
E =
et e

sother L

§ s surity divisions, but
Lle private armies, some available
by Solar Princes, Financial societies back legal wars
md even instigate them covertly, Many small wars berween
principalitics b doms ol disagrecment be-
tween two socicties, as the societies pressure neighboring
principalitics into declaring legal war, offering mercenary
sold

lor

st diseount,

The Sunflower Banking Society is Creation's secand
gest independent bank. Founded in Year 2015, near the
f the Thousand Struggles
¢ is privately owned and
1w shares, Many Blame Sunflower Danking for
ncial incentives leading to the end of cthe
rinning of renewed hostilities
rirnsot petiod (though savants argue the
ribution nerwotk was bur ane of many
stors), Alter the temporal ¢, iy which three of the
fivedirectorsdied, Sunflower Banking retnvented s
public image and spent most of the Second Deliberative Era
in cooperation with the Deliberative's Bank of the Treasury
recstablishing the Orvder Conferring Trade Pattern, Sunflower
Banking could afford w do so thanks w the fabulous wealth
it carvied i the conflicrs during the historical periods prior

distril

providing the fis

crindc

1o the cascadin

Sunflower Bankit army, the Teeth of the

= Sunflower, is the swdl of legend. The Sunflower Banking

reatest eival s the publicly traded Bank of Draana'd,
ation's largest mdependent bank,

Socicty

Devaored ro the distriburion of entertainment, the Shel-
tered Vale Group consisted of @ troupe of story s and
drmmatists who saw great opportunity in the actvation of 1
AM. Since Year 3208, the zroup has compos
AM toread to Creation'smortals, on the condirion that thos
Ihe

and now

ley

| stories for [

mortals pay an chol each tme one of the stories is re

group has prown fabulously wealthy sinee that time
ticles of clothing and b
fits most famous stories. The society i

markers branded wititul written

Versions

currently

imvestigating creating o type of story o take advantage of 1
AM's new visuul transmission protocals.

Sheltered Vale damaged the Order Conferring Trad
Pattern it 3303, when The Mark of Zan, one nftln_ i
it rele 1 Cre
became addicred, spending
o listen a
rered Vi

ories
1

mgr amounts of jade

| S0 enTaptur ation's populace that mor

qin and again. Under Deliberative onder, Shel-
halresd distribution of the narrative and paid for

the funerals of all 20,000 mortals who dicd when the Sword

cation scoured away the resulting Fair Foll incursion.
3 1 Wale must contribute o fine

k force that even now hunts
down and seeks to remove from mortal barnds all remaining
copies of Tha Mark of Zan.
The Distant Vistas Tra
triy

| Society is dedicated o
|t all Creation’s populace. In press
ses, irdescribes itself as very old, daring back to the First
Deliberati . While o sociery of Lunars ealled Distant
Wist during that time, however, the Distant Vistas
of toda ot cluim any continuity with thar auguse and
legendary order. Distant
maller trav

stralling inter:

s primarily to make

anre they synchronize ope

lows enough thar mortals

In the recent past, &
ant V
el goal of co-opting or dmn:‘mtlmg{ then,
Travel societies serve to keep Creation's edges stable, by
e that Wyld-shaped ©

hirve infilirated Dis

with the e

@
lity interncts ona regular

muking s
basis with Creation’s core ina manner more personable
than trwde. The Copper Web wish
development of technigues that will allow Wyld-shaped
reality to
natural Creation ind
beliey

rechniiq

s o provoke the

wain stuble yet separate from the influence of
and a lew of s members
forcing a crisis will provide incentiv
development. Al Distant Vistas knows is that
its financial stalilivy is suffering from an unusually dense
conflux of unfortunate comeidences,

ARTISTS' SOCIETIES

While the mast powerful socieries
so-called “artises” societies” ournumber economic societies
by orders of magnitude. Most artists’ socleries are simple
groupings ot individuals dedicated o pursuir of 8 commaon
inrerest, and many Celestial Exalred belong ro dozens of

initely

s for those

Are economic innarre,

artists' societies at once and hundreds over their lifetimes.

£
|
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izens define artists’ societies
s assertion that Exales must be artis

ion’s def

Te:
suits. Evenmortals

in all their pur-
into artists’
now, a5 | AM serves to promote communication
between anyone with like interests

Few
Exalts arc unskilled
memt

sotnetimes group themse|

socictie

literal armies, but few
s with
ship are able and willing to debare philosophy and
it duiklwve’s point. That artist’s societies don't
field armies just means the Deliberativ ¢ likely to take
aotiee of their shadow v

Artists’

SOC 5 PUSsEs:

combat. Many socieri

s e

v, or VCPS, isa
ate a thinking
ity using varianrs of the original
multiple-ireration techmique. They believe that 1 AM, though
I, is the product of a revolutionary technique of
nitive automita that could require another 1,000
vearsof polisty. They would much prefer toperfect traditional
thinking automaton techniques than abandon ever [000
vears of evolutionary ndvancements in their field.

While studying T AM's transmission nerwork, Shin
for the VOPS, recently discovered
an equation sugpesting that 1 AM's transmission netwark
might be capable of accepting one or more uploaded human
soul-pairs (Both hun and po), with umu;_h transfer accurac
s unsure of where

automaton of [ A

Aruta, a Lunar research

to taintain the soul-pai
o pass this information. She believes her superiors in the
VCPS would be displeased vo fired thar her attention w.
directed toward 1 AM's network architecture and not ar

Memaories.

sciety of painters, the \’t ve Lattice promotes the
style of painting for whick it was named. (11
abrush of fine horse hair between the third and fourth fingers
af the left hand and paines with pigment made only from
the Lliranmanshin Ascendant method of Wyld-shaping, mixed
with four parts distilled water for every three parts pigment.)
Thesociery'smembership believes the Wave Larrice merhod
of painting is superior to all others for pumposes of painring
imagesof waves. Thissociety recently wora shadow warwith
the rival Shale Brotherhood, which promoted a variant using
Ularimeanshin Descending pigment. Wave Lartice had all the
Diragon-Blooded of the Shale Brotherhood s
currently ateempring to gain access to the divine pape
revealing which infans the Shale Brotherhood souls were
reincarnated into

A charitable society, the Children of Sextes Jvlis seeks
o provide medical aid to mortal civilians in w: andd
i tributaries whose rulers would rather divert resoure
where, Founded in the carly Second Deliberative Era, most
of the sociery’s members are Wood Aspect Diragon-Bloods.
Orcher Exalts with an aptitude for healing andfor bureancracy
claim membership as well.

The Children of Sextes Jylis are out of favor with the
Deliberarive ar the moment, due o the socier
o Operacon Wyldhand, Now, in pro

ainter hole

ZOTH

el

3 Opposition

t, the Solar who

e

leads the v has vowesd ro withhaold aid from anyone
adversely affected by the operation.

SECRET SOCIETIES

Muast Exalts have agendas they wish to remain hidden.
These agendas often require the aid of ather Exalts to carry
out. A s ity can be anything from a hidden frater-
nity of like-minded Exalted who reminisce on important
anmiversaries to 4 gang of hard-bitten thieves and murderers
who seek to orgmmize their crime.

Four Solars, two Lunars und three Sidereals band to-
arethierin u s

of Sweer Cirrus Crimson, a Fai >
Crimson w hist whosoughr ro destroy the Delil-
erative amd replace it with an altogether more chaotic form
of government that he called agiga, the specifics of which
he never fully articulated. The nine Celestial Exalts who
compose the Sweet Citrus Crimson Memorial Society were
Sweet Citrus Crimson’s executors, and he died so beauri-
fully that thev all fell in love wich him. Each now strives to
make sure Creation never forgets Sweet Citrus Crimson's
1tfe or death. One member belongs to the Shelrered Vale
Group sl inserts subtle references to the raksha in the
i e Another sits on the board of directers for
the Bank of Daana’d, encoding Crim name and face
strings of numnbers the bank weaves into the Order
Trade Pattern. Every member of the Sweet Cirrus
Crimson Memaorial Society infilrrates some other famous or
vital soeiery, The group’s ulvimmare goal is to tind 2 way o
bBring him back ro life (or reproduce him), so they may kill
him and witness bis death again. They remain undaunted
by the impossibilivy of this task deters, and they're now
experimenting with bound unshaped raksha and the new
protashinmaic vortex technology.
infiltrate

a1t

stori write:

som's

into the

Clomferring

Because the socicty
because s members st
other and keep no track of favors owed betw
cach member s known s

s many others, and
¢ information freely among each
en them,
in certain other societies
for possessing far-re ontacts and the ability to ger
things done in unorthodox ways, / xalts know of the
1 whole, bur none know its purpose,
and its members are highly sought for their connection:
Gold-Shadewed Arrow would nat look kindly on the s
existence, as its members were supposed ro strike the raksha
from all hisworics af

An open sect
organization connecting many competing martial arts soci-
eties. Through the Black Bandans, the Martial Arts World
organizes ils wars to minimize salties. Bl
Bandana members are all expertsat concealing theiridentiry,
and the convergence of martial arts and anonymity explains
why most members of the Black Bandana are Sidereals. The
Black Bary
martial arts societies with escal
botlsides in the guise of mortal acoly

sociely’s existence

T they lilled him.

the Black Bandana is o so-hetween

sivilian

na's usual method of operation is o find rwo
Lit

hostilitics amd infiltrare

The Black Bandana
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ak to the leaders of cach sociery and arcernpr
Tthe

ited areas where any devastation of

nts then sp
to hegotiare s
private, us
the landscape won't be o coneern.

The Na<

feries can fighr in

e venue in wi

pally iny s

hsacieties. Even in their
ents of the Bureau of Destiny, they
minals without demonstraring
1 Black Bandana
acts, but a few have grown so disillusione:d
k toeliminate the Black Bandanasociery tomake
roam for a more just It remains to be seen what
chaos conflices between martial arts societies would
cause without the Black Bandana mediating.

The Eighth Severance is a society of Dragon-Blooded
Small,and currently small-time, the Eight Severance
¢ cheap but cannot hope to accomplish the
arions of peer societies such as the

=\<=|1u\\|‘run\rh WOTSLL

anmot hring

agenrs

[ternative,

isivie

Its members hite themselves out to even smaller
5, atid have seen some success
short shadlow wars. Their one advan-
-ir Sidereal patron, who manipulares
hidden. When Kai meers
hip, he claims to have a grand
n mind for the sociery. In rruth, though,
h: sjust in it because he enjoys the illicit feel of gerting away

Red Pupi
societies and pr
A% 4 Weapon in various

rage is Kai Winter, th

with something.

Pursuits

Along with and aside from their assigned roles, the
Falred pursue whatever ropics inrerest them. The Chosen
shaped Crearion into their playground,
where anyrhing that carches their artention is theis for the

of the Geds have

he it knowledee, self-perfection or rivalry.

WYLD-SHAPING

Since the time of the Unfurling Horizon Era, the lixal
pand the bordersof Creation. Early actempts
were limited by the need for the Selars' direct involvement,
ATICCS 11 [n:IL.IL\.LhnUh‘EJ‘- [h\.\( 5 ne |\)n"i*| fruc.
hips firted with great shaping engines journey into
fres of Cr
af chaos into new lands custow

have worked roe

d from the

built for new habiration.
Solars can raise whole commuticies, people and all, from
the Wyld, but it is more common to import folk from other
points in Crearion ro populate such areas, as their connec-
rions ro people elsewhere in the world help to cement the
s’ e In fact, it's a fairly common practice for
Is to use Neighborhood Relocation Scheme to drag
s prefibricite created lands
v to bulwark their stability until the effe
the Order Conferring Trade Pattern permanently tie them

neEw

dere:

ENIT

conmmutities into newl

which s s of

crystallizing the stuff

into the fabric of Creation. Such Wyld-shaped communiries
ofren offer the chanee for young Exalts ro grow into their

power by birthing new principalities for them rorule, protect

anil admin

SORCERY

The Tira of Dreams s the time when the art of sc
reached its apex. Whether it s the use of sorcery proper
ar the application of sercerous principles toward other
Cnlifi!\'[“:\. SLIC h HEMANSC CONStruction or li]C manu e
of artifaces, the pracrice of the magical arts is a part of the
fabric of evervday life for the Chosen, During this peric
nearly all Celestial Exalts more than a century ar two old
Sorcery, and many thar age
have ar least dabhled with Sapphire Circle Sorcery. Even
among the Dragon-Blooded, sorcery is a commonly taught
skill, with the elders of the varicus Gentes reaching the
I
in order to herter their prospects for advancement in the
Deliberative government.

The ubiguity of sorcery has a great deal to do with the
number of sorcerous schools operating throughoue Creation,
from the Academy of Divine Enlightenment in the White
Ciry ro the Divine School Devonian in Sperimin to Hollow's
Fertile Ground Academy o any of the myriad academies
that dor Scholars” Courr Principality. Also, a number of
elder Exalts privarely raror vounger favorites in the ways of
Essence mastery,
ssolely the domain of the Exalted in the Age of
Splendor. Others may have the ability te learm its techniques.
but the Deliberarive has made it a capital offense to do so.
Sorcery is too dangerous a diseipline for the un-Exalted to
it is of great destruction, ktwas
a gift given to the Exalted themselves, and only they are
capahle of nsing it with the necessary wisdom.

rraie,

cery

have mastered Emerald Clircle

asics to those younger Terrestrials who show an apritude

Sorcery

wield, ir’s argued, capable

NECROMAN(_Y

10 out
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THE MARTIAL ARTS WORLD

Asubculeure ofsorts, the Martial Ares World isa circuir
of gatherings and tournaments where supernatural marrial
artists practice and display their abiliies

Savants have
long been aware of the uddity of martial arts magic, ene of
those few areas where the Solars can compere bur are nor
the undisputed masters. Many martial ares devirees insist
supernatural martial arts are the purest expression of disci-
plined Essence use, open to all—even enlightened martals,
Many desore their whole lives to perfecting themselves
through its pursuir.,

War

The Exalted were forged for war, and chey are irs un-
disputed masters. Although the Era of Dreams is a ome of

peace, the Chosen of the Gods mainain theirfighting prowess
only through battle., Laying aside their arms nearly lost the
Exalted Creation to its enemies in the Dissolurion Invasion
and the Aftershock War, and the Thousand Straggles Era
proved why preparation for barele remains important ra the
E)\(“]‘Cd oven lULl\]”ﬂ \“\T.\]l'l: enennes.

The carrent time of peace would seem o limir the
options for armed conflice, bur there are foes aplenry
for Exalts looking for a fishe. Mosr often, such foes are
other Exalted, Although the Accord of Broken Ribbons
guarantees that any assault on a prefecrure of one Solar

_Prince will b answered by the mighr of the Amy of the

onstantly
fought via intermediarics with the Exaleed instigarors
hidden behind layers of plausible deniabilicy. And the
Broken Ribbons Accord in ne way prevenes wars being
waged against Re: L OF con
of the triburaries are ruled by ancienr Exalts of exrreme
power, some of them Golden Hero V.
any Exalt to fully consider the ramifications of instigating
such a conflict, It's also important for the Solar Exalred
to remember they are required to spend two out of every
five years in Meru—time during which one's enemies can

Deliberative, in point of fact, shadow wars are

m teibutari

€, SINCE many

=

it behooves

s

often move unanswered. Asaresult, conflicts berween the
Princes of the Earth tend to be short, brutal affairs.

COme external foe that does concern the Exaled is the
Fair Folk. Ever since the Dissolution Invasion, the Fair Folk
have been the most constant threat to Exalted hegemony
over Creation, In fact, Operation Wyldhand, conducted a
mere 23 vears gone, was conducted to simulare the effeces
of a widespread Fair Folk breakthrough and subsequent
static reality fatlure. It was also the largest armed conflicr
of Exalted since the Thousand Struggles Era, an exhilarar-
ing exercise of the Army of the Deliberative's unferrerad
might that left millions dead and the landscape scarred.
Considered a rousing success by some of the most power-
tul and belligerent Exalts in the Deliberative, it may well
prove to have only wheeted the appetite for conflicr for

40
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these warciors in this time of peace and lead 1o renew
hostiliries against the courrs of the raksha,

Considered a secondary chreat to the Realm (if that)
are the few survivors of the Primondial servitor rces and
the lorhidden gods who sided wich their creators in the Pri-
mordial War. Most of the fallen servants of the Primordials
have hidden themselves in the deprhs of the earth o avoid
the gaze of the Unconguered Sun and the attention of his
Chosen. There, these Darkbroods have become embroiled in
seemingly endless contlice with the Mountain Folk, Given
their lack of organizarion and their base of operations deep

within the earth, hevond even where the people of the
carth usually mine, rhey pose no teal threar o the Re
As for the forbidden gods, the official position of Heaven
is thar all of them were hunred down and eliminated in the
years after the close of rthe Primordial War. The Chosen

Lo,

of the Maidens remain uncenvineed, however, especially
since several of these supposedly
light and die in the final battle of the Afrershock War.
Although none have been seen since, that doesn’t mean
they aren't sl eur rthere, plorting the overthrow of the
Exalied and the gods of Yu-Shan and the rerum of their

eagd godds tumed up o

masters, Like the servitar race survivors, these beings a

viewed as fugitives from justice racher than an actual threat.
One Primordial is still unaccounted for, however. Were it
o garher these heings and offer them direction, there might
well be a repear of the Afrershock War in the offing—this
time with a lor fewer Ciolden Hero Vassal veterans familiar
in the ways of Primordial warfare fighting on the side of
the Deliberative,

e ape of exploration is long passed. The Exalred have
mapped and charted o the edge of Creation and bevond.
There are no wore fronters. Enigmas remain, such as the
Sea of Mind, but even they are known enigmas. Exalts who
phy can't explore anymoare.

They take exotic vacations instead. The mest popular
destimations include:

Matreas

Malleas is the prison of the deteated enemi
Exalted and the source for much of it oceule slav
Assuch, it is a favorite safari destination for the Exalted.
The eldest Exalts travel often 1o Malfeas to gloar over the
state of their fallen foes and reminisce about times long past.
Sorcerers of all stripes can ohserve prospective demon slaves
in their natural ]Lﬂ'\lti[a while artificers may gather all sorts
for inclusion in artifacts: Young Exalts,
on the other hand, sometimes come to see what all the fuss
over the long-defeated Primordiale is all about, Most are
unimpressed by what they find.
Tre UNDERWORLD

Since the lirger shadowl
made oft limits by order of tf
tions launch into the Underworld from o small Blessed

warit o chanee of g

of the
labeor.

5¢

of unigue mate

anch of Darkamist Isle has been

Deliberarive, most exp

Isle shudowland warched over by a specially bred order of
Diragon-Blooded monk-necromancers, Each satari’sitinerary
ssdifferent. Some tour the Underworld capital of Stygia, others
sail the bleak but morbadly romantic Sea of Shadows, while
still others travel ro the Labyrinth to mine for soulsteel tabe
used as artifact components or to hunt plasmic monstrositics
that are unlike anvthing in Creation.

THE Wiip

Safaris inte the chaotic Wyld are the by far most
popular ones among the Exalted, The safari-goers’ vessel,
usually a retived Wyld-shaping craft, travels the flows of
unreality surrounded by a sphere of stable reality, There,
they can enjoy the beaney and wonder of the Wyld's depths
from a safe remove. Eclipse Castes whoatrend arc allowed 10
disembark and actually speak with the local raksha. Though
no two Wyld safaris are ever the same, they are invariably
marvelous, horrifving and exciting,
BerEMOTH Expenimions

The mest recent fad in Exalved safiris, this tpe takes
vacationers to behemoths mnging free in Creatlon's wilder-
ness, where they may do what they wish o them: look ar
the crearures, hunt them, ride them or wharever else they
please. The famed Maker of Rubble was recenuly slain by a
group of Exalted hunrers on just such s safarl,

THE SOLAR DELIBERATIVE

The Deliherarive is a toal,

T

Its purpose is to prevent the escalation of disagreements
between Solars into vast, Creation-devastating wars. With
their personal puissance, their army-rallying powersand their
occult might, Solar Exalts in open ¢onflict could murder the
gods, crack the world, shatter the sky, release the Yozis, kill
everything living and kill everything dead: They might even
collapse the Wyld. The Solars were not so potent at history’s
dawn. bur even then, all wha'd warched their rise to power
could chart its likely future course.

The Deliberative's constitients are aware of its true
purpose, but few enjoy discussing or thinking of the Delibera-
tive in those stark terms. Officially, the Deliberative exists
o ensure the smooth governance of Creation and the health
andl fulfillment of all the world's peoples. It does do those
things, but a its core, its the medium through which 300
former mortals check each other's power. Although most
Solar Exalted realize it, few dwell on the knowledge that
they are simultanecusly the grandest, most porent champions
and protecrors of Creation and the most deadly and awful

threat poised against it

The Deliberative is a well-made tool, ferged with open
eves by geniuses during a time of raw conflict. It has failed
ance, but the heirs of those same geniuses fixed it, and it
works again. For three millennia, through five eras and well
e a aLMh the Delikerarive has adapred to succeed ar its
task. Creation survives. The Solars rule with righteousness
and forethought, for the most pare. Threats from withour and
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THe MaNY DELIBERATIVES

When the people of Creation say “the Deliherative,” they usually mean it one of three ways:

All of Creation’s governing bodies. In some minds, every government in Creation is “the Deliberative,” save
for the ruling bodies of those rare tributaries that turn against Deliberative principalities. (They never lase.) A moreal
might blame “the Deliberative” for rising tax rates éven if her Prince raised them on his own; even if he's raised
them further than the laws of the Clear Glass Aceord (p. 47) allow. Most moreals don't concern themselves with
the werkings of the highest levels of Creation’s government, and gither are unaware of a more specific meaning for
the rerm or don't care encugh o be precide, This is the most commeon wse of the rerm and also the least accurate.

The Solar Deliberators. Every Solar Exalt is o Deliberator. Some who speak of the Deliberative mean, specifi-

cally, the Solars who compose the Deliberitive’s de

likierators in name,

Otismaking hody. Most who use “the Deliberative” ta mean
“the Solar Exalted” intend to exclude those Solars who rule triburari

Nevertheless, tributary rulers are still De-

The bureaucratic apparatus and armed forces of the highest level of Creation’s government, This definition

15 the most technically correct, “The Deliberative™ refers to t

300 Balar Deliberators (but only in their function

as Deliberarors), as well as the bureaucracy that supports themvin their duties as Deliberators (nor the bureaucracies

of thelr principalities), most of the poverning body
armed forces of the principalities). Savants and politici
governments as separate entities.

of Mems andithe Deliberative’s peacekeeping forces (not the
ans most often use this definition, and speak of principalicy

Due to historical precedent, “the Army of the Deliberative” traditionally means all the armed forces in Creation
under the comimand of the Solar or Lunar Exalted, even private anmies not otherwise affiliated with the Deliberative
propet. This usage has been common since the Aftershock War, wheri all such armed forces came rogether under
the coordinarion of that era’s Deliberative. Ir shows no sign of falling our of use. regardless of its inaccuracy.

el

withinare contained. This starus quo has grown precarious in
the past bur always recovered. Even in the afrermach of the
Time of Cascading Years, the Deliberacive survives and the
Solars unite to avercome adversity. Most Deliberatars look
forward to another 3,000 years of the same, sure that whar has
worked in the past will conrinue ta work. A few worry thar
the peace of the Deliberarive will nor Tast, rhar open canflicr
between the Solar Exalred will rvage Crearion once more.
Hardly any consider the other Exalred as potential threats.

STRUCTURE

The 300 Solar Exalted make up the acrual decision-
&5 charr the
seof Creation, and none may painsay them. The
Deliberators conduct the business of government from the
Ruling Palace of Meru under the warchful eve of their patron
god. The Lunar and Sidereal Exalted typically attend ses-
stons of the Deliberative to advise the Lawgivers on matters
that interest o concertt them. Many other luminaries, from

making body of the Deliberarive. Their cho
future co

Dreagon-Bloods ro Dragon Kings to gods, often artend as
well, and all have the right rospeak betore the Deliberative
{even mortals). In the end, however, only the vores of the
Solar Exalted matter.

PARTIES
Ower the millennia of its existence, a number of parties
representing the political agendas and sspirationsof the Law-

givers have arisen. Owver time, the power and membership in
these parties has ebbed and Nowed, with some (the so-called
Creatienists, for example} having merged with other parties
and others (the Deliberacists) having faded away entirely.
Wihat follows is-a breakdown of the parties as they stand in
the Deliberative currently.

THe CAULDRONISTS

The most controversial activises within the last two
centuries, the Cauldronists wish to dismantle Creation.

Or s their opponents claim,

The Cauldronists propose a radical course of action. They
wish to creare a world as free and murahle as those portions of
Creation carved from rhe Wyld. Using terraforming Charms
and technology, the Exalred have pushed the world's borders
aning the resulting laind for maximum urilicy.
The geomaney of terraformed kand is easily incorporated inta
geomantic power grids, the flora and fauna railored for conve-
nience. Even the landscapes are shaped for human needs.

The original areas of Creation have no such uriliry.
They were created by the Primordials and shaped by the
elements. The £ one much 1o shape the world
crehistory's end, bur the Cauldronises see
t5 as repair on an ohsolere sorucrure. They wish

far outward, de

olars hav

i l.hu' Lme sinee
th

tor begin anew,

So far, Cauldronists have achieved limired suc

shaping their prefecrures fo their liking through networks of
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Aid Revocation manses (see The Books of Sorcery, Val.
1l—Oadenol’s Codex, p. 77), but thesedepend on unaltered
underlying geomaney, Tore-terraform Creation directly, the
Cauldronists wish o
Wy
centuries, this process could eventually encompass all of
Creation's original area, with the possible exception of Meru
itse \I. Since deliberately opening o Wyld zone within one’s
prefecture is illegal without authorization, the Cauldronists
have yet to begin this process openly, even in lands they
contrasl. The law has no stopped a few Cauoldronses from
sabotaging their own magical effores inan effort to create
new areas of Wild, though,

The Cauldronises didn't propose Operation Wyldhand,
bt it would not have passed without their unanimous sup-
port, They ook the opportunity o claim many of the Wyld
s wake, and many of those they
haven't claimed dicectly, they secuted some control over

apening and ressealing conrolled

nes throughout Creation’s original seopraphy, Over

zones lefl in the exercis

Illﬂ];];"i] EI.‘-M!_EHIU\:H‘ W r\'LLIH]:HIUl\ Lo, {1‘3(]5”!1 S0 was
not difficult, considering Cauldronists are preeminent ter-
raforming experts.)

-..rll[ldﬂ)lﬂ‘*i‘ ‘l‘“d 1o |‘I.‘ YOUTECT g\']l:]!’S ent 'IHR:L\" .“\
“l(‘ e L( il Hf Tl.\hdpﬂ)' J” ot [.ﬂ A0 T ‘I\\ 1T \\r\“ [ I||.‘.\' H]h\]
garner much support rom would-be Wyld-shapers who've
been denied territory on Creation’s border, as well as Solars
\\EH] are ”l][l‘rllll:]“ 1o \!l'r“‘\_' T!l".‘k:\.“\ﬂ.‘.\ W (l]\.:kr hLl]\ﬁ; }‘U‘

don't wish o give up the land and people they already rule

At the core of the movement are several elder Twilights
who fondly remember the heiglu of the Shining Reflec-
Lo ETH dl]ll ‘l"lli ]‘\3.\](]‘:‘{.‘ experiences l‘lli]il_{{ lht T‘]]J\: UI-
Caseading Yeuars,

Their chief opponents are elder Solat survivors of the
s wha had

Time of Caseading Ye ss¢ than positive cx-
pericnces durmg that time {of whom Her Most Luminous
v and Savior of Creation, Her Exalted Highness
Merela is the most prominent), Other staunch oppanents
include the Creationists and those Solars who believe {and
care) that reformatting Creation would anger Gaia

THE FarTHFUL

Comprising the oldest surviving partvin the Deliberarive,
rhe one with the most members and rhe most vereran Exalrs
as part of its membership, the Faithful are the moc
the Deliberative. Itsmembers helieve itisthe |
tor care for and run Creation, and they heli
heing neglected in favor of the pursuir of ple
personal glory ared shoresighred apendas, These
out their duties with rigor, artention to detail and an ¢
roward setting an example for all those who
it their respomaihili

Few voung Exalts agree with the Faithful agenda, as
tex placing limits on their burgeoning power and
ambition, The party itself has become synonymous wirh the
estuhlished order in the Deliberative. The Fairhful oppose

Exceller

ites of

pivers' duty
that duty is
ure, hids for

Solurs carmy

e grown lax
s to the world.

it advic

the Cauldronists on principle, seeing them as radicals who

THEe Coprer WEB

Merela, a Dawn Caste, ruled at the dawn of the
Age of Splendor, For the past thousand years, the
Most Supreme Hierophant, a Zenith, has ruled the
Deliberative in fact if not in name, Now, some few
Twilights set the stape for their own ascension to the
tulership of Creation

These clandestine Copper Spiders would see it
dismantled, and Creation too, Putting aside religious
reverence, the Twilights of the Copper Web conspiracy
would make the Unconquered Sun proud by surpassing
him. The Unconqueeed Sungovernsasingle world. The
“opp eh could take Creation and form a hundred
warldsfrom its components... athousand.

The Copper Web backs the Cauldronists heav-
ily, Lhough many Cauldronists would not supporr the
conspiracy’s goals were they fully aware c{tl‘ne situa-
tion. Not every Copper Web conspirator is an open
Cauldronist, however, Several are publicly members
of different movements, opposing the Cauldronists in
deliberately incompetentorcounterproductive ways. A
few don't consider the Cauldronist agenda viable and
don't involve themselves in these pelitics at all,

would tear down what the Selars.are sworn to protect

Fairhiul, especially surviving Golden Hero Vassals, wish to

rrust the fare of Creation wany single leader, trustingonly the

Meliberative process techeck the ambition of theirpeers. This
posirion serves to put them at odds with the Unionists.

THE MILITANTS

Made up mainly of young firehrands, backed by a few
hard-line Dawn Castes who miss the good old days, the
Militants view Creation as a fortress that must be held
against its myriad enemies. Those enemies include the Yozis,
their spawn, the Darkbroods, the Fair Folk, the dead, and
{to a lesser degree) the gods, Exalts and men who appose
the parry's agendas. The Militants promare huilding larger
armies and more powertul weapons o prepare the Realm's
armed forces for the threats thae they're sure are mustering
to assault Creation even now. It was the Militants and the
Cauldronists repether whe pushed Operation Wyldhand
through the Deliberative, but although the Militants view
the war game as a success, they see the loss of 20 million
mortal lives as an unacceptable ourcome. The Militanrs
helieve it will require more powerful hartlefield weapenry
and a larger complement of better armed and trained troops
to aveid & similar nurcome in actual combat with Crearion's
enemies. To that end, party members have heen pressuring
th:‘ Deliberarive ro allocare more meney to military spend-
The Militants hope to engage in an operation similag
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ro Wyldhand once the armed forces have been upgraded 1o
their satisfaction, perhaps this time against the unleashed
forces of Malteas or the Underworld

The Milicanes are opposed asradicals by most ather parties
in the Delikeranve, Even the Cauldronists, who supported
Wyldhand for different reasons, gor what they wanted out
of the project and see noneed to repeat i,
Tre Unionists

The Unionises are less asingle unified party and more o

series of small parties, most wath only a handful of members.

tion woukd
Solar raler, as it

It ts the common beliel of these
(are betser under the leadership of a it
did during the Ochre Fountain Erawith Solar Queen Merela.
Theonly twaSolars wheactually possess more theam a handful
of supporters are the aforementioned Mereln and the Most
Supteme Hierophant,

A the Unionist geoups have linle in common with one
anather except their belief in Creation's need for a single
ruler, they oppe
they oppose non-Unionises, Only Merela and the Hierophant

oneanother in the Deliberative as often as

ever manage 1o garner enough support from the Unionists
as a1 whole to tip votes ome way or another.

OTHER “PArTIES”

Urhier so-called parties are as much Solars lumped ro-
gerher by oursiders based upon their political beliefs as they
are organized groups with their own agendas: The Divisives,
for instance, believe in the innare righe of the Solar Exales
rar do as they will. Mast Divisives rule triburaries, sacrific-
ing their voice in the Deliberative for the freedom o do as
they see fit wirhin the confines of their own principalities.
Afew Divisives are hoary Golden 1lero sala who can
still influence the processes of the Deliberative through the
favars they're owed by other Salars. Most, however, are not
so mighty, and are content to allow the realm to charr irs
they are left o their own devices
The Fugitives, in contrast, believe that the Deliberative
is horh carrupt by its narore and unredeemahle, They are,
therefore, bowing our of the political process ro wharever
degree they can manage. Manv of the Fugitives also rule
tributaries, where they are free ta exercise their more
egalitarian agendas in much the same way as the Divisives
rtheir own

MOVEMENTS, [SSUES AND AGENDAS

The Solars use the rool of the Deliberative ro advance

own conrse so long :

eXOTC

thew own plans, Through open discourse, confidential nego-
tintions, trading of vores, brihes and accasional rhrears, the
Deliberative’s power hlocs maneuver the grand mechanism
ol government to shape Creation ro their will, Withoue the
Deliberative, they'd use more naked means.

Described here are a few of the movements pushed
forward in the Deliberaove roday, Many Salas support two

or more of these agendas.

TriButARY OPPOSITION

Whether due to concernsover the treatment of tributary
mairtals or ohjection e the economic advantage afforded by
the lessened restrictions under which tributaries operare,
a vocal minority of Deliberarors scen
outlawed. Some call for cributary Princes robe cha
the terms of the Clear Glass Accord.

Their opponents (most of whom benefit ccomomically
from the tributaries) argue that a more restrictive Delibera-
tive broke in the past. They say the current flexible model,
including the opr-out clause the reiburary option provides,
will be less lkely to produce serious wars between ideological
opponents. Tributary supporrers lave a point, History rexes
portray the Deliberative of the Shining Reflection Era as
stracified, Most agree thar Rose Petal Tea's actions alone

to want tributaries

wed under

wouldn't have been enough o spark the Thousand Srruggles
Era if e hadn’r struck in a velatile envitonment,

This issue s effectively dead. The riburarics arc unlikely
o go away. Nevertheless, older Solars can often gain politi-
cal capiral among younger Solars b
promising to make changes thar will likely never occur,

LEADERSHIP STRUGGLE

A constmrissue since the time of the Firse Deliberative
is the question of leadership within the organization. There
is no official head of the Deliberative; bur the Hierophane
holds the backing of the majoricy of the Faithful and of a
good mujority of Unionists, effectively making any law he
wants passed almost w guaranree and anyrhing he strongly
appases impossible 1o pass. The only significant challenge
ro his aurhority over the Deliberative process comes from
Solar Queen Merels, who srill posse: significant clour
with the surviving Golden Hero Vassals and a limired vero
rhar’s s holdover concession from the founding of the First
Deliberarive. Althongh rhe Hieraphant often plays upon
his lendership of the Church of the Unconguered Sun and

w speaking on this ropic,

his spiritual closeness to the Incamna to sway vores, most
Lawgiversare nware ot the esteemiin which the Unconguered
Sunt holds Merela, They know well thar it was to her alone
snquered Sun handed over the Crown of Thunders
and the Crearion-Ruling Mandare. As a result, very few ot
the Selar Queen’s veroes are overturned

MORE FREEDOM FOR THE DRAGON-BLOODED
This issue tlares up every few decades, and has again
recently. Giiven the success of the various free Gentes, a
numberof Solars (rypically youns Lawgiverswho lack Gentes
of their own) have suggested that the Realm would be bei-
ter served if the Terrestrial Exalted were all freed from the
oaths that kind them o specific Solar Exalted. The elder
Sulars are quick ro point out that the Gentes were placed
under Solar control by the Incamae themselves, and that
to presume to release them from their assigned destintes
would defy the will of Heaven. They also suggest thar rhe
younger Solars act out of a combination of jealousy that

the Une




they lack Dragon-Blocded underlingsef theirown and hope
that their vocal support of the Terres
ron-Bloods to their service (us

al cause will draw

spicion that's not
hout its meries). Regardless. there is litle likelihood that
the current stare of affairs will ever change as lomg
eldest Solars live, and if the history of the free Gente

Iy be

the

any

indication, will like nidered moot by their deaths:

NEcroMANCY

A concern of the Deliberative since its secrers were
wrested from the tombs of the Neverborn by the Black Nadir
Concordat, neeromancy 1s eonsidered by some Lawgivers
1o be a wap lain by the fallen Primordials with which o
enshate those who would wield it. They point out how its
gics are the inverse of those of living Crearion, while
the walking dead monstrosities spawned by its dark power
butn ac the wuch of the holy Zenith Caste. Advocares
of the pracrice ask how this is any different from the way
demons summoned by the accepred arr of sorcery react to
the glery of the Unconguered Sun reflected by his priests
They alse point out how sorcery is capable of devastating
whole cities or freeing the mighriestsoulz of the imprisoned
Yozts from the depths of Malfeas when wiclded by the rash
and unwise, They argue that netther art is incrinsically
dangerous, onky the intent wich which either is employed
is dangerous,

This Issue is effectively deadlocked unless evidence of
a definitive corrupting influence can be broughr e light
[rs mastery offers too great a tempration tor jaded Pxalrs
who thought they'd reached a dead end in their mascery
af magic,

SouL ResearcH ResTRICTIONS

It has alwenys keen against Deliberarive Law o haph

efl

dz-
ardlyalrer orimprisom buman souls, as themoral justification
Housness with maortal lives rests on the pro-
s of remearnation. The use of souls in experimes

for Celestial e

e nis has

never been explicitly bunned surright, however, as there

are s number of Golden Hero Vassals who wish w do so.

The practice s tightly regulated, however, and according
tes current Taw, only the souls of reerible criminals may be

usi] inexperiments or t power devices that require souls

[Rctor as

e (Tributary Princes are the deciding
whitt constitutes an offense that allows for such w oceur,
thongh.) There hasrecently been a push i the Deliberacve

Lo e

i lighien these prohibitions, coinciding with the rise in
popularity of the new discipline of necromancy.
FReE DEMON OBJECTIONS

Demons are alien and broken, bur notall of them seem
hostile to Creation. The
r‘(l]]” \\:h'(l[ [h{’} were, ”11' TTIANY POssess \‘\Jﬂl.\ CXPressing

s are nor altogether changed

aspects of themselves unrelared ro their hatred of rthe gods.
thie Exalred and che world.
The more ceconric of the Exalred somerimes desire

the companionship of a demon, but don't wish t see the

demon’s
Somerimesun Exalt breaks i demon out of Malfeas and brings
it under his protection. Thereafter, the demon’s freedom is
curtailed only by its patron’s strengeh and will.

InY {
Limbs, whict
tions under Creation-wide law. If a Solar patron registers

a demon’s identity with the Ministry of Malfean Liaison,

andd arival s jaently rd enslaves

er sub SUTTONS

ceord of Broken Ribbons.
This protection becomes null and v
subsequently judped guilty of infern
the demen is usually hunted down and put o deatch by
Ghost-Earing (at best)h.

! ¢ Demons make up the larges
the freed demons, Fimst Cirele Demons are barely above

sorcerer without vielating the

1 if the patron is
lism, in which case

comed Cli iriks of

mortals and elemenrals in the eyes of the Exaleed, while
e to the Yor

Third Cirele Demons are considered oo clo

There have been norable exceptions, howe:

The Treaty of Limbs s still opposed by mose of the
Faithful, especinlly its Golden Hero Vassals, and nearly
all of the Militanes, hoth of whom believe that the
invite the s s Lo share their beds are bring-
ing spics into the hieart of the Realm, A recent increase in

et

se who

sawn ol the Y

this practice among the newly Exalted coinciding with the
incrense in Malf

(oot of the Deliberative onece again,

MILITARY SPENDING

Military spending has been a hor-burron ropic since
Cperarion Wyldhand, wirh the Milirants pushingfor a huge
increase in the budger for the Realm's air, sea and land
forces as well as the development of mare powerful weapons
o be wielded against the enemies ar Crearion’s doorstep,
The moderare Faichtul pur up the main opposition to this
ingrease in spending. They
A century since Oasis wpeom the Fdge of Fremiry, the last of
the prohibirively expensive Titan-class aerial citadels, was

v tourism Tias brought this issue to the

rpue thar ic's been less than

complered and only ome of the four massive craft has seen
any combar—and thar in an engineered war game. More

than rwo thousand years have passed since the Realm's

dured ro serike against it ina full-blown war,

enemies h

Given the fact that the bBxalred defeared the Primordials
withourrhe Tirans, thousand-torged deagonz or the Sword of
Crearion, the Faithful avene, any major incrense in spending
ne would serve no purpose. Unable to g

rmer the

ar rhis ri

vores they need towin cheday, the Miliranes bide theirrime
while key members work to uncover (orfabricare) the proof
of a threar needed ro convinee a mujoriny of Lawgivers 1o
support an increase in spending
OTHER IssuEs

he preceding agendas are just a few of the most im-
poreant ones currently concerning the Deliberative. There
are also hundreds of minor issues being debated on the
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tloor during any glven session—issues of public works, arts
endowment, prefect oversight, et cetern. Although they
are of less immediare gravivy, any one of these issues could
become the cause of the day or the rider thar changes the
tate of a bill concerning one of the more important agendas.
The savviest Lawgivers, especially the ones lacking the
political clour to push through their own major issues, learn
to use this system to its best advantage. They spread their
schemes across seemingly mundane bills that, when they
are all passed, reveal hidden linkages that move things in
the direction a voung Selar wants but could never ha
to the Deliberative at face value. The sorceress Salina had
her great Working approved in just such a fashion.

BEHIND THE SCENES

Rehind the ohvious parey divisions and public agendas
lie dozens of circles, cabals, societies and alliances vying
for influence over the affairs of Creation. What separates
the societies of the Deliberative from the movements and
apencdas is rhar ance an issue comes ro the Deliberative's
attention, it becomes a ool for manipulacion by every
Deliberator. A Solar who doesn’t care for the Cauldronist
agenda mighr speak up in its favor o covertly advance an
centirely different agenda, perhaps one as simple as curry-
ing favor. Movemenes, issues and agendas are disembodied
abstraces, used by the Exalted of the Deliberative w fuliill
theirown ends, While most agendas have honest supporters
{and almost all began wirh such), every agenda is exploited
by these with orthogona

[n comtrs, rhe socieries of the Deliberativeare concrete,
Nuor every saciety within the Deliheracive is openly known,
but they all have collecrions of faces and names; real people
with real morives hehind them. Smare and experienced
Deliberators know the public issues facing the Deliberative
are only the curtaing hehind which the rrue politics of the
world hide.

THE FAULTLESS PANOPLY OF THE SUN

One of the most influential visible power blocs in the
Deliberative since the dawn of the Second Deliberative Era,
the circle of the Most Supreme Hicrophant consists of the
Deliberarive's effective lea
Primordial War, plus their much vounger cohort, Conten-
tious Sword. Even more so than Solar Queen Merela, the
Faultless Panoply of the Sun s the visible symbol of Soln
power in Creation.
INDIVIDUAL EXALTED

Notevery influe vaice in the Deliberative is hacked
by a clique, ho such as Solar Queen Merela,
are powers in their awn fight. These ancient Lawgivers

s 50l

desires

er and three survivors of the

r. Some

rrade favors of cven simple acknowledgement as currency
with younger Deliberators, occasionally upserring what
seem £o e the easy ratilication of a bill and thwarting ir,
and somerimes pushing through a bill that none thought
could pass.




THE SoLar DELIBERATIVE

DeLiBERATIVE Law

A simple majority vore by rhe Solar Deliberatars s all

that's required to rarify a bill and make it law seross the
Realm. The Solar Queen Merela still possesses vero power
aver the Deliberative’s laws, a concession made o end the
civil war out of which the Realm was borm. Thar vero can

, and
Merela seldom barhers anymore in marters supporred by the

he averridden by a two-thirds majority vore, howey

Hierophant and his circle. The Hierophant can usually call

mn el rars 1o b he veto indone.

ougn

Once a law is passed, the various branches of the
Ministries of Order serve ro enforce that law in the Realm's

many prefectures. Realm riburaries, on the other hand,

may choose ro apply the law ar not ar che discrenion of their
Solar rulers.

Mosr laws passed by the Deliberative have lictle hear-
ing on the day-to-day lives of Exalred, especially the Solars,
e excluded from the laws eff
reral laws, the so-called Accords, bear special menrion,
though, as they do govern the behavior of even the Realm’s
Lawpivers.

THe Accorp oF CLEAR GLASS

The Deliberative passed the first Clear Glass Accord
during the Shining Reflection Era, and a revised Clear
Glass Accord was one of the fitst proposals the Hierophant
brought forth o be ratified by the Second Deliberative dur-

5 I many Cases

“ing the Long Silence period. The Accord of Clear Glass is

a collection of laws describing the minimum standards of
mortal living permitted in Creation's principalities. Among
other amenities, the Accord outlaws slavery and mandares
a minimum level of educarion and medical care be made
available to all mortal principality citizens.

While the Accord of Clear Glass guarantees freedom
and medical care, it doesn't guaranree education. It merely
ensures the opportunity for education. Solars may not outlaw
literacy, and they must make a good-faith attempt to provide
sources of educarion to the populace. Mortals are not punished
for illiteracy, though.

Solarswhovielate the Clear Glass Accord can besubject
to fines and, 1n some cases, the inveluntary re-classification
of a prefecture asa rributary, the revocation of voting rights,
and subsequent unilateral military action should the new
eributary ruler not adhere o ributary restrictions.
THEMANDALA ACCORD

The Mandala Accord guarantees fair reincarnation as
the Deliberative defines iv. Many morrals think of the Man-
dala Accord as affecting them, and it does, but it acrually

applies 1o Yu-Shans Department of Ahstrace. Marters—
specifieally Taro-Han and her staff. By Solar Law, approved
by the Unconguered Sun himself, the gods responsible for
reinearation must swiltly and dilipently ensure positive
reincarmation o mortals who died or lived hard lives in the
service of the Deliberative.

Asadocument, the Mandala Accordis long, baroque and
constantly smended, as the Deliberarive regularly redefines
the paramerers rhat make someone eligible for a favored
reincarnation, While the core of the document remains un-
changed, the fickle favor of Creation's Lawgivers has stuffed
itwirh much pointlessflock. Forexample, womenwith silver
hair and green eyes who die berween the uges of 60 and 80
have received favarable consideration over brown-haired

women for twe centuries, hecause ar wished

youmg

tavorable recommmendarion for all who remind her of her
mother, This sore of thing is normal, and the Deliberative
usually allows such minor elauses without incident, voting
themour whenits next comvenient, The average duration of
apuintless Mandals clause is two ceneuries, though o few do
survive the original document’s drafting, As a result of this
practice, “Mandala clanse” has entered Deliberator skmg.
[t refers to amy pointless, essentinlly harmless low ineluded
to humor a young Deliberator.

THE MINISTRIES OF ORDER

The Ministries of Order is a collective term used to de-
scribe the bureaucracy that governs the Realm. Made up of
thousands of Dragon-Blooded and hundreds of thousands of
mortal employees, the Mingstries institute the Deliberative’s
laws and policies and mainrain the Realm's infrastructure.
From the Ministry of Transportation to the Ministry of
Education and Proper Childcare, from the Ministry of
Realm Peacekeepers to the Ministry of Civie Information
and Administrative Necessities, the various Ministries of
Crder make up the face of the Deliberative to the common
folk of the Creation.

THE ARMY OF THE DELIBERATIVE

As mentioned earlier, “the Army of the Deliberative”
is a specialized rerm predating the Second Deliberative
Era {(dating back to the Unfurling Horizon Era, in fact).
It refers to all the armed forces controlled by Exalts loyal
to the Deliberative, even if those armies aren't under the
Deliberative’s direct control. The armed forces directly un-
der Deliberarive conrral are usually called rhe Deliberarive
Senrinel Forces. Those forces follow the same pattern of
though.

organization as most principality armed forces,
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CHAPTER TWO

Cd€ BbLESOED ISLE

[csthe adopted hameland af the Exalued, the grand jewel
of the gods, the very heare of Creation irself. Tobreathe the
air of the Blessed Isle is ro receive the graces of the gods
To eread even the least of its paths is an act of worship. To
stand at the Eternal Temple of the Golden Bull and watch
the Lawgivers raise their arms to the Uneonguered Sun is
ro understand the desting of Creation.

The Blessed 1sle was drawn from the dreams of the
Primordials in the hlink of an eminent eye. Iris the seed
from which the rest of Creation grew and the anchor thac
prevents the elemental pol E
‘-\TI ) Of.\H l]lL'C‘L'”H:I’WT\f.HI‘II‘.t
the Weld, in the form of the Mountain Folk
within the Ble Ie is, 10 many ways
wirhin the C

Inhabited for many thousands of vears, the Blessed Isle
has been shaped and re-shaped by many hands. Created by
the Primordials as a home for the gods, it was manipulared
angd transformed during the gods’ long renancy, When the
gods’ Exalted crentions averthrew the Primondials, the gods
maved into better real esrate and gave the Blessed lsle ta
their servants, The Exalred cherish ehis gifi and bave made
their own changes to the Isle oo suir their desites.

cation asunder.
. Even traces of

Tom tearing C

found he

are contained
. a Creation

tien.

Although there are many hunting preserves, gardens,
vivers and chill, deep lakes thar imitare nacue, very little
on the Blessed Isle has not been carefully cultvared by
generations of Essenceswielding hahitanes, Nothing on
the Blessed Isle is left to chance. Oversight by che visionary
Sicderenls, careful recard keeping by | AM, and the whims
of the powertul Exalted control almest every aspect of the
[sle, from the weather to plant growth to the very shape of
the mortals who are blessed enough to live there

In keeping with the Exalied ideals of agrarian society,
much of the Blessed Isle is dedicated ro orchards, farmlands,
canches and botanical gardens. These estates are overseen
direetly by Exalted owners, and their lands are spectacular
fantasics of farms, orchards and ranches —nor simple rice
paddies orpont farms. Trees imbuedwith the Fssence of Earth
grow gems for fruir, carnivorous steeds are bred as mounrs
for Solar warriors, and crops are planted in omare pattermns
to be pdmired from skyships. Rare herbs, unique animals
and fantastically pruned trees arow more abundantly than
ss—themselves a racity on the Blessed Tsle,

For many, travel to the Blessed Isle is a pilgrimage
and a reward for a lifetime of service and worship of the
Exalied. The kand looms large iomyth and scory: In popular




stories and songs transmitred by [ AM, the Blessed Isle is
a golden paradise where jov infuses the very air and the
Exalted rain down blessings on every leaf and flower. The
Rlessed Isle is the religious as well as the political center of
o Cre
As a result, a Creation-wide trade in charms made
anite from Mount Meru or water supposedly drawn
from various sacred wells and streams on the Isle thriv
Muost of the claims on which this trade are ba :
than accurate. (If all the rocks historically promised to be
from Mount Meru were gathered into one place, the pile
would rise taller than the peak it supposed]
Many thaumatueges do, however, claim that materials from
the Blessed [sle are more powerful and responsive to E
manipulation than materials from other parts of Cr
are. Merchants who travel o and from the [sle
rading stone beads, wooden charn
produced there.

THE BLESSED LIFe

¢ is no want on the Dlessed lsle, no hunger, no
cheduled by the Ministry of Weather—no
shadow of war. The glories of the Age of Splendor rise to
their most magnificent heights on the Blessed lsle, and
the ngs down on those who are

civi

tion,

from

wre

me from.)

sstnce

A0

often have a

and herbs

sidde business

c()ldfnnl

alted shower ther ble

chesen to live among them.
The Blessed lsle is the center of a Creation-u
rrade nexus, so not only are staples plentitul, but every rare
¢, beautiful fabric and unusual heast ¢

fruit, sensuous §

be purchased here as well, Even the peasants who work
the Exalted estates feast daily on mear, enjoy fruit ¢
near the Elemental Poles—or in local
-and sample scranger delica
the mortal masses only dream of. Medical care tor even the
lowest wanderer is freely available at any Total Rejuvena-
tion Hospital, not to mention the fact that no Exalt would
allow his own servants o become ill. (That would reflect
hadly on the Exalt's skillat maintaining a proper household. )
Entertainment, I[](\Tll'lnf{tk)n‘ communication ar Wl
through | AM isall readily available; and the basic nec
—md, on the Blessed Isle, the hasic ne
outshine the luxuries of many other cities in Creation.
Glorious processions and celebrations are common on the:
ed Isle,and they canlast fordays oreven weeks. Notonly
the great holidays such as Calibration and Ascendancy
celebrated all over the Island, but the Exalted compete with
each other 1o present the most lavish Midsurmmer feasts or
nameday partics for their children. Unlike everywhere else
in Creation, the Celesrial Exalted are # common presence
on the Tsle, Mortals here can interact daily with those who
.mpmm.h the gods in ;,’r.\ndELll' and power.
55 to the Exalted can bring
around them, but it can also be o terrible burden,
The lords of Crearion demand much from the mortals they
sometimes cquate to little more than cattle, and those whe
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THE Blessep Lire

el W

THe GreaT CoasT RoAp

Built by the Exalredjust ateer the founding of the First Deliberative in order to facilitate human habitation, the
Girear Coast Road encircles the entire Blessed Isle. Irs brilliane white-glass pavement is the original from which all
the great roads of the First Age are copied, It's always clean, perfectly maintained and free of Jdebris, and all its traf-
fic is monitored and conerolled personally by the god called the Ancient of Stone Journeys. The god also aversees a
st of lesser spirits who menitor the moads, eanals and pagoda skyways within the White City, though he must tread
carefully within the city hounds inerder to maintatn proper respect regarding Ameru, the city god.

The Ancient of Stone Journeys knows the importance of his duties, and he expects proper respect for it. Wise
travelers make regular offerings to him and erear the road—and fellow taveles—with great respect. The god enjoys
wraveling on his road in diseuise, asking for alms or a space heside someone’s cunpfire, and these who treat him
rudely will find their trips along the road endlessly delay

tizes the travelers on his roads, and the Exalred are
emergency equipment and shipments of medicine.

1 and detoured. The Ancient of Stone Journeys priori-

almest always given priority over everything else—including
Even the Exalted are not exempt to his anger, however, A few

ovetly arrogant Solars or prideful Sidereals have found themzelves routed to the slow lanes of the road while grain

transpotts passed them by.

The road is always crowded, side o side and several leagues into the air where skyships, skiffs and flying beasts

take advantage of the Essence currents that malke rravel along and above the road casier. Huge, automal

trolled freight vehicles race along the road, hovering a
by the road itself.

ally con-

sw feet off the surface and powered by Essence generared

When seenar official funcrions, the Ancient of Stone Journeye rescrables a rall, old man carrping a huge staff
of syeamore wood—a rree that is sacred to him—and wearing traveling robes and whitesjade boors, He s almost

always on the road itself, but he does have a my
Yu-Shan, (For more
1—The Blessed Isle, p. 154.)

in shrine in Meru that connects to his rather simple ressdence in
ormartion on the Ancient of Stone Journeys, see The Compass of Celestial Directions, Vol.

— W =gy

live on the Blessed Tsle are constantly reminded of their
lowly place. Millions of mortals live on the Blessed Isle, bue
almost every ene is bound in service wa Celestial Exalted
lord, Few martals own land on the Isle or even wander irs
roads without purpose. Every mortal resident pledged ro
an Exalt on the Ble sle wears the hadge of his Exalted
# bangle or collar stamped with o household
crest, or a skin patcern or artifictal bivthmark _n'.nm.d from
one genetation to the nexe. For most mo
in life is fixed, as are the rasks they will perform all cheir
lives, Every peasant in every field, every urchin running
alongside s parade (remaining obediently on their restricred
paths), is secure in the knowledge that he was specially

by an Exalted lord and can carry himself wich the
pride of one chosen for greatness. The mortal inhabitance
of the Blessed Isle do nor easily accept newcomers, even
those brought by newly reborn Exalted, Disdain for new
:11'1[\':‘{9 can l<\\T tor gcnm‘;\rions‘

Among the wonders thar the Exalted Livish on their
servants are blessings that can transform mortals into crea-
tures betrer suired to unique service in an Exalted retinue
ar houschold. Various Shaping Charms
Essence, binding it with the Essence of birds or fish or rrees,
Those who ace so changed rake on supethuman aspects and
take pride in these badges of special attention,

their station

ccted

warp marral

The Dragon-Blocds who live on the Blessed lsle might
be among the least of the Exalted, but they are also the ad-
ministrative cogs that keeps civilization nmning smoothly.
They oversee grand public-works projects the Black
Snake Dam, and implement their Exaleed lords every wish.
They command hundreds, or thousands, of lesser servants in
an organizational hierarchy that echoes the natural order of
life: from the geds, o the Celesrial Exalved, to the Ter
Exales, ta the mortals and beases of Creation, The Dragon-
Blooded must als intercede between their Celestial masters
and the mortal world when confusion or miscommunication
oceurs, and they enforce Deliberarive directives and proper
conduce amang the lower creatures with skill and enthusi-
asm. Unless a Celestial Exalr has made a particular effort
otherwise, her Dingon-Blooded servants always sccompany
her on the Blessed lsle.

strial

Evenwithalltheirextravagant magitechnical smenities,
Exalted estates require many servants. The farmlands and
orchards that surround the huge mansions of the Celestial
Exalred needarmics of peasants tomaintain, Dragon-Blooded

overseers coordinare these masses with the intensity of gener-
als marshaling rheir rroops.

A Solar Exalt may boase of her farmland estave, but their
homes bear very lirtle resemblance o the farm
ranches found in the RPCs elsewhere. The Essence
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soal of the Blessed Isle is incredibly viral, consistently pro-
ducing multiple harvests throughour the year. A carelessly
dropped green rwig is likely o sprout leaves and branches in
awseason i left alone. Fields are laid oot with military preci-
sion, and rather than simple fields of rice, Exalred fields graw
sacred golden pappies or the sweer, rare black rice reserved
anly tor highly refined Exslred palates. Crops are tended
and harvested by hand or by specinlly designed automatons.
Each fruit and vegerahle is lavished with individual atten-
tion and care

Qrchards or tields are frequently designed o create
fantastic landscapes. Red amaranth, goklen poppies and
black rice fields may he planted in miles-long patterns that
teveal the symbol of the §
held erest of their Exalred awners, when viewed from a sky
chariot or skiff.

Exales who prefer roraise beasts rather than plants main-
tain ranches of exotic cres being
manipulated inte even more fantastic forms by thaumaturgy
or Exalred blessings. Crearures creared by breeders on the
Blessed Isle can he purely decorative, such as the hearth car
[se¢ The Compass of Celestial Directions, Vol. —The
Blessed Lsle, p. 160}, or designed roaid the Exalted in thea
administrarion ancd control of Creation, such as the simhata
(see Exalted, p. 349, Owerly curious br
arcempr to push the capacity of living creatures beyond
their limits, and rtheir parheric failures are abandoned at the
Conservaney of Unexpected Life Forms.

Hunring estares are popular among the Lunar Exalted,
whao sometimes find the urban civilization of Meru oppres-
sive, Such estares have the look of wilderess bur are as
caretully rended and controlled as the most artificial city
garden. Some such estates are de
ments found elsewhere in Creation, such as the freezing
rundra of the Noreh or the burning sands of the Sourh.
Careful conerel and scheduling of the climate-controlling
sky mantis infrastrucrure {and s
the Bureau of Seasons) allows for weather that is normally
banned on rhe Blessed Isle, such as blizzards or monsoons.
Foreign landscapes can he mimicked down o the least detail
af grass, stream or reck pattern, In fact, some house-proud
Exalted informally compete 1o create the most exact replicas
af unigue or unusual terrain found elsewhere in Crearion.
They spare no effort or expense to outde their neighbors—
imparTit soil, rock, beasts and people in theirefforts w
duplicare famous foreien landscapes. With the proper permits
trom the Celestial Housing Authoricy, even the Essence of
the Isle may be tweaked to berter imitace the Essence of rthe
locations they are mimicking,

Mount Meru

Towering above even the grandest Exalted structure
is Mount Meru, the lynchpin that helds the entire
Creation together. 1t rises up from the heart of the B
Isle, the highest mountain in Creation—the very axis of

Jncomguered Sun or the house-

eders somenimes

uned 1o mimic environ-

cinl dispensation from

span of

sl

f
[
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GoLpen Porpies

These huge, glorous plants grow only on the
Blessed Isle and bloem only during the month of Re-
splendent Fire: The plants themselves are surprisingly
shagay looking, bur their flowers more than make up
for it Bach bloom is abour the size of 4 child’s head,
and the five papery petals are golden vellow, with a
darker orange heart. Horticulturiste don't grow these
platits just far beauty, though. When the bloams die, the
cup-shaped seed pod is harvested and the hundreds of
seedswichin extracred and pounded intoa thick paste.
This sticley crimson paste can be smoked or caten; o
delightiul effece. Ir produces a pleasant, vaguely hal-
lucinatiry high that generally Tases for (5 — Stamina)
honrs per dase, mmimum one hour, In addition, it
stimulates one's Essence, causing what looks to be a
major Esserice flarewithout the Exalred user having to
spend any motes. Daring that time, the Exalt’s iconic
anima banner appears and becomes animate. Animal
auras swoop, gambol and pantomime fieree vocaliza-
tions. Runic and symbolic sigils chift in color and
meaning. An Exaltcan influence the phantasmagoria,
but noreomplerely control it Experienced Solar users
of the golden poppy often engage in mock icon bartles
orcontestswith friends, Poppy use is a pleasant, harm-
fess diseraction, and the plant is plentiful encugh
supply even the most voracious addiction, Rumors that
Iong-term use results in an iconic anima thae seems
disturhingly malevolent when the Exalt activates ic
legitimarely, even when the Exalt is completely sober,
are dismissed as envious whining.

Damage: 4B/hr Toxicity: 3 Tolerance: (Stami-
na)/l month Penalty: -2 Resources: 4

- AU

the world. All other mountains in Creation, no matter how
, how deadly or how tall are
the Elemental Pale of Earth. [t is the tallest pe
and, at its highest point,
sky. The rides of Essence rise high on the mountain, Some
demesnes there are so powerful, so wild, rhit even the Exalus
at the heighr of their power have been unable w cap them,
and some of the most pewerful manses in Creation rest on
the heighes of Maunt Meru.

The slopes of the Blessed Mountain are eorirely consumed
by the great ciry of Meru—also called the Exalred Ch
the Whire City—which surrounds the entire mountain and
vises all the way to the summit. The ciey has buried Mo
Meru namral <
glass, spires of white jade, adamunt thoroughfares and the
millions of peaple who live there.

pale imitations of
kin G

ms nearly to pierce the veil of

magnilicen

ol

v or

¢ peology bengath towers of luminous

Any who wish 1o travel




MounTt Meru

to the higher peaks of the mountain must travel through
the greatest city of Creation to do se. Manses and estates of
the most powerful of the Exalred

ean be found here, each of them like

snch as senior members
of the Deliberarive
a priceless jewel, Boranical gardens are found here as well,
with anmies of dedicated Wood-aspected Dragon-Bloods
ching over rare plants and Essence

and mortal peasants wa
manipulated projects of interesced Celestial Exalrs.

Lt 18 believed that every type of gem, mineral and stone
found anywhere in Creation can also be found on, or within,
the Blessed Mounrain. Curious Exales have tound everything
from the rough, red sandscone of the South o the delicare
ice opals of the North somewhere on Moune Meru. All the
magical materials (with the exceprion of soulsceel  and every
colorof jade can be mined from the mounrain, Even deposits
of uncientstarmeral are hidden amid the mouncain's highest,

most dangerous peaks

I g

AMERU
The gad of the grandest ciry in Creation has n
seat of honor in the galleries of the Deliberarive. He
't vote, bur wise paliticians ake his advice and

preferences into account, for there are few things less
comfarrable than living in a city whaose turelary god
is displeased wirh you. Ameru hias the ability to rem-
porarily restrict or increase the flaw of Essence within
thecity, affecting everything from indoor plumhing 1o
publictransportarion. The high levelsofactivity in the
city draw his arrention from the Games of Divinity,
and he's present in Creation more often than many
ather gods of equivalent power.

THe MipDLE HEIGHTS

Beyond the lower slopes, the eriginal terrain of Mouny
Meruwas rougher mmd wilder, like the lower slopes, though it
oo has been buried within the Whice Ciry: btis now rep
by gowvernmenral hoildings, golden ground-level roads and
clegantly desismed parks rhar do nor resemble cthe original

|

envrronment g all.

Seasons on the Blessed Lsle do notchange drastically, Lot
Elemenral Pole of Earth helps hold the land in perfect,
static balinee, Instead the only real winter is found on the
mid slopes of Mount Meru, The forests are ar their summer
height at lewer elevarions, then change as the altitude rises
Lo brillizne £l v where
pines and other cvergreens dominare uncil even the sturdy
fne plants fade wweay ar the tree line.

Here, rthe bExalred—especially the Lunars
locate thiir loeal offices, partially separated from the White

tly

and aolds, then o severe winrer

prefer 1o

Caty by natural geology imd detoyrs in the public cansporta-

5

rion ners. There are also a few private nature preserves such
as Razor Heighrs, where the native wildlife of the mountain
is allowed ro ronm in relarive safery, unless a bored Lunar or

Solar Exalr decides ta go on a hunting spree.
THEe HEiGHTS

Here, the Elemental Pole of Earth is stripped down ro
its purest form. [uge Essence flowscan pur even the Exalred
in dang

L and soine of the demesnes hereare so powertul

rall the riverson
the Blessed lsle originare here, ac the Birthplace of Rivers

they cannar ke capped. The headwaters

Demesne, warched over by minor gods who have sworn
aaths of service o the Deliberarive. Strmgely, many of the
euardian gods here breed with the native animals rosming
Mount Meru. Of the many varieties of God-Blooded ani-
mals that result from such unions, the stone-rusked baars
af the pine forests are a favorite—if risky—prey for Lunar
h\mrmg]wdrtma.

It &5 only here, of all places on the Blessed Isle, char
prehistaric deposits of starmeral can still be found. Young
Sidereal Exalts somenimes spend years, as part of their ap-
prenticeship, mining for the smallest crumb of thar rare
material. It is here, as well, thar the Exalted maintain the
grandest and moest powerful of their remples-—the Erernial
Temple of the Golden Bull.

Arthevery pealcof the Blessed Mountain, its very highest
pomnt, all the power of the Elemenral Pole of Earth is gathered
mtoasingle, luminous pearl. When it grows large enough, ic
ears upward in @ brilliant display of pure Essence to sharrer
into a stunning prismatic spray of color and power.

B e S

THE WYLD ON THE IsLE

Woyld effects and Wvld-bised technology are noe
suitable for use ar the mose stable point of Creation,
the Elemental Pole of Earth. Mount Meru suppresses
most Wyld effects complerely. Wyld effects on the
Blessed Tsle can only be reliably created in Essence-
shielded laboratories or manses, orby the most powerful
Exalted. Wyld-fueled constructs, reality generators
and similar Wyld manipulations do ner work well on
the Blessed I3l

In additiom, most of these most dangerous of
reality-warping rechnologies and weapons are banned
on the Blessed Isle. Experiments using these irems tale
place in less populous, more flexible and mare isolated
areasof Creation. Stable Wyld crearions and irems will
not be damaged if they ravel ro the Blessed Tsle, but
the Deliberative might have something ro say abour
brining # powertul Wyld weapon or raksha w the
political and religious center of the First Age.
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EXALTED ESTATES

Turning g
through the White Civy, the Blessed Isle strerches our for
hundreds of miles tn all directions. Everything upon the Isle,

tway from the Blessed Muountain, ¢

ssed by the
and mary Lunar Exalted, have private
d Isle, aside frony any principalities or
tribuaries they rule elsewhere in Creation,

Every SolarExalt is required by law tospend two out of
five years livingon the Blessed Isle; so they are all provided
eleganchomes within the greaceity ofMeru, Noself-respecring
Exalt is comtent with just his simple government lodging,
however, no marter how encrusted withogems it might be.
Therefare, most Solar Exalts have estates elsewhere on the
Tsle and they travel via sleyeraft, sorcery, boator gates of aus-
picious passage berween their island homes and their Meru
residences. Because the Celestial Exalted live for millennia,
escates rarely change ownership. Even ifa Solar Exaltdoes die,
shie can have made legal arrangements to see that her rural

from land 1o sen o sky, is controlled and po
Exalted. Most Solars,
estates on the Ble

estate remains held in trust for her reincarnated return,
Most estates on the Blessed Isle are also manses, most

frequently Earth-aspected ones, but other aspects exist in

areat numbers as well, Those manses with C

clestial aspects
are reserved for older, more powerful Exalts, as are manses
of more than three dots.

What goes on in an Exalt's private estate is solely the

responsibility of the owner. No matter whar terrible vices

the estate’s owner indulges in privare, the Deliberative will
not intervene, Should any Exalred Jandowner permit her
personal experiments of rransforming mortals inte rrees or
using torrure re creare beauriful music become public, the
Deeliberative is quice prepared todeny any previows knowledge,
react with shock and horror and then make an example of
the Exalt who has fallen so horribly far from the ideals of

her caste and station in life.

Estares are huge swaths of land, each irs cwn miniature
kingdom, withinone of the | 2 larger dominions of the Blessed
Isle {a dominion being the governmental equivalent of a
province anywhere else in Creation ).
may be the personal property of asingle Exalt, located on her
persomal estare. Generarions of moreal pessants are bom and

WITE [OWNS OT cities

die within their lord's borders, and Dragon-Blooded client
Gentes live within theirown compounds and rraining grounds,
preparing 1o serve the Exalred lord upon whose lands they
live. Because these estares are the privare, personal property
af an individual Exalr, no tuxes ave collecred from them and
many of the laws regarding human rights sand so on do nor
apply, just as if they were mriburaries

To THE EasT

The rwo dominions along the enstern quarter of the
Blessed [sle spectacularly surp
wealth, beaaty, power and privilege, The lazuli-blue Dawn
River flows throngh beautifully land

the greatest fantasies of

sed lowland estares




To THE EasT

and finally empries into Crme Bay on the essternmaost edge
of the Isle. The rver, the lands along it and the bay are all
under elose warch by the Celestial Housing Authority, for
benearh and along rhe river and woven through the very
gravund of the east ate the huge Essence flows used o coneral
the rerrible wenpon called the Sword of Creation.
Alrhough this web of Essence permeates the encire [sle,
narural geologic strucrures guide it close to the surface in the
east, andd the Exalred have carcfully groomed and tamed its
Hlows, Only the stabilizing effect of the Elemental Pole of Earth

allomes so mch poswer i exist in one place without ripping
rhe land asunder. The prearest Essenee flow Hes beneath the
Dawn River, Howing from Mount Meru down to Crane Bay
and our into the sea. The power attraces hundreds of spirits
and gods, who hover over, swim within or simply sip at the
Essence overflow, Inrum, thousimds of God-Tending Teiner-
ants come to mike offerings to the gods and the fantascically
rransformed river irsell. The entire span of the river, from
the bay ro nearly irs source are thick with shrines, offering
sromaes, tourist boats srd harried members of the Minisery of
Iransporeation trying o keep order. Tiny vials of wacer from
the Dawn Riv

are popular souvenirs, Unless ealled vpon
rovwork alomg the river, Exales typically avoid it because of
its crowded, plebeian armosphere.
he eastern part of the Blessed Isle is the most populous
and the only area where non-natives are common, Crane
, Bay i the major part berween the [sle and the wealthy East,
and much of Creation’s wealth and privilege flows into the
Blessed Tsle through the enormous port that covers all parts

of the bay excepr those arens d

ared as nacural preserves
by the Ministry of the Interior,

ANKTOR DOMINION

Traveling from Meru east ro Crane Bay means crossing
into the inland dominion of Ankror, The Dawn River flows
through it, and this artery of transport brings grear wealth
o the dominion. Ankror is 2 land of rolling hills, gentle
il

screams, expansive and civilized privare Exalred estar

pleasanrly serene small ciries.

Fecause it is so well placed. convenient for everything
from boats and transpods o skyships, Ankror dominion has
a fairly cosmopolitan flavor, There are a dozen or so large,
old Exalred estates in the dominion, and Anktor's daimyo
keeps the peace by keeping his nose our of other people’s
business. It works well for everyone.

Travelers are commen o the dominion, aod there is a
brisk rrade in divine goods, wealth, amusements, favors and
influence. Many God-Tending Irinerants puss through s

]

they follow the spirits wha play within the Essence-infu:
currents of the Dawn River. Shrines to o thousind and one
different gods—and to the Exalted wha live there—dot the
landscape, and Fssence markers indicare borders herween
varions Exalred estares, The countryside itself is very fenile,
full of the kind af ornare

v landscaped fields the Exalted peefer
tor their “farms.” Many of the orchards, fields and seemingly

natural features have been planned to take advanrage of
weomantic influences or to display the owners' household
seals when viewed from the air. When foreigners think of
the Blessed Isle, or [ AM provides publicity shots, this is
frequently the dominion chat is used.

THE VALLEY OF THE CRYSTAL SONGBIRDS

This Essence-veiled valley isa well-kept Exalted secret,
and nor kecause of any military mighr or political worth.
Belaved Flawer, the mistress of this powerful estate, hides
what she
magnificent and beauriful to destroy.

The valley is located near the northeasrern foathills of
Meru,
accurately, it depends on no one choosing to make public
what they know about it. Beloved Flower isa Twilight Cs

done there, though whar she has created is o

o irs secrecy depends on no one looking for it, More

ste
Exalr of great age and power, one of the survivors of the war
against the Primordials, She's a prideful, extraordinarily
lovely woman who lost her Lunar mate centuries ago, along
with many friends and companions. {She has tumed away

from the current incarnation of her mate, seoding him to

maintain her principality in the outer areas of Creation’s
Northeast, and he takes out his rejection and frustration on
the narives there.) Power, hirrerness and grief have frozen
Beloved Flower's heart, s she pursues what pleasures she
chooses under the belief thar, forall she has lost, she deserves
wharever she wants. The madern world holds noinreresr for
Beloved Flower. She has turned inward and rarely leaves her
manse. She teades her vore i the Deliberative for protec-

tion and favors, uncencerned with anything thar actually

happens in session. All of her energies are focused roward
her current pet project

Regarding thar project, Beloved Flower is interested in
transforming bitsand pieces of the Blessed Isle intasomething
it was nor originally intendesd ro be. Unlike her associates,
however, she isnot copving some distant land but spinning a
miniature Creation ont of her imagination. Beloved Flower's

imagination iz a thing of wonder, beaury and despair,

Over the past several centuries, Beloved Flower has
used her Wyld-shaping abilities o tweak the Essence of
her estare so much rhat i bears lictle resemblance o the
original demesne on which it was built, Here, the natural
erder of earth and wood, air and water are not quice as they
shoukl he. Grass ind flowers certainly grow, but they are
made of delicarely spun strnds of ]m]c‘ flakes of carnelian
and apal, and mirnculous alloys of glass and jewels. The trees
grovwing in her valley bear leaves of bloodstone and fruits of
quartz or citrine. Ir

crs of iridescent glass—self-replicating
antomatons of her (Il‘.hlg!l flit from stone lower to crystal
bush. Birds with feathers of silver and gold roost in the stone
trees. A these plants and creatures are all alive, infused
with the animate E
andl plants, Beloved Flower need not fear the weaknesses of
flesh and blood, for nothing of her creation ages or falls 1.
Irvery hirdsong, every leaf, every blossom, is perfect,

sence normally found in true animals
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Yer for all the beaut
Beloved Flower has gone too far.

There are a few small towns in her valley, along with
her iridescent glass manse, and the pea
labor in her fields of marble and stone. They consume rice
made of cloudy quarez and apples of golden glass, This farc
sustains them because they too have been changed 1o sult
their mistress's preferences. The mortals here—whoane no
longer truly mortal—are as perfect and palished as towny
agate or as fair as milk glass. Using powerful Charms, the
Earth-aspected manse she contrals and very unethical
techniques, Beloved Flower has stripped her peasints of
their flesh-and-bload shells and trapped their souls m
constructions of glass and crystal, While such o transfon-
mation might break the monal mind, Beloved Flower has
also wiped their memeries of their previous lives away.
The beautiful crearions found on her lands belicve they
have always been this way, thar this is the natural order
of the world, In fact, the only time one of her unchange:d
peasants mandag
Beloved Flower's manse, the stone villagers she'd aleeady
made helped re-caprure the selugee, thinking he was some
sort of pathetic misbegotten monster that Beloved Flower
would of its decaving forms

Beloved Flower hasamassed alarge collection of valuable
artifacts designed 1o help her i her work, some of which
were former military wols—partcularly ones thar conrral
ancl manipulare Wyld energies. She keeps her remaining
peasants confined in underground chambers in her manse,
awaiting their turn in her laboratorues where she will sift out
theirsouls and discard che drass of flesh and bone and blood.
The only drawhack to her design s that the mortals cannol
vet breed in thelr new forms, Beloved Flower works day anl
night to solve this vexing problem.

All of Beloved Flower's lands are amazingly lovely—a,
pertect immortal paradise that some Exalted have compared
{inaccurately) to Yu-Shan. Her Dragon-Blooded servants
have been bound by powerful eaths not to ralk about her
activities, and her connections among her peers insulate
her against having to defend her research in front of the
Deliberative. Forrunarely, many whaluve scenliercrearions
but nor studied them closely assume that she s simply us-
ing powerful illusions or building ineredibly complicated
automatons. The borders of her esta
Essence barmers that keep the uninvited from stumbling
actoms her home and the powerful Elemental Pole of Earth
tromn muting her Charms.

Beloved Flower's manse is constructed entirely of ghass
alloved wirh adamant. Variously transparent, transluceut or
mistily opaque, it can be exquisite or disorienting depending
om her mood, Fragmented, half-seen reflections of Beloved
llower dance aleng the walls «
sower that allows anyene artuned toac Lo L
from one reflective surface toanother instantaneously, seeim-

she has created, some woulid say

ants under her care

ed to escape from his confinement within

s are sheathed in

the manse. The muse alse

hids a vmigue

| ing to step right our of her own reflection.

CraNE DoMINION

Arguably the wealthiest Blessed Isle dominion, Crane
Dominton is administered Hanepta War. Wat is an old,
canny, tired Solar Exalt of the Eclipse Caste whose vaths
maintain the peace and prosperity of Crane Dominion.
Much ol his power is tied up in managing the gods that are
drawn to the Diven River, and to the fretful god of Crane
Bay ieself. With these oaths, he can control access to and
from the bay, as well as the flow of the Dawn River and—rmo
a limited extent—the strong Essence flows that drain from
Mount Mern down ro the bay.

His care and experience means that Crane Dominion is
, busy and rather plebeian. The largest
population centeris the vast portand ciey surrounding Crane
By, and Hanepta Wat's Dragon-Blooded retainers ove
the complicared rarift, cravel and transport laws governing
access to and from the Blessed Lsle.
CrANEBAY

This city is the major trading pore of rhe Blessed lsle.
Even the deepwater bavs of the West do not exceed Crane
Bay for number of travelers, tonsof goods orsheerwealth thar
scs thr the port thar takes up the entire bay several
mitles deeg ina bustling, cosmapolitan city.

Crane Bay can handle nearly 100 of the massive, deep-

peacciul, prosperous

s

water, automaton-pilored cargo ships of the Deliberative,
Tt its services are not limived ro watercrate

irship moor-
ing rowers grow like forests from the inland side of the Ba
and the Great Coast Road brings Land and local air traffic
to and from the city. Trade and traffic are heavy ¢
night, and while the t thoroughtares of the
arderly and conwrolled, disorder and confusion on the hack
strects and alleyways cceasionally disrupts the otherwise
tight organization, Hanepta Wat intentionally allows for a
certain level ol rowdy behavior, however, believing that by
allowing the lower elasses an outler for unsavory hehavior,

e

a

they belicve themselves to have adequate free will and are
less likely to be resistant vo the natural male of the Celestial
Exalred. He uses mind-controlling Charms and &
moniter the factions and cults thit crop up in Crane Bay, of
course, tursing those thae seem usetul and eradicating ones
that are potentially dangerous.

The Mintstries of Order have sacllive offic
particularly the Ministry of Weather,
toms house of the Order Conferring

here,
and the foremast cus-
Trade Pattern is here
as well. {Boh are eritical to the smooth functioning—and
profit—ot the bay. ) The Ministry of Civie Information and
Administrative Necessitics also has extensive offices here
o assist newly reincarnated Exalted—most of whom come
through Crane Bav if they arrive by boar or airship. The
Mingseey of the Tnterior maintaing huge public shrines to a
variery of gods, o control the Essence thar flows from the
Drawn River, to placate the Ancient of Srone Jourmeys and
o make sure the gods are adequately performing their proper
actions at the

oper time.




To THE East

THE ForTress oF Hungry Birps

Crane Bay is overlooked by the glorious Forress of Hun-

v Birids, named after the Lunar

g 1 who contrals, and is
charged with defending, the valuahle port that sprawls along
the length of the hay. Old and powerful, spouse to a senior

member of the Deliberative and well connecred among her

peers, Hungry Birds bas spent centuries making her manse
both militarily pewerful and stunningly beaneiful, Made
mostly of whire glass and blue jade; it is deeply amchored
wirhin the lose cliffs om the southern side of Crane Bay
Three hundred delicare avian automatons
and controlled by oarh-honnd spirits, parrol the opa

iminated

"
outerwalls of the srromghold The sutomarensact as warchers
andd torm i fivst line of defense, They rise o life an the com-
mand of the garrison rizei—or Hungry Birds herself—and

can alsa call our a warmning should any enemies they've been

programmesd ro recopnize enter the stronphold, Capable of
short flights and equipped with Essence-powered weapons
and adamant ralons wirh the power of grimd daiklaves, they

arefi

some hatrlefield creations. For several humdredd vears,

they have heen sunlely during Hungry Bird’s nnmive

celebration, flving in intricate formation above Crane Tay
while parades and parties go an beneath them.

Themainentrance rarhestronghold ssthe Brernal Gare,
a saaring gate of silver and glass thar flickers with Essence.
The gace blazes brightly whenever an Exalt passes through
16 Heavily imbued with protecrive and offensive Charms of
Br el Power, soas o ma I{{f SUTE T T | |H]f‘f' ;ilrm.k w1 ” l‘r(‘m:h
it, the gate has heen turned from a potential weakness to one
of the strangest fearures of the entire fortress, Whenever a
Solar Exalt passes through rhe gate, it briefly rakes on the
image of his personal anima banner. Thesignature is displayed
in tull-coler imagery several stories tall and is both respectiul
acknowledemenrand publicannanncement. Unlessan Exale
successtully masks his anima using Charms. his true identify
is revealed when he passes through the Eternal Gate:

The forteess is one of the Exalted's main military
stronghalds, designed to defend Crane Bay from attack,
and it maintains a full complement of warstnders and a
thousand-forged dragon sila, as well as a fully equipped
Dragon-Blooded army. Competition to be stationed at the
Fortress of Hungre Birds is fierce, due to both the honor and
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access to a rich and varied off-duty life. Unfortunarely, due
tor the stronghold's locarion in the safest part of Creation,
the soldiers here are better trained for parades and honor
gruareds than live military action.

Unlike most other war manses of the First Age, the
Fortress of Hungry Birds is not interconnected with the
Creation-wide defense grid. It iscomplecely independent of
all external control, and sheuld its controlling hearthseone
fall into the wrong hands, it could porentially defear the
entire might of the First Age military, Not only ate the
warstriders and thousand-forged dragons the most powerful
designs available; the Fortress of Hungry Birds surrounds
and is the first line of defense for the Orichaleum Shrine
that controls the Sword of Creation. This is why the for-
tress is in the hands of one of the most trusted of Lunar
and also why it is not connected to the rest of
the military network by either gates of auspicious passage
or the defense grid,

The fortresses defenses, including the guardian au-
tomatons, the warstriders, the thousand-forged dragons and
| to and controlled by the hearthstone
peneraced ar the heart of the fortress, for it is also a powerful
Adr-aspected manse, Hungry Birds is the one whao is attuned
tor this hearthstone, and it never leaves her possession. This
hearthstone is a deep, clear blue, with a twist of crimson 1n
the center. It allows the user to see from and control any of
the tortress’s defenses. In addition, all troops stationed there
are considered part of the fortress’s system and the holder
of the Hungry Birds hearthstone can see from the eyes of,
and speak into the minds of, those whao are swarn o serve
it the fortress.

THE Sworp of CREATION

Diiscovered and ramed ¢

strate]

the gate are keye

riginally by Autochthon, che
Sword of Creation was originally one of many tools that the
gods turned into a weapon in their war against the Primordi-
als. Now it is the most pewerful weapon in all Creation, and
s of the Blessed lsle

All but the oldest and most powerful Exalts imagine
that the Sword, in its entirety, is locared in the powerful
manse called the Orichaleum Shrine at the mouth of the
Dawn River, The shri sire of adamanthundreds
of feet high and delicately webbed with orichaleum, was
bulleusing the same rechniques designed for the war manses
and the Last Supplicant of Endless Power (see p. 93). Itis
equipped with limited self-guided detense mechanisms and
adozen or more powerTul spirits bound 1o Land it’s
keyed to only a handful of Exalted. 1t is certainly impres-
but the Orichaleum Shrine
is only the focusing mechanism, where Essence and will
merge to creare the most destructive forces seen in Creation
since the Primordials themselves. The actual Sword itself
is located ar the center of the Blessed Isle. within Mount
Meru. It scretches rom beneath the Holy Peak, thousands
of feet straight down through the mountain, and farther

its sole function is the defe

LT

sive enough—to the ignorant

still—as far as any Exalr or god can explore. It pierces the
very heart of Creation, and Essence throbs and thunders
in it like a gigantic beartbear.

At first glance, the Sword of Crearion is simply impos-
sible. It is 0 massive seam of all the narural magical marerials
merged into o huge, tetsted column stabbed through the
Blessed Mountain. The Essence conrained wirhin ir is sa
powerful thar the verv air around it is deadly to the care-
less, Rock around the Sword is full of peculiar inclusions,
unusually larpe deposits of naturally occurring magical
matetials, varions erystals thar share many properties with

hearthstomes, and occasionally peculiar living organisms.
Only the Mountain Folk can approach ir clasely. Even the
oldest of Exalts must remain several merers away or their own
divine Essence, fed by the Sword, overcomes their mortal
shells with deadly consequences. Dragon-Blooded ar mortals
whe approach closely enough ro even see the Swaord directly
instantaneousty sublimate into their core Essence, which is
absorbed by the Sword.

When activated, the Sword can potentially reach to the
ends of Creation itselfs Its weapons are the pure powers of
the elements, held in careful balance by its location at the
Elemental Pole of Earth. It can stir up the sea to swallow
entire fleets (or islands), It can bring the frigid whire fog
down from the N z entire cities solid. It can wipe
the sky from horizon to horizon with a curtain of fire. It can
generate earthquakes, make forests march, summon up the
blazing rays of the Uncenguered Sun orany ather destrucrive
horrer decamt of in the minds of a Dawn Caste general. Such
uses throw off the very balance of Creation, however, and
the farther away the Sword is aimed, the worse the recoil is.
Even the gods enly used ir to defend the Blessed Isle and a
few thousand miles around ir. When the gods lefr Creation
to the Exalted, they divided on whether they would
reveal the secrets of the Sword to their servants. Only after
great deliberation were they willing to doso

The Essence garhered by the Sword of Crearion is tied
to the knot of Essence that 1s channeled along the Dawn
River and capped by the Orichaleum Shrine. It is only
{rom there that the gods, and later the Exalred, can safely
use the Sword of Crearion wirhour risk of being suddenly
transformed intoaminor, temporary Essence sipnarure and
absorbed by the Sword, The Shrine s a carefully balanced
trigger to a hupe, Crearion shatrering weapon. Only a
petfect circle of Selar Exalred, bound by the oaths of their
Eclipse member to defend the Blessed Isle, has any hope
of using the Sword of Creation safely. The first Exalred
sword were Solar Queen Merela's
circle, It is currently the Faultless Panoply of the Sun thar
wields its awesome power, and the Hierophant who bears
s hearthstome.

To THE SOUTH
Berween the Dawn River and the Caracalare expansive
lowland plains where long-estahlished estates and cities
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To THE SouTH

maintain the high srandands expecred of the Exalred of
CI\_‘;IG 10T, MH”‘!‘ ()thl‘ 2‘}“’[[]{2|ﬂd.‘| hﬂl eare r‘:lttt‘n‘leﬁ{ m hl[}_’,e
magical sigils, or alter their Exalred owner’s anima banmer,
and some chanpe seasonally ro make their runic parrerns
auspiciously march the months, the phases of the moon or
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by landscape, dr
the number of Diragon-Bloods in one's retinue.

SuMMERSKY DoMINION

itedd on the southern coast of the Blessed lsle, the
Deminion is noted mainly as a place of pleas-
ant recreation. The Exalted residents of the area have made
sure, through requests and influence, that the sky mantis
infrastructure provides permanently delighcful weather
vear round. Summersky was also the dominion whete a
ety known as the Five Peral Peony Society
ame popular,

Blandly idvllic is perhaps the best way ro describe this
dominion, and Renewing Ardor adminiscers her land with
a sweetly scented iron fist. Her dominion is a suburban
retreat from the stress and hurry of ruling Crearion, and
she believes that nothing rhac s difficult or unpleasant
should be aired in public. Grace and
mong the Exalted who reside in her
sdominien, proper behavior is required, and crass behavior
oreven the simple errors made by newcomers are frequently
met with public snubs and complete ostracism. Renewing
Ardor ¢ :s money or other blatant attempts to prove
wealth ar worth, so these who wish to deal wich her must
use move subtly valuable items such as influence and favors
to pain her support.

There are few large cities in the Summersky Dominion,
Ardor dislikes the grime and crowds of urban
lite. Her own estates are huge, nestled ar the wesrern edge
of her dominion whi into the
Inland Sea, but that is not the seat of her government,
The small city of Impermanent Scrolls, located at the
castern side of Lapis Bay, is where the administration that
runs the dominion is located. It is a plebeian, functional
city full of plebeian, funcrional civil servants dedicared to
administrative work. (n evenings and helidays, the city
ilmaost deserted, served mostly by civil automatons and
a few lower-class functionaries who either cannot afford
suburban homes or must work outside of regular hours,
Remewing Ardor rarely bothers to rravel to Impermanent
Scrolls, preferring to allow her Dragon-Blooded retainers
to hundle the impleasant details of her rule while she at-
terwds to th ¢ of keeping Exalted sociery civilized and
¢ fashion.
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THe City OF SiLKEN FLOWERS

Even the most dutiful of Exalted must take time to
rest and recuperate, and the lovely City of Silken Flow-

ers 15 a pleasant distraction from the turmoil and il of
ruling Creation.,

Silken Flowers is a manse surrounded by a heauriful
estate, controlled by Twelve-Feather Song, rthe young,
lovely and recently reincarnared marte of Renewing Ardor.

He hopes to make his fame and earn favors by providing a
pleasant environment where his elders can relsx. The Ciry
of Silken Flowers is a carefully planned community within
that estate on the sandy shores of the southern Inland Sea.
Favorable currents and weacher promise thar every day ac
the City of Silken Flowers is & memorahle one, wirh misty
dawns, brilliant naons, blazing sunsets and lingering, sweer-
scented evenings.

Theestate grounds have been lovingly landscaped wirh
trilling streams and winding gardens of exotic flowers, and
those grounds are stocked with the most pleasing morial and
(God-Blooded concubines ol every sex, flavor and seducrive
design. Men wirh crimson feathers for hair, women wirth
scales and serpent tongues, well-trained creatures, peculiar
auromarons and anyrhing else imaginable are discrerely
provided to those wha are invited for a celebration or
relaxing retreat. Even the surrounding villages are stocked
as carefully as the main estate. There is nothing unpleas-
ing or disturbing anywhere on the lands Twelve-Feather
Song controls: Daily musical performances, erotic acrobars,
intriguing lectures on the nature of the Wyld (for the more
intellecrual vacations), enjoyable games, libraries, rea

ceremonies and every pleasure imaginable are all freely
available. Every guest enjays (ar endures] the services of
a personal maneki neko servant whe assists them in k-
ing full advantage of the delights available at the Ciry of
Silken Flowers.

Tt isn't difficule to gain an invitation to the City of
Hilken Flowers. Any previous guest has the right to return,
and each is also given three galden Qowers 1o offer to friends
and acquaintances, which act as invitations, All members of
the Deliberarive are always welcome, of caurse, as are their
families. Dragon-Bloods and mortals are only present in the
City of Silken Flowers as servants.

The hearthstone grown from the Silken Flowers
manse has a unique effece on those within its grounds. It

lowers visitors' Temperance score by one for the duration
of their visit. Twelve-Feather Song makes sure that such
changes in his gneses” Virrue don't result in violence by
carefully controlling every aspect of his estate ro emphasize

pleasure, peace and relaxarion. He also has a contingent
of well-trained and close-mourhed Dragon-Blooded who
assist when guests hecome “overwrought by the strains
of their work and need ro be invired to a guieter Incale
within the estate to rest. Considering the concentration
of powerful Exalted, Twelve-Feather Song showsa remark-
able ability to keep order, and is prohably the recipient of
muore secrets than is healthy for a single individual. Whar
he will do with this power and information remains to be
seen. Twelve-Feather Song is a highly valued member of
the Five Petal Peony Sociery, and influential within it,
despite his young age.
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THE Five PETAL PeoNy SocieTy

This recreational organization is very popular
among the more ambitious Exalted, which isodd foran
organization dedicated to encouraging the beautifica-
tion of Exalted estates and properties, Members of the
society swear aaths PEOIMISING O MamEdin theirestates
within certain parametets of beauty and to maintain a
polite and proper public demeanor. Those whe violace
the standards of the society—by allowing their estates
to become overgrowi, for example—face public em-
barrassment. Should they continue to defy the proper
standards of hehavior, they face serious social stigma
and finally challenges of skill or weapons.

Most of the time, though, the society is known for
itx pleasant processionals and sponsored vacarions at
various celebrated locales for society members, as well
asmembers-only displays of fanrastic hybrid plants, or-
namental animals or decoratively blessed morrals, The
society values seemly good taste over flashy displays,
so the sociery's most prominent members are notahle
fora certain... conservitism in borh landscape design
and political vutlook, The sucivty actively seeks our
younger Exalted, in hopes of moldimg their interests
and tastes more roward their refined expectarions.

AR\ R

WRONGFOOT DOMINION

To the west of the Caracal River, the Wrongfoar Dio-

minion was named foran emhbarrassing incident thar marred
Trept Wrongfoor's Banguet of All Peers celebration on his
arrival o Meru several hundred years ago. He eripped when
entering the Eternal Temple of the Golden Bull for the firsc
time aned has ver 1o live the embarrassment down.
Fortunarely, Tvept isa good-humored Zenith Casre Solar
and has not made oo much of his nickname or the name
of his dominion. The dominion is a utilitarian one, much

of it dedicated o rhe grear Solar Essence-accumulaior
power not only his cities but quite a few other serrlements
and cities in other dominions. A good pare of his collecred
power is traded ro the Sapphire Waves Dominion, due 1o
Uld L]l:i]l.\ I‘L'E.\\'i‘l.'.ll |)]”| l”’\J s T\ll{‘r.

Wronglool Dominien
for ships carrying poods such as food, minerals and acher
less-tham-precious imports to the Blessed Isle. Tariffs and
taxes are lower in the porr and skyship than they
are at Crane Bay, and those who concern themselves with
money find Wrongfoor Dominion mare affordable. Where

also home o a major port

the massive glass and adamant accumulator dishes give way,
Twept maintains pleasant farmlands where he indulges his
hobby of crearing new kinds of tood crops suicahle for heavy
food production thronghout his principality in the Seuth of

Creation. Most find his dominion rather horing and overly
concerned with the base necessities of life.

Trannic DoMinioN

Inland of hoth Wrongfoor and Summersky, this domin-
ion is noted for it miny private valleys where less sociable
Exalted, whe prefer silence and isolation, prefer ro dwell.
Aside from the official offshoots of the Great Coast Road,
roads along this dominion are smalland rarely used. Strang-
ers are nor terribly welcome, as this dominion is home to
more thana few Exalted of various castes who have hecome
paranoid over the centuries and suffer from delusions,
(Some believe, for example, thar their Dragon-Blooded
retainers are plotting to murder all the Celestial Exalred.)
Otther Exales who have chosen homes here are exploring
particulaely ockl, dangerous or unsavory hohhies and do not
wish to be distuthed.

Tre GARDEN SWATHED IN EMERALD

den is a popular destinarion for the moere re-
flecnive of the Exalted, made famous m popular works of are
provided by I AM to the cirizens of the Realm, The Garden
Swathed in Emerald is in one of the many valleys of the
Tlannic Dominion, sheltered amid o forest of linden trees.

The most notable thing about 1he
in Emerald is the quality of the silence, The coal shade,
the soft sound of distant water and rthe endless carper
of moss creates a velvety, peaceful quier well suired m
mediration and soothing to the mind. Visitors stepping
into the garden enter a world of soft green curves mud a
gentle, almost smothering softne
small gardens on the Blessed Isle, the Garden
ld has winding footpaths, s
and a moon-viewing pond in the center. Unlike all other
pardens of similar design, the only plants here are mosses.
ivery shade and depeh of green Is found here, deep pil-
low mosses mound around stone pillars, climbing three or
tour teet high. Thick carpers of moss have buried many of
rhe boulders and decorative statues, and even the paths
are barely visible. Only the water elements remain frec
of the mossy overgrowth, though a greenish-blue moss is
encroaching around the edges of the pond. The original
plants, and plans, for this garden have long been smorh-
ered] by the moss, and past accempts to control the mossy
tide have failed, Current gardeners tumn their enerpies ro
maintaining the moss and cultivating the unique straing
that grow here and nowhere else,

The Garden Swathed in Emerald was originally made
tamous by story read into [ AM's memory, in which a flam-
bovant voung Exale metand fell in love with o lovely morral
ardener beside the green-ringed moon pond. Since then,
the garden has been associated with that tale of passion and
loss, and the romantic idea that the Exalted sa cherish their
martal charges they might even fall in love
cording ro the story, the sighs of their lovemaking still echo
heside the moon pond where they first met.

arden Swathed
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To THE SouTH + To THE WEST

To THE WEST

The Serpentine River flows down from the Birthplace
af Rivers Demesne and splits into a varlery of smaller riv
tharr feed across hoth the south and west dominions, until it
gathers again inte the long, treachetous Bay of Teeth.
Dao DommioN

Named for a Dragon-Blooded general who held back
the Primondial Shadow Over Sun for a few precions hours
hefore he and all 10,000 of his troops were destroved, rhe

Dao Dominion is located in the sourhwestern portion of
the Blessed lsle, Large bur sparsely populated, it acts as a
final training ground for large-seale troop exercises, and a
large-scale resting ground for new military weapons, vehicles
and equipment. (The Proving Grounds on the eastern
slopes and foothills of Mount Mem provide ample space in
which to test newly designed individual weapons or other
accoutrements, but it is to the Dae Dominion one goes w
test such equipment en masse.) Large numbers of Dragon-
Blaoded live hete, from green recruits on their way to fight
battles at the bordees of Creation to bitterly experienced
clders who have been rotated back 1o the Blessed Isle wo
train with some new weapon or tactic of their Exalved lords’
design. The nearby Isle of Blades is mainly used as a staging
ground for overseas troop transpores and for milicary sky-
ships. Generally, people don't come o the Dao Deminion
unless they are currently involved in the Realm's milicary
actions or they want to see whar the Deliberative’s military
spending is paving ot
BLack SNake Dam

Considered a rarher urilirarian construceion, the Black
Snake Dam was constructed early on in the Realm's history,
when it was thought char there might actually be need for
such artificlal means of providing water o the dry
the uppier western side of the island, Considering the effe

andds of

tiveness of the sky mantis infrastructure, however, the dam
is now a mildly inreresting historical footnare.

Created from Essence, black jade and granire, and built
near the mouth of the Serpentine Rives, i charnels the Es-
sence of the river intavarious per projectsof the local Exalred
and catries warer through huge underground agueducts. [t
could ierigare the land fur hundreds of miles if it were called
upen 1o do so. It resembles a huge double line of serpents
vearing out of the river, vomiting water from their mourhs,
The upper line of serpents is fla
Ceonst Roaderasses theriver here, There isalictle-used shrine
to the local river god in the middle of the dam. The river is
a0 well controlled rhar propitiating the god it belongs to is
no longer striccly necessary,

SerpENT's ToOTH DoMINION

Logared ncrass the bay from [Mao, this dominion is
anything bur utilitarian. Ir is 1 major vacation spot for Ce-
lestial Exalrs, Dragen-Bloods and—in carefully segregated
communities —even high-stamsmortals who wish o indulge
themselves with the wide range of water-hased amusemencs
available here, Enarmous family water parks have been buile
along the constlines, while tour hears ravel along, beneath
and ahove the sea carrying vacarioners who wish o see
migraring whales, giant squid or simply admire the Blessed
Lsle from high in the air. Almose everyone who has lived
an the Blessed Lsle far any length of time has vacationed
in Serpent's Teoth ac least once. For the powerful Exalred,
several smallislands ave reservedfor their sole use—allowing
them o indulige themselves in privacy.

acrass the rop, and rhe Great
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A huige host of gaudy hostels, indoor markers, rescau-
rants and theaters litter every approach o the Serpent's
Toath dominion. Air teaflic is heavy during the
seasons, as visitors flock to the dominion for o day, o week
or a month. For all its asteless splendor, Serpene’s Tooth
brings both wealth and a certain amount of influence ro irs
Exalted administrators—an extremely cooperative group of
Solar, Lunar and Dragon-Bleoded folk bound by marriage,
oath and bonds of reincarnation.

IsLE OF SiLEncE

Amid all rhe lighr-hearted amusement ta be had in
Serpent’s Tooth Dominion, one island is off limies to the
throng of happy visiters. The Isle of Silence is sheliered
by favorable currents and subtly designed Fssence har-

ATITET

riers ro allow its residenrs the peace, quict and solitude
'h\_“f ]“’\'.d.

Notall of the scars the Exalred hear are simply physical.
Sometimes, the worse wounds are bloodless, hidden within
the mind and memery. For those unfortunate Exalts who
suffer from menral disrress, the [sle of Silence is a blessed
refuge and place of healing. Several compounds along sup-
portive dragon lines rake in Exalis—Solar, Lunar, Sidereal
or Terrestrial—who are in need of intensive care for broken
minds or severely dumaged Fssences. The healers here are
the mest skilled available in Creation, wherher they're
acupuncturists, thaumaturgical healers or God-Bloods
ts. They are all sworn o silence

with sanity.
and service,

Travel to and from this island is rightly controlled
Not only would it harm the faith thar Creation has in the
strength of the Solar Exalred ro know they rao suffer from
failing of the mind, the danger of mad, vastly powerful Exales
imagining themselves back in the war against the Primordials
cannot be overstared. Most patients on rthe island recover
after a few months or years of intensive care.. A few unfor-
tunate Exalts, however, will remain on the Isle of Silence
even longer, unable ro fighr down the urges of their own
ever-growing madness.

SaPPHIRE WAVES DOMINION

Although it is nominally a dominicn of the Blessed lsle,
this dominion is completely submerged. 1t is inhabired by
the people of the sea, Lunar Exalts and those Solars who use
Charms or thaumaturgy to breathe water or carry air with
them as they rravel beneath the waves,

There are anly a fewsmall islands in che Sapphire Waves
Diominion, the largest of which—Coaral Bells—is where the
small surface-hased administracive hub of the dominion is
locared. Coral Bells is where visicors who need to conducr
with the dominion rent or pucchase Charms or
to allow them to travel safely beneath the waves.
Otherwise, the surface of Sapphire Waves is dedicared ro
luxury sailing vachts, mortal fisherman—whe are extremely
careful tofish onlywhere permitted—and small-scale hunting
anl tourism on the sandy islands.

wlstering g

The dominion’s major city is locared offshore of Coral
Bells, where the coast beging its steep drop to the deep
acean. Shimmering Pearl Beneath the Sapphire Waves is
the most ornare and one of the largest submerged ciries of
the First Age. It extends for several miles along the ocean
floor and was one of the first such cities to be built. Build-
ings nearer shore are older, made in the more primitive
style of poured stonework and plinned with the idea of
having bath air- and watee-breathing inhabitants. There
are compounds ini this part of Shimmering Pearl where air
has been pumped into the rooms at high enough pressure
to keep the pools of water th to the rest of
the ciry from flooding the buildings. Ambassadors can take
refuge here, and some more delicate records and devices are
stored in this section of the city. These older buildings have
heen overgrown by coral and sea plants and have come ro
resemble natural reefs

The newer construction, deeper under the water, are
the more familiar s of gigantic nautilus shell, enormous
growrhs of mather-of-pear] and geomantically aligned Fs-
serice harriers, populated by thousands of gilled mortals,
Warer-aspecred Dragon-Bloods, shapeshifred Lunars and
magically adapted Solar and Sidereal Exalred.

Shimmering Pearl Beneath the Sapphire Waves is the
center of undersea rrading and brings in rare wealth in the
torm of deep-water pearls, unique coral, rare fish, strange
creatures from the West and the artwork of the people of
the sea. Undersea vessels come and go from the city ar all
hours, for the rise and fall of the sun has less meaning when
the world is illuminated by bioluminescent marine fauna.
Many of the inventions developed here—advanced warer
Charms, water-breaching devices and durable craft able ro
delve inte the cold, hlack depths of the oceun
used all over Creation by the Exalted, in pursuit of pleasure
andfor dury.

Xatlan and his Lunar marte rule Sapphire Waves Do-
minion jeinty. He has indulged his mare’s preference for
the deep waves for the past several centuries, pulling in
favors and making deals ro create Sapphire Waves and the
wnderwarer ciry and subsidizing the people of the sea project.
He's done it all ro give his mate a world of deep-sea wonder
and heaury thar he could also share

Traveling norch from the Whire City, the terrain
becomes rough mmd bracing. The rwo dominions here are
home to several influential Lunars and therefare have been

allow epres
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shaped to their rastes.

Like all landds on the Blessed Isle, that which lies 1o the
north is fertile, plessant; serene and stable. Much less of it is
dedicated to farmland and orchards, rhough. Instead, great
swaths of rolling hillsare dotted wirh herds of veddim, golden
clle, wild horses, the Essencesrich white catrle of the inner
North and more wondrous creatures hred in the laborataries
ol various Exalred.

-l
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FaLLNG WATERS DOMINION

Aptly named for ity myriad waterfalls —ranging from
thumdering caseades hundreds of miles high and dozens wide
ta tiny, singing trickles—this dominion s in the northwest
of the Blessed Isle. Falling Waters enjoys a cerrain exclusive-
andd @ quier reputarion. Relati
here, and those who do come for the guiet and obscurity
Frequent, plentiful rain is another characteristic of Falling
Waters Domimion. Most Exalted manses here are ser within
forest of huge black pines or sweetes

Chne of the miner economies of the dominion is the
harvesting of yellow amber from resin rrees thar grown only
anthe Blessed lsle. These trees are infused with Solar Essence
fromadiffuse Solar-aspected manse and can be processed into
a particular incense thart is regularly burned at the Erernal
Temple of the Golden Bull. The incense is reserved first for
the servitors of that temple, then for the Solar Exalted o
bum in their private shrines. Whar lictle 45 lefr over is sent
ot maje onquered Sunshrines elsewhere in Creation.
{Non-instant Zenith Caste Charms gain a one-die bonus
when this incense is buned during theiruse.) The principle
exporters of this rare, ineffable incense claim that the Solar
Exalt known as Damarasak, the Srudent of Vows Made in
Absenria, took his Second Breath the firse rime he smelled

few visito

i Come

nted ceda

the unmistakable scent. As a result, the incense is now in
high demand among wealthy mortals who hope that they or
their children are reincarnated Solars as well.
MaIpEN's Eve

Within the Falling Waters Dominion, nestled deep
withina temperate rain forest, 18 the manse known as Maiden's
Eve. It has a Sidereal aspect and s powerful enough tha
it would have been snapped by some powerful Solar Exalt

by now ander different eircumstances, Somehow, though,
the Celestial Housing Authority has no official records of
the place. Yer the manse is actually in nearly constant use,
Powerlul elder Sidereals of the Five
here o study the
Innermost cowrtyard. Some of the oldest Sidereals still alive
spend weeks meditacing at the edge of the simple pool under
the light of the Maidens.

The pool at the heare of Maidens Eye can provide vi-
siens of the future to even theose whe are not Chosen of the
Maidens—or it would if the Sidereals would allow any but
their own kind to enter. The
keep the place and its abilities
they serve.

BANNERS OF RED AND WHITE PRESERVE

This huge hunting and ourdoor adventure preserve is
the mose popular destination for Lunar Fxalred who have
grown weary of the civilized restrictions of Meru but aren’t
inclined to journey to Tamar-Kas or farther afield.

Locared along the northern side of the Blessed Isle, the
preserve is hundreds of miles of re-creared Northern wilder-
ness, which the local sky manris grid keeps at a constant

core Fellowship come
rrcat, calm reflecting pool in the manse™

have worked for centurics o
scerel from even the Solars

winter chill. The sun might blaze brightin the sky, but the air
remains just above freezing most days and drops much lower
at night, Blizzards are generated on a carefully randomized
schedule so campers and hunters get the full, thrillingly risky
experience of travel in the uncivilized Far North

Plants, animals and enrire morral villages have heen
transplanted into the preserve to provide the most authenric
and enjovable experience for the Exalted who visit. Because
the preser intended to be a “taste of the wild North,"
ay the pre ¢'s administrators claim, there is little sign
of the modern magitechnical amenities present in the real
Northern areas.

Thoroughly researched hunting lodges built from ev-
erything from mammoth tusks to massive timbers of black
pine have heen placed rthrough the preserve far guests. Well-
trained scaff, dressed in traditional garb of older Northern
cultures, can provide everything from intimate company to
tips om where to find the wildest of the imported demitaurs
or huge Northern elk,

Mammoth-hunting parties are scheduled year round for
Ascending month, and permits tor hunting smaller
game-—such as the rare snow leopard—are provided on
reekly basis. Permirs, puesthouses and guides are made
available to high-level members of the Deliberative and
ather influential thiey wish, of course
Clates of auspicious passage can take guests from the pre-
serve to the actual Northern lands if the visitors can pay
the exorbitant cost.

eve

alts wher

Banners of Red and Whire is maintained jointly by
several Exalted with a taste for rough adventure, and they
must pay taxes and fulfill permit requirements as the Minis-
try of the Trewsury demands, since no single Exale actually
privately owns it.

W ANDERING PrAYER DOMINION

Respectful name aside, the Wandering Prayer Dominion
conrains one of the more earthy attractions on the Blessed
Isle—the Glorious Clouds of Ineffable Delight resort, Ad-
ministered by Signifier of Peaceful Victory, the dominion
mainrains 2 natural feel by carefully controlling every aspect
of the landscape, from winding roads built to look as if they
were hand laid ro wood and slace towns inhabited by well-
rrained morral villagers, Of course, gates of auspicious passage
are available for Exalted wanderers, skvhooks have been
built in the major ciries, auromatons and traveling pagodas
can be summoned to provide relaxing offerings of food and
shelrer, and all roads, one way or anocher, lead ro the Glari-
ous Clouds of Inettable Delight. Signitier of Peaceful Vicrory
ensures a rural experience wich all the modern comfores the
First Age can provide
Grorious CLoups oF INEFFABLE DELIGHT

The Glorious Clouds of Ineffable Delight resort is the
major draw for Exaled and others who enjoy the heady risks
of gambling, the thrill of competition, the breathless delighe
of flighr and o fine display of Exalred wealth and power.
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Gambling houses, bathhouses, whorehouses and ather such
places are thick on the ground along rhe coast, ranging in
Luzury from wourist traps suitable for the mortal masses ro the
middle-brow entermmnments of the Terreserials to exclusive
luxury resorts reserved for Celestial Exalred use. Many of the
more expensive resorts include suites thar hover on pillars of
Essence and are accessible only by air. One of the draws o
the area s the schedule of spectacular seasonal storms, where
waves rise 30 or more feer into the air and lighming dances
across the ofshore rocks, The local sky mantis grid has been
modified along the entire constal resort to add variety ra the
weather and challenge ro the races.
All of the delighrs thar have accrued over the
A decades iere are due tw the presence of the Glorious
Clouds skyway and the efforts of Signifier of Peaceful
Victory, He has been making sure thar the people of the
alr strive Lo better themselves by proving their worth in
aerial races held here regularly. He planned and schemed
way to showcase the beaury and
uselulness of the newly creared people of the air centuries
ago. Since then, both the blessed mortals and the skyway
have thrived,
The Glorious Clouds skyway is suspended, on average
200 teer above the ground, Floaring lanterns and decorative
thaumarurgicalillusionsilluminate the various rracks, rangimg
from the simple and short River of Evening Light sightsee-
ing track to the das ds of Brilliance
raceway that ranges from the rough inland airstreams 5
the surf line to the chill inland heights. Suspended spives
and eirrus sculprures are placed around the various tracks

and constructed the rac

serous, high-speed She

ove

to maintain air currents and provide safery butfers for racers
on skiffs or wings, Some of the suspended sculprures are also
expensive observation boxes where viewers can observe the
various contests tiking place along the skyway.

Cloud trapezes, skyskiffs, sky cha
gliders are all available for rent at the Glorious Clouds of
Ineffalle Deligh res
visitors a chance to take slow and gentle viewing rours of
various natural wonders or to compete against ciach other in

heart-pounding races. When the season of Airarrives,

ety andd the aerial rracks available allow

however, the Glorious Clouds tracks are cleared
of day visitor: Towe,

¢ the hotels and lodg althy
1|[W‘\'! L'E![ll U{Ii“.' \h‘r]ﬂ[i 1N preparanon tor

and tourist boars, while by

s fill with the we

the people of the air races.

The month of Ascending Air s
dedicated to the planning and restruciur-
g of the Glorions Delighes skyway into
a complicated and dangerous course thar
beging at the Glotious Clouds manse,
where Signifier of Peaceful Vicrory opens
Ell(.' T ‘JCI[]K SUASOTE “‘”!l i ]H]L’l‘ C E!lt'hl anon.

The raceway then stretches out in obstacle-ridden
lowe-tlight zones across the shore and out to sea before rising
steeply tnto the high altitudes where clouds, ain squalls
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and tricky air currens add their own dangers to the course
the floating linterns illuminare. Hundreds of peaple of the
\il arrve, ||h’||}i \\']l.h |I]C|f J".x'(]hl‘ll i‘rlT”"]h. o Eom[}et&‘ mn
creasingly challenging races for the glory of their Exalred

ters and the honor of being chosen as the next season's

it

Blessed Progenitor for the air folk project

Competition is fierce and is not restricred to the race-

ise: Some competing people of the air have engaged in
or murdered-—or simply
encouraged to cat too much at a fease che night hefore a race.
Diragon-Blocded minders try tocontrol the racers under their
one is Hit to participate in the competi-

been poisoned, kidnapped

Ci”“’};L 50 lh 1 ever
tion the paying customers bave come 1o see

By the month of Resplendenr Air, the amateurs have
beenweeded out of the grand competition. and anly the most
experienced, strongest and swifrest of the peaple of the air
remain, Now, the true rces begin, and rhe entirecy of the
Glortous Clouds causeway is opened up into o 10-mile-long
course, complere with physical and Essence-based ohstacles
that must be overcome if the athlere wants to be immartal-
ized in story, Exalted gossip and bloodlines

Wastsums of money, Deliherarive vores, polirical influ-
cnee and ather favors, are won, lost and rraded based on the
cutcome of the aenal comperition. The final race is held in
t]‘le ‘nidL‘llL' Ul- DL‘.\LI:W lI.J]ﬂLf /\]f. 'r“l'.l 1&"‘1'\' can b“ {ﬂ‘lly one
winner. The lase half of the Desc

sees overwhelmingly bivi

eniding Air season always

b parties where hosts compete

“fiercely o ourdo cach other with extravagane displays of

wealth, power and gaudy magical might. Through i all,
Signifier of Peaceful Victory is assured thar the people of the
air arc ]l‘\!k\.\] upon I‘H\'l‘f.lhl\' rlﬂ\i rl]'rIT rl‘.\:l] Inhﬁ'llrlﬂf.?
being strengthened through comperition ro parent the nexr
generation of lying mon
[sLE OF WHISPERING SORROWS

Thisentire island offthe northerncoast of the Ble
is dedicated to the death of one woman. A Luna
great wisdom, she was steadfast in the face of the
ervingly loval in the face of tempration, comyg
ponse to injustice and very much beloved of her Solar
husband. When the War ended and it -

d sl

eneral of

rimordials,

Bomate

”l(:\‘ s If- pesce
ation, m.uhh:rnf
sassing hﬂ“dmg:nu;
: hope of the Primordials’ return. Her death on the ew
of longed-for peace was all the more hicter—aot emly 1o her
hushand, but to many of the Exalted who had known her
welland loved her for herspiritual scrength. The Solar Exalis
retalinted against her treacherou:
only the assassins, buc th
sprung. Whatever people had once 1
the const of the Blessed Isle were entirely cradicated. down
to their names.

wouldfinally descend once mare upon €
the Moon was struck down by deluded

to

lers and destroyed not
entire lands

he whenee they'd
ved on the island off

Such destruction leaves scars, even unto the plorious
Era of Dreams. The island is wasted, with only stubbom
serubby srasses clinging to the rocky shoreline. The sad cries

of leons and gulls fill the wir with imagined grief. Daughiter
of the Moon's hushund has rramsformed rhe interior inte a
and silver-threaded mavsolenm of
Mare imporeantly, the island has
beenattuned o rhe memories of Danghrer of the Maon's life.

gigantic slate-, graniwe
black marble for his wi

During hier extensive and splerdid funerary rires, as her soul
was recurned to the cyele of reincamation, the Fxalted whe
knew her donated cherished memories of their associarion
with her o the memenro mori they were creating on the
tsland where she met her death,

The mausaleam s patterned after the cvele of her
Life—from o childbood birthed in bactle to her sorrowful
death—marked by huge pillars of moonsilver-erched black
markle, Pachways marked in geomanric parcemns of gray slace
andblack granite lead visiters through rhe story of her heroic
deeds, moments of quicr reflecrion on respansibility and the
hash realities of war. As one walks the parhs, images and soft
voices {lick rraced with the Essence signarures of
giving them an intimacy absent in the
arcificial creations of | AM. Unlike many of the more politi-
cally correct and fied histories of the War, Daughrer of
the Moon's mausoleum Joes nor shy from the compromises
the warriors had ro make: The memories
here are honest and immediare, imprinred perranently on
the stones of the huge structure. At the cenrer of the pattern
is a simple, silver building where Danghter of the Moon’s

er Lo i

the original owners

and bitter decisions

wat gear 15 housed,

Few visitars come to Daoghrer of the Moonsmansolenm
anymore. Mostof those whodoare Lumars smid o few rroub led
Sidereals, Older Salurs find rhe place u painful reminder
of all they have lost, and Lawgivers find it grim and
boring compared to the glories available om the rest of rhe
Blessed Isle, Even Duughrer of the Moons berefr hushand
has abandoned the island afrer cenruries of caretul rending,
e has retreated to his lands in the North to norse his old
memories and has abandoned his required vears of residency
on the Blessed [sle. He is oo old, too powerful and—many
Lelieve—too vurdared 1o be forced ro take up hisduries inthe
Deliberarive. No one troubles Tum in bis isolaced tribueary,

Fnng

and he recurns the favor
Daughter of the Moor’s hushand was the original de-
signer of the mausoleumn, and he best knows the seerers of

its construction and maintenance, Therefore, he is the one

whecouldanswer exactly why other vaices have odeasionally
heen heard on the Tsland of Whispering Soreows, as if the
collection of memory and griel has atracted othermemories
and grief. This slow acerenion of voices is trauhling ro those
few whe still visic. Sometimes they hear rheir own past

calling—the echoes of ulder incarmations—or the whispers
of lovers and enemies long returned o the cvele of reincar-

nation. Solar sorcerers could easily clean the island of the

clinging echoes, since they cannor promise thar Daughrer
af the Moon's memorial would not be dumiged by their ef-
fores, her bereft husband has forbidden any interference in

whatever is happening there,
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CHAPTER THREE
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The East 15 Creation’s breadbasker, the center of the
Realm’s trade and home to nearly a third of C
tire population. It contains five great provinees (including
the famed Beloved of Daana'd and Sexces [ylis Provinee),
42 principalities, 32 tribucarles and the four domains of
the Dragon King Dominion. The latrer, which oecupie
grear spread of the Southeastern jungle, is the only stare
Crearion thar exists in alliance with rather than under the
purview of the Deliberative

Prince Echas, Tamer of Cities, Interrogator of the Six
Rings, Inheritar of the Dozen Unnamables, crcetera, serves
asthe Bast's Solaradministravor, Responsibilicy for the diree-
tion’sdetense and social healeh falls toham or roan appointed
official. Echas’ ambition s o improve communication and
rransport services throughour the East. He contemplates a
svsrem o supplement FAM with more detailed images or
evensensations, and tinkers with vessels he proposes ro hreak
inremotes, send along dragon lines and reformar their proper
desrinarions.{Such a trip would theoretically take five hours
no matter the distance ) 1is experiments send incerference
rippling through 1 AM, distupting its communication with
half the East for a moment or two each season. When his
amhbirions feel like work, Echas travels into the Wyld or
Malteas to coniquer part of it before returning for supper.
And the East lives on

Cation’s en-

THE BeLovED OF DAANA'D
AND SEXTES JYLIS PROVINCE
(THE River PROVINGE)

Fow speiik rthe full, glorious title of the Beloved of
Dirna’d aned Sexres Jylis Provinee, sa named for the beauti-
ful rivers, fertile expunses and ideal wearher unparalleled
even clsewhere in the East: The hearr of the [ T grows
more than 30 percent of the world’s grain, Most refer
it as the River Provinee, » pracrice with such history that
even official records now use the imofficial ritle. The River
Provinee s unigue in thar it conrains no riburaries.-Every
principality within irs horders isa imetioning prefecrure and

obeys both the Accord of Braken Ribbons and the Clear

Accord. The pressure to remain within the Accordy’
sstrong. Neighbors within the River Provinee benefit
a grear deal from knowing rhar cereain laws attecr evervone
else nearby. It keeps exchange of all sores flowing smoothly
and eoriches them all:

Riverspeak is the official language of the Beloved of
Daana’d and Sexres [ylis Provinee, which occupies every-
thing east of the Inland Sea, south of the Avarice River,

north of Grivve Silk Lake and west of the Errant Roor Massit




Member states of the River Provinee argue every century
or o for inducting nearby principalities into the provinee,
en the hasis thae more of the citizens there use Riverspeak
rhan Forest-tongue, [ AM-based studics reveal this is

e
in some places, but the clamor 1o expand the provinee's
hUTdﬂﬂu Boes UT}EII(LR:\S{HL

ChenOh Mirah is the daimyo of the Beloved of Daana'd
ind Sextes Jylis Province, He affects a placid confidence that
fools some of his administrators and makes the rest wonder

how longit will be uneil someome replaces bim, That'sexactly
what Chen wonders, too, because he can't to do his jols. He's
ineffectual, which is exactly how the Solars who rule in this

ike it They nun their prefectures the way they
much more productively than they would with daimye
interference—and leave the coordinator out of the koop. Halt
the administrrors who recopnize Chen's incompetence are
paidd ro fi

province
want-

fect or another. The rest are

ep quiet by one pi
in dunger of assassination if they think about reporting on
Chen's bebsvior, whether they konow it or not,

ARTISAN PLAINS PREFECTURE

Stone Seulpror Tle claimed the broad fields east of the
Gray River as er the Primordial War, His peers
prowclaimed thae his herossm demanded such greac hreadth of

land, while privarely mocking him for aresource-poor choice
beside the rest the East offered, By the time the behemoth
Razor Maiden Storm killed Stone Sculptor Tle in Year 2182,
the City of Makers already flourished, and Artisan Plains was
a place of wealth, beauty and constant innovation.

Eam Usam, Tle's reincarnation, surpasses Tle's skill
with the arts, In fact, he devoted himself tw the arts wich
minimal regard for politics, economics or warfare, allowing
his bended Lunar to look after those things. Her skill keeps
the prefecture safe from i vivals while Eam's artistic drive
inspires the hundreds of thousands of local artists.

The flat, dry lands chat would become Artisan Plains
wete scant at the Primordial War's end. Compared to the
lands that benefited from the region's great rivers, they might
as well have heen salted- The prefecture still produces the
least foed pet acre in the River Province, but now, artisan
colonies dot the landscape for hundreds of miles around
the central city of Denandsor, Small forests decorate the
horizon, nurtured to produce needed wood or as works of
art themselves.

DenanpsorR—CiTy OF MAKERS
Visitors to Denandsor first see the pinnacle of irs Great
Likrary, o hemispherical skylight eapping a tower aver 1,300
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feer tall. The Great Library sivs at the civy's center, contain-
ing theusands of tomes focusing on the city's passion for
artifice and artisanship. Little gods and elementals serve
researchers therein, and reneal reseirch desks carey Exaleed
(and permiteed moreals) throughour the Grrear Library, even
through the miles of underground archives, By city law, no
other construction in the city can be taller than 500 feet w
preserve the ciry's distinet silhouetre. The city's governor
has survived three ass
something related o the fact that her second-in-command

tssination attempts this year alone,

favors repealing the law,

Denandsar's reputation is that of home 1o Creation's

finest craftsmen in all the arts. The finest jewelry, furniture,
wols, buildings, arifacts and nearly ev
fronm Dienamdsor, though ies artisans mass-produce nothing,

erything else come

Thye law provects this reputation te the poine of exiling any
artisan who fails to meet the city's exacting standards. Goods
from Denandsar are always peerlessand unique. They demand
exorbitant prices when sold atall, though many are destined
e e wifts for the Celestial Exalied and their retinues

The city iwelf s the jewel of the East. All cities of the
Era of Dreams are beawiful, bur Dena

sor s 0 work of art

cven among them. [rs geomaney is fawless, cach building
chas
the Great Library, Every edifice 1s pleasing to the eve, The

weling harmonious flows toward the city's manses and

city's inclination roward innovation insists thar each con-

struction be unique, but cach also flows searlessly inta the

next unique building and melds perfectly inwo the city's col-

lective appearance. A mavement gaining sceam in Denandsor

res to lemally evier an entire netebbochood from the ciry

for ot fitting in with the city's general appearance. It would
imstead be called and given the legal rights of Denandsor's
artisane sarellite: colonics, Narally, the neighbhorhood's
residents object

Tiesides unparalleled crafismanship and creativicy, the
ity is known for its annual contest of fine artisanship and

for the auton ans Selar victors design and donace
o the city's defense. O Té has won the comperitinn over
30 times, each time crafting a guardian of idennical appear-

ance hue radical e

o0 gual

abilities, His donations somerimes react

in unexpected ways 1o some commands, though, caus

ing

concerrs abour hidden programming.

The ciey's governor, as well as the prefect of Artisan
Plains, is Intrepid Jade, a Terresirial Exaly
excellent reputation and a unique honor: She is Eam Usam’s
wife. A Sidereal hound them in matrimony a century ago, and
Eam makes sure that their home is harmonious and mutually

jeweler with un

arding. Their five children are beauriful and respected
2 of them Exalted by the Elemental Dagons, But
Increpid Jade’s family line, and Eam Usam's participation in
it, is part of hig multi-generational project 1o create the most

acsthetic genealogy. IFehe prefect finds out, her reaction will
be unpleasant tor all invalved. None of her forebears found
our, theugh, so Eam isn't worried

OLiaFOR

Thecityof Oliator formed naturally around the powerful
manse ac its center, which belongs to the Half Moon Lunar
First Ward Bo Bao. The manse began as his home and the
city as his villa, but the city's growth inspired him o aleer
the manse’s properties. [t now produces no hearthstone but
focuses its energy outward instead to give the 100 miles
around itgreat fecundity, Rural production complexes inthe
region produce as much as facilities that are many times as
large. First Word Bo Bao grows old, and the people of Oliafor
worry that their hoons will disappear after his death. Some
plot to make sure they won't, though even speaking of the
Exalt’s death is illegal.

The city and manse form a single spiral. The sole great
road loops in toward the manse ever more tightly and, upen
reaching it. spirals up the outside of the towering structure,
The importance of the city's inhabitants is inversely pro-
portional to their distance from the manse. The poar live
on the outskicts of town, the merchants in their townhouses
live closer in, and the homes of the wealthy and government
buildings {greac parks and all) are nearest the manse, The
wealthydon'thave ihest, howe alibra-
wperlectly done, [t hides a flaw that leaks Es
inte the surroundings (rather than casting it outward into
the fields) and increases the arisrocrats’ feceilicy tenfald. In
time, the leak will serve 1o alter the children ithelped spawn,
especially if the flaw worsens,

Many conveniences remain from the time when Oliafor
s just First Word Do Bao's villa, They allow the well-to-do
apportuities for o swift riders, for felding servants
ta do much of the ditficult work, for jumping competitions
with jump harnesses and for storing their valuables in cache
eges. First Word Bo Bao installed a powerful sympathetic
elemenral scanner, bound with a Wood elemental, in order
to make sure the farms were in working order. Lastly, a
wonsdrous globe of precious stability hums quietly in a sealed
chamber at the top of the manse, [t incidentally dampens
the effects of Essence leakage (one reason the manse's flaw
goes undetected) while keeping bound a powerful unshaped
raksha who would ravage the populace if it got free. (See
The Books of Sorcery, Vol. I—Wanders of the Lost Age
for the artifacrs menrioned here.)

First Word Bo Bao's chosen goveror of the city, which
Eam Usam respects as a courtesy, is native to a small con-
trolled community whose inhabitants learn only to read and
write, never speak. The unigue set of characters given them
as a language makes them bureaucrats and administraors
bevond even the Dragon-Blooded, but hearing a single spe-
ken word disrupte that artificial mindset and renders them
imbeciles forever after, The governor, whese name is without
translacion, runs Oliator through the written word and use
of translation arcifacts, His efforts make Oliafor perhaps the
smoothest-run ciry in Creation. Intrusion into his suites is
punishakle by 20 vears imprisonment and hard labor, the

:
s the manse's ree
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length of time required to raise a new governor from among
the speechless communiry.

FINE CROSSING PREFECTURE

Tine Crossing Frefecture meets the [lungry Dragon
Prefecture and the Gray River on the west, the Yellow River
on the north, the Rolling River om the east and Lynx Hills
(near Highwayman’s Bend in the Gray) on the south. Iris
smaller than some prefecrares, hur being hounded on three
siddes by rivers makes it the richest prefecture in a provinee
comprising the richest prefectures. “Drop a kemel in Fine
Crossing, and you'll pick up a bushel,” goes the proverh.
Goodman Razer of Storms {the ritle & readiciomaly relaxes
in Haollow or on the Ble

Al Lele, leaving administrarion o
his able prefect while he wrangles apprapriations from the
Deliberative and enjoys Meru's hospiraliry.

The jealous say that Fine Crossing has nothing ro of-

~dyed red or
amber or amethysr by the Unconquered Sun above —inspire
thousands of poers and painrers every vear. The views are
breathtaking by nature and by desipn. ( The RIPC whose crops
are most picturesque receives substantial hoons each vear.)
The views our upon the great rivers are some of Crearion’s
larpest, attracring many vacationers, Where the Yellow and
Gray merge into the Yanaze is o particular favorite, Some

fer bur endless, reperirive fields, Thase fields

entreprenenrs sell rides on the unpredicrable currenes ar
thar nexus, Submarine rides in sealed. buoyaney-regulared
adamant capsules are available ro the rich.

HoLLow—HEART OF THE RIVER PROVINCE

Hellow is named in humility under the belief that it is
a necessary evil, a hole in the East's productive and fertile
ground trom which nothing useful comes—only proc lmml-
tions and governance, the importance of which the cis
founder played downward. The provincial manse displays
her words to that effect over its public entrance: “Strong
are the hands that toil that others may live." All-is-Brighe
Inamo works hard to shift public perspective on the quote
from the intended meaning ro an interpretation that lauds
the Exalted. Few of any import oppose him.

Bevond housing the provincial government, Hollow's
districr povernment oversees the many thousands of RPCs
outside its wallsand within the region irrigated by the Yanaze
Drarn. It also regulares trade berween its disericr and the rest
of the province. Eminently central to the East, this districe
aoverriment wields immense leverage over provincial rrade
and trade throughour the ¢ om. Brave Hare, the
daimyo, regularly clashes with Pretect All-is-Bright Inamo
over trade policy and jurisdiction.

Hollow's Ferrile Ground Academy hes people from
all over the province theories that pertain to rthe region’
primary product: agriculwure. It is the finest school in the East
for the srudy of agriculural techniques. le also scores high
marks with irs thaumaturgy, s demonology, business,
Asthe best agriculrural

tire dir

e

governance and geomaney progrs

school in the East, it is by extension the finest in Creation,
The school is second to Sperimin overall, naturally, but
second place to Creation’s greatest university is high honots.
Even Diragon-Blooded attend the school and graduare with
no shame for being unable to study at Sperimin, One profes-
sor recently discovered a new First Circle demon with ideal
applications for enriching soil and increasing crop outpuc.
(It also draws patterns in the earth, whether by accident or
design, that enable other First Circle demons to occasionally
escape from Malfeas.)

All-is-Bright Inamo is an excellent bureaucrat, admin-
tstrator and liar. Working in the provincial capital gives
him mare influence than most prefects have, which he uses
to build up a retiremenr fund. 1t's legal bur self-interesred,
and when the Goodman replaces him, the shakedown for
his political lackeys will likely make Hollow a place where
the ralenred rise quickly.

Lopres—City oF Worps

He Who Bleeds the Unkmown Word was one of the
first Primordials w fall in Creation’s first war. His flesh
comprised every word that had been written or spoken; his
lifeblood was every word thar had nor He reformed inro

Elloge, thé Sphere of Speech, in time to surrender with his
brethren, The Primordial’s corpse lay in the near East and
bled characters that had never been read or spoken inco the
sarth, too ripe with secrets 1o conrain its blood even after
the flesh was dead. Pian Second Son, an Eclipse, stood with
the Chosen of Secrets Silence-in-Ways and watched the
white blood flow. One moumned the lost words, never to be
written or spoken or sworn. The other regretred the words
she would never know. As thousands of Dragon-Blooded
and millions of mortals marched against creatures thar seill
trouhled C
flesh and bloed inta a city. More than one Celestial Exalt
hias wandered among friends what monsters survived or es-
caped the binding in Malfes
themselves in the midst of a deadly war.
Theybuilethe city with itsown words, stretching “beauty”
tightacrossits length, using “manse,” “sereer,"
and other words often, discarding such words as *useless™ and
“uninteresting” or turning them o other uses. The layour of
the major avenues spells Lodros, and lesser roads name the
districes that contain them. Even now, unknown words seep

atioty, the two Exalved forged the Primordial's

because those two distracted

wall,""secure”

out onto the diamond-white city, their charactersshimmering
on the walls and streets. Allsuch words have understandable
meaning, asaword's purpose is tocommunicate. Many belong
o existing dialeces but have not yet been spoken, but many
muore are words designed to be understoad only by individu-
als or small groups. Enchanements laid on Lodios make it
helpful to those who walk its streets. It welcomes travelers
and asks their destinations that it mighe direct them, using
words never before seen but instantly understandable. This
communication is private, as the words are decipherable
only by the individual for whom they are displayed. Thecity
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issucs the rre coypic warning or prediction, but the cause
for such behavior is unknown.

Lodros s Creation's foremost producer of the written
word in all its forms, as the city's nature at authors of
il kinds, Ts legendary printing listrice publishes pamphlets,
catalogues, texthooks, nevels, anthologies, magazines, jour-
nals, brochures, guidebooks, tracts, treatises and anything else
one writes and disseminates 1o the world. It also produces
paper of various quality, from the cheap but durable standard
white to fancy sheets with pleasant odors or musical tones
to heavy-duty paper that is guaranteed to ignore magical
(lame, the passage of time, Dragon-Blooded anima Mux, all
scissors but those edged with white jade, the Wyld and Ter-
restrial Cieele sorcery, A sorcerer resident in Lodros' Stark
Quarters of Constructive Artifice is in constant search for a
moeee secure paper, while his rival nextdoor seeks ever-berrer
< to destroy paper out of idle spite,

A sophisticated, pseude-autonomous system controls
the Clry of Words' many defenses and powered mechanisms.
Peacekeepers, the governor andothers with autharity control
it by writing commands into shallow, foot-square boxes of
sand patred with slender, diamond-white rods, like tools for
practicing calligeaphy, Most are inuitive, such as seribing
apen east zate for that purpose, The sands either smooth over
after accepting a command o shift to form an errar message
or query {such as requesting further detail or an authoriza-

tion code ). Sands within the House of Deliberation, Lodros’

manse of governance, accept more commands than those
t gatehouses and other remore posts do, One night, while
toying with the ciey's command system, twe drunken lower
functionaries [earned several commands that they expected
to rerurn errors but instead requested authorizacion, They
have since moved their families to the Wesr.

Lodros is simple to reshape. The House of Deliberation
contains a sand garden thar acts as a command rerminal.
When activated with proper commands, che sands of the
garden flow into the precise chape of the Ciry of Words.
The garden may focus an certain areas or display the enrire
city. Commands alter the topographical map, shortening
buildings, raising new ones, expanding parks and carving
new alleys through the crowded city, Once approved by an
n|ﬂ|nprmre authariry, the city invokes these changes in the
proper, which progresses from its current state to the
desired shape over a period of one week to a month, The
precess calls on what remains of the slain Primordial's vital-
ity, making con.
never oceur while anyone is watching. In fact, a proposed
{but suppesedly unused) method of torture, imprisenment
andfor execurion for the city is to place a criminal in a hase-
ment programmed to sink under the earth. The criminal
would have to remain awake to forescall his fate, and every
moment asleep would condemn him to deeper interment
ever farther from light and lite

struction efforts simple affairs. The changes

Giovernor Pyn Minor works with Goodman Razer of
Storms and the few other Celestial Exalted with a persenal

interest in Creation's printing capital. His position is envi-
able: He leaves the compilation of history and all known
knowledge te the Council of Record and control over the
city’s publications to the Regisery, leaving him responsible
only for abattalionof bureaucrats and his own cogoyment, His
secret side business is a vanicy press thac publishes criticisms
{rants and conspiracy theories, mostly) of various Celestial
Exalts and the Deliberative government.,

Txe Dams oF HolLow

Three dams control the Mew of water around Hollow

and in the River Provinee. The Gray River Dam appears
least inventive, It performs well withour being activated,
so few know it power. When dictated by it admindstra-
tor (whe holds i hearthstone), the dam transubstantiates

water that rises shove aset level into air, preventing floods.

Landscaping upriver has made activation unnee

ry for
the last three ecnturies, and the hearthstone lies lorgotten
in Hollow's archi

The Yellow Riv

stands ar 337 feet, with four of its seven nested segments

Dhamm s ot variable heighe, It currently

ratsed andd the remaining three nestled inside the fourth, This
position forces the river to fill over 1000 miles of irrigation

carmals, warering RPCs that feed several provinees. Periodic
water shortages lrom the dam occasionally diminish RPC
proxluctiviey. What damadministrator lehiko Tomaya doesn't
want her superiors to |
mighty
tracks well and bribes her subordin

i is that she frequently raises the

dam o impress potential lovers, so she covers her

s withglowing progress

reports and letters of recommendation,

Ofthe three dams, the Yanaze Damisthe most impressive
but least renowned, uisa massive cirele-in-square glyphof red
jade, Broken it 997 picces and embedded in the riverbed
where the Yanuze meets the River of Tears. Without need

for maintenance or other necessities that make it known wo
humanicy, the dar keeps the Yanaze River levelwithin three
inches of ideal av all vnses. OF no less impore, the Yanaze
Dam works with similar runes near Sijan and whete the
Riwer of Tears meets Frose Lake, keeping the River of Tears
flowing. The project that actually created the Raver of Tears
happened so long ago, and is perfectly sellsustained, that it
ants. A team of Celestial Exals plans
a similar feat in the Southeast, unaware that interference
with the existing success would destroy both and thousands
of miles af tiver simultancously,

HuNGrY DRAGON PREFECTURE

Hungry Diragon Prefecoure reaches from the Yanaze
River ta the north, the Gray River to the east, the Malachite
Slopes to the south and the coast to the west. Itis a nch
prefecture ruled by Edeed Blossom, rhe recent reincarnation
of Yellow Terror Dragon, here of the Primordial War and
founder of Deheleshen. Her Lunar mate, Fair Xiulan, disap-
peared wich Diragon's dearh, and has nor ver reincarnared.
Her whereabouts are unknown, and in her absence, Edged

is unknown but 1o sav
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Blossom struggles to maintain her principalivy’s importance.
She henefits from an experienced Dragon-Blooded prefect
in Deheleshen who keeps the city on an even keel, but the
prefecture needs a strong Celestial hand,

Hungry Dragon Prefecture has abundant open plains
perfect for ies many RPCs, bur they are not the sawrce of it
tame. les capital sits on the promontory opposite the Dragon’s
Mouch of Tears, where the River of Tears poues into the In-
a, and thar is the FHungry Dragon Prefecture’s jewel.
Thousands of sailing vessels are visible from Deheleshen
Bluff on a clear day, dozens and sometimes lwndreds of them
composed of shining magical mateials,

DeHELESHEN—GATEWAY TO THE EAST

Sunshine gleaming off gold snd alabasrer is che first

land 3

most travelers see of Deheleshen, The rest see the lighr of
the Deheleshen Lighthouse, visible as far as 100 leagues
from the cicy. The ciry ts the first Bastern pore of call for air
and water travel from anywhere in Crearion bur the near
Southesst or Northeast. Between its position o the mourh
of the Yanaze River and the famed Serene Breath Aviary,
Dieheleshen is the obvious stap for travelers and merchants
alike. Recent accidents in rramsshipment and docking have
forced the government to raise tariffs, however, drivingsome

business nerass the river to Amber Shores Port—technically
in the neighboring Eager Coast Pre

The Palace of the Maximum Fallahshu, the Teocalla
of Tu Yo and ceher public buildings in the ¢ity are built of
the finest durability-enhanced whire stone and gold leaf.
The rest of Debieleshen contrasts this finery in the elegant
simplicity of thetr consteuction and layout: Beautitul though
its highlights arc, the city is devoted ro efficient distribution
of the commerce moving through it ar all rimes. Citizens
are accustomed to high standards of living, and the millions
who live there conseantly labby for preater amenities, which

cure,

the govermment often provides to keep the city funcrioning
smoothly,

god Tu Yu is an active city father. He appearsas a
stocrit, wearing functiomal silk robes and a hid-
den chamshire whaose presence is betraved by rhe oc
merallle rasp, Somchow, he is always a head taller than the
tallest of those around him. Tu Yu is more prorective ot
bis ity thin Yu-Shan typically allows, bur he is charming
and generous and alwiys knows whom to bribe, hlackmail
or sweet talk. His actions make sure thar nothing hinders
Deheleshen's dominance over trade berween the Easeand
the rest of Creation, as therein lies the ciry’s greatness, Fund-
draining citizens anel transportation sahotage rouse his ire,

asiomal
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and he bas hialf adozen plans to deal wich any given obstacle
o Dehieleshen's glory,

Prefect Vikeam White Crane guides both the ciry and
the prefecture while Edged Blossom learns her respensibilities
i Fair Xiulan remains missing. The upheaval is conotional
o her, as bohy Yellow Terror Dragon and Faire Xialan wese
dear lriends and mentors, buther strength keeps it from rock-
ing her city, Only her urge to take off with Edged Blossom
on a whitlwind adventure w find the Solac’s missing Lunar
mate threatens the city's welfare, bur Vikram is responsible
enough to set aside such desires, Probably

Late GLorious FieLps PREFECTURE

Brass Janissary rules Lare Glorious Fields Prefecture
with het Lunar mate, Jackal's Digniry, but neither by choice.
The bonded pair inhericed the prefecture from their previ-
ows incarnations, who ook responsibilicy for the region auc
of solemn respect for the dead and o upheld a seerer cath
o a slain Primordial. The pair spends as licde vime in Late
Glarious Flelds as possible, instead adventuring across and
outside Creanion as young Celestial Exalred should.

Norrh of the Yellow and Yanaze Rivers, the principality
s afertile Tand that vields mueh food, Ierigation canals supply
the right ameunt of water to evety RPC, and rice paddies
make the southern half an emerald green. The northeastern
quarter is drier and berter suited 1o golden wheat.

WWithin 200 miles of Sijan, the prefecture’s tone changes,
Green and gold give way to the Plains of the Dead, damp fens
that no project manages to permarnently drain. Stunted trees
and aneient crypts dot the swampland, dedicaced 1o the de-
s test as it has been sinee before the Primordial War.

SI]AN—THE Funerary CiTY
Theciry
enceofrhe Riverof Tearsand the A

ceased

an ocenpies avalley nestled in the conflu-
Avwarice River. Unconmrable
n-.manlmnm cryprs and caracombs and rhe homes of these

who eare for them tile the valley n consistent shade of pray,
The Plainsof thie Dead sourh of the Avarice morrle tombaray
with the subilued greens md browns of the marsh, looking
like something only hali” desd

Nlore than one quarrer of Creation’s dead rake theirfinal
rest here, and Sijan morricians by anocher quarter to resr

Meany of the de

wored bureaucrar

elsewhe:
Esalie

Uheeiry'srit

sed are weslthy morrils or the

5518 LTIL s

ervants and s

ists have bu

o every Celestial Exalr from rhe
middle ol i

secomd century on, when icbeeame o madirion
and honor o be laid down by the devoted embalmers. The
Funcreal OrderofRighreous Morricians and Embalmers ims

the city and makes sure thar norhing obstruces their soal
honering the dead as the dend des

e

The civy has no walls, sswalls would inhibit the unend-
i spraw] of ¢ s s more dead require burial
Even so, it is well guarded. Many of rhe Dragon-Blooded
attuned to death racher than life volunteer 1o protect the

fan's hounda

city and sty under ies master morricians, The desd them-

H.'l\"‘\ f;UH]'J LI]I.‘IV' I.‘VLT[UI[ TesLs, HI]I.] il“ \X'i)l]l\l‘h(.' T:!I\IC]‘H Hnll
COMUCTIOTS l’\:d] |l1\‘.‘ \Vfd‘h ol Llll: many E.\J“L\J \'all\i L‘C.\ITL'
a Sijanese burial,

Outsiders
1 I.][.‘d]l'i\ lﬁ 1\\”][]\ T.]]‘L(I dﬂd ‘ﬂl[\k \¥hLﬁ.‘v\']’ ”NWL
space. Not
andbone-ridden hallway contibutes o the place

e Sijan's valley and the Plains of the Dead

i
0, E‘-u\, gray wall, coffin, shadowed stairway
deliberate

‘L:L'IHUHH\."'\ “r"'xh.}l s \IL'h 'Wl\.l.l Loy [W\.U(L\ll;.; 1hl. “ITL‘U“‘“\.C U’
]llLfll E:.‘L‘l we |l|\L] ;\.E.'L'" IEIL' ‘JE.'uld content in 1.51;.'1( l‘\.‘\l.\. t\'l_'ll
the sunken cevpts, their entrances swallowed long ago by the
fens, figure inve the geomantic caleulations, The Essence is
not dendd, as some woukl expect, but calmed. All Sijanese

burial partics aperate in multiples of four for similar reasons,

as it is & mystic number of their trade. Four carry cistvaen
components and sixteen carry the heaviest sarcophagi. Ar
ry tomb, four work togerher
inembalming, and a minimom of eight perfect and perform

the rituals,

least eipht architects design ev

Before Sijan was w metropolis for the desd, ir was the
home of 4,000 mortals charged w inter with honor and

respiet the bodies of all who came to them, In those days

of perfect reineamation, the purpose of such treatment was
questionable. Did someone foresee the danger of disrespecr
o the d
carnation? Answers are not fortheoming, fornone remember
Sijan’s penesis or know who planted irs seed before the firse
blow of the Primordial Woar,

? Does proper burial improve the process of rein-

The 4,000 performed elaborate funeral rites for cach
Primordial thar fell Juring the War
s sacrifice; ethers appeared innocent. There s still one
catacomb forcach Neverborn benearh the Plains of the Dead,
ing mazes witl hundreds of false tombs that protecr the
vrue empty charnel houses thar honor the fallen. This act

e rites involyved

pacified the slain Primordials, giving them the quier slimber
ol undeadhy, OF this, we, the world is ignorant

Adfter the War, people acereted around the core morti-
cians, who admitred none into their ranks hut in umits of
4,000, Their number grew within a century to its current
population of 40,000, where it stabilized by decree of the
Morticians Order,

Lare CGlorious Fields s che only prefecture (the only
prineipality, really) administered by one of the dead. Dis-
tant Swallow died 400 years ago while holding the office
of sub-prefeet for the repgion, joining the queue of spirits
whose dedication 10 Sijan and its governance held them
from- reis

roation, His wm 1o serve as prefect came

three decades ago, when the previous prefect disappeared
andd left only 1 of the Labyrinth behind, Distant Swal-
low has been

tunctionary for almost o millennium, first
as a Terrestrial Exalt in Sijan and then as part of Sijan’s
Usnderworld administrarion, and his mastery of the ciny’
intricate politics is great. Wirh rhe prefecrure’s Solar and
Lunar tulers avording their responsibilivy, Distant Swallow
s free reign there,

5
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THe BLack CHase

This ancient shadowland is a dark forest on the east
bank of the River of Tears, whose reputation names it
dangerous even to the Exalred. Its secrets remain un-
plumbed, and the roll of its victims grows longer with

CVELY [ s Features in o number

ing year. The shadowla

ghost stories that [ AM has helped spread across Cre-
I'he Black Chase appears to be a strip of forest 28
miles by 450 miles that follows the river, locared just over
a mile from Sijan, ‘*]gm
did for the Black Chase's

boundary is clearly marked by

o

arion.

5 founders chose the site they
s 1o the Underworld. Tes

the transition of healthy

A

trecs to a forest stunted by lack of light, riddbed with roe
and choked by bungey vines. The Chase merged with the
Underworld natarally, beginning in Year 653, Histories
negleer to mention the shughrer of several thousand
penitent Fair Folk marching 1o request amnesty and
s;mchlm'\- ,mlc'mf_; the Mountain ]"nlk

sndds’

Sounds rake Jcn:_g_c.r»ihfm-m:mm! Toukes T rt:;)ch fri

s and doulile back ro echo upon the speaker. Essence

tion-related Charms double and dif-
ficulties inerease by one. Commumication artifacts fail. |
AM s silenr within the Black Chase. One parh follows the
course of the river 100 yards from its banks and brings one
into the Underworld ar nighe. All other pachs in the Black
Ch e temporary. The forest shifts during the night
hours, bewildeting even the most experienced travelers.

costs for communic:

Some travelers eross the breadeh or lenpth of the Chase in
asingle night’s walk and emerge unseathed, which encour-
ages those marching under haste.

Fell erearures hunt the dackness. Imps and dead things
that refuse to stop moving are eager to devour any warm
flesh whese scent reachies their cold noses, Only the sale
steady path is safe from them. Other beings walk among

the stunted trees, showing signs of plague, drowning,

violent murder or other fates, Nonerheless, these beings
ate beautiful, and they offer their cold lov
wha please them. Mortals who succumb ro their charm

to intruders

become imps, while Exalted join the ranks of the beanriful
or crnerge from the Black Chase bearing mighty arrifacts
of bone and ebony. These glortous-in-death entities keep
a pet, a monster of bones the size of tree trunks whose
breath is the only breeze the Black Chase ever feels. It
crushes and corsumes intruders eagerly. Voices within its
osseous belly babhle oceult truths known o nene living,

il one can survive the trip,

ome folk brave the Black Chase to retrieve black ash,

wood pi
that few other woods can match.

d by artisans as strong and having o deep beauty

I s also used inothe ere-
ation of artifacts to mumipulate death and desire, so Clelestial
Exalted eallon their servants vo ferch it, Groves of bluck ssh
grow deep in the Black Chase and nowhere clsein Creation,
making {t care indeed

WiLLruL CHILD PREFECTURE

Willful Child is buried 1n forested halls and bordered
by the Maruto River, the Wood Snake
the Serene Canopy Province and the Dominion of the
Dragon Kings, Despite its natural vesources, Willful Child
prizes itself on producing only savants. Tts proudest fearure
is the city of Sperimin, near the northern horder, and thar
alene gives the prefecture and its Solar ruler Guan He Bi
substantial accolades.

This domain possesses the River Province
climare and the Far East's thick fo
landscape but are not so steep or frequent that cities and
rowns are difficult to build. Raw resources are plentiful, but
the prefecrure'shigh educational standard makes every mortal
an expert and forces entrepreneurs to import workers, soit’s
rypically easier to harvest goods from elsewhere.
SpermMin—HoME To KnowLEDGE

Sperimin isthe |na-mwn nrer of learning in the Age of
Splendor. Nor e
its

Crawl Prefecture,

temperate
L I’II“\‘ \JE]HIHIHIL‘ TEWL’

IpeTiOT Y, M make their prima
puses within the s borders, and more locate themse!
nearhy, but the Grear Twelve s are the real dnu\
Their fame is Cn upies ane of the
12 college-mans sedd in radial fashion around the ciry
center hy the founders of the Bax Institute.

The Conservarory of the Assiduous [ron speciali
mining and metallurgy, The Bax Institute for Enlighte
Jigposition dispenses knowledge ofarchiteeture, engineering
e amse desigm. The Factualist Seminary of the Inviolate
Heavens imparts wisdom concemning cosmology, theology
atid a no-nonsense theory of astrology that conflicts with
Sehool Devontan, which teaches sorcery,
thaumaturiy and o more infuitive form of aserology, Wise
graduates of both academies argue over the proper course,
ws influenced by the s, when offering their unsolic
advice 1o the city's povernance.

Creation's best physic
Iastrucrors’ Sehoal of
Glorious Tran

stionwide, and each o

AT

thit of the Divine

ed

*racticed

1 grraduate from
Curative Tradition. The Shrine o
ion procuces the finest facrors and inves-
rorsand highlights itsfounder Oa-Té
Most Capable Administ

ROVl

spolymath nature. The
ation Institute teaches th

ance 1o all s forms and gives Cr
d Keepers of the Balanced Doctrine
for Harmonious Condlict traing military minds. The debate:
the two academie
{especially regarding milivary
vw times out of three.

reaucrats, while the Pois

*students share aver governmental policy

wice) spill over into brawls

The Docrway to the Soul teachies the spiritual martinl
15, atd every known supernatural martial ares style can be

par beast one of the

hools many instructors, The

s Chroniclers” House of Records fmparts history to
its students and funds many
prood that the Doorway’
ers intended i o focus onoall forms of martial prows

aminations of the past One
found-

5, Tt

instructor's rescarch near
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simply the spiritual, s College trams peaple inadvanced
planting and harvest techniques, as well as the business's
financial realities. Many RPC administrators are graduates,
The Lone Cherry Blossom Academy produces unequalled
poets, paintees, sculptors and other artists,

Sperimin's Great Twelve ring the central Library of Sper-
imun, where all known wisdom in all disciplines 15 recorded
in multiple media for safety and preserved for posterity
veritable army of elementals. Its 38th floor houses the Library™s
most famousvolume, The Bookof Three Circles. Asa place where
students and instructors from the Great Twelve must meet for
study, the tower also houses 12 floors of debare halls, Teresu
Erate Ine. the library administrator, plans a political coup that
will turn four of the debate levels into furcher library space,
This coup will solve the problem of his dwindling storage space
and evade an argument with the Bax Institute’s pe
disturbing geomantic flow by delving deeper into the earth

Sperimin's governar, Laughing Crow, accepts that the
city's control rests with the Academic Council and acts
accardingly, executing her duty as best pos and Lak-
ing every advanrage her appointment affords. Her grearest
responsibility is o see to the individual needs of the Great
Twelve acadeimies and specific celebrivy professors, {Ensuring
Instructar Yu's perfect meditative silence in his home across
the street from ant Strings Conservatory is just one of her
thousand challenges. } Laughing Crow is excellent ather job

ost about

ble

irtention ro how
haed she works to balance everyone’s needs, She intends to
make a few forgivable bur noticeable mistakes next year, in

but wonders of Eae if anyone in Meru pa

the hope that they'll give her more credir in the future.

THE DOMINION OF
THE DRAGON KINGS

In honor of the Dragon Kings' courage and losses in the
Primordial War, avel oue of respect for their allies personal
ss ane wisdom, the Exalred formally lefr the Dragon
Lands outside of the Realm. The Dominion of the
Uiragron Kings isam ally of the Realm, which rends Crearien
ina manner of which the Exalred approve. Or ironce did. A
new motion inthe Deliberarive suggests making the domain
a provinee inorder to improve efficiency of government and
application of the Realm’s kiws—nor to menrion rhe sudden
influx of taxes.

The [Magom-Bleod Green Ebert serves as Realm Com-
missicner to the [ragon Kings, helping them adminsster the

principalities in theirdominion. He isan honest bureauerar {so
he les only when necessary) and enjoys the relaxed polirical
atmosphere of the Dominion of the Dragon Kings. The quantity
of restricred ororiginal fnd thereforeunrauched by legislarion)

drugs coming out of the dominion worries prefecrs of adjacent

provinces, which means Ehere could soon face an inquiry.
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Dragon Kings administer the entire dominion from
Rathess, but Solars rule many of the region’s principalities
directly. The Dragon Kings get along well with the passion-
are Solar Exalted and enjay shaping the dominion's laws 1o
favor their allies. To them, vicious political strugsle is just
another dimensicn of hunting and survival.

THE MAGNIFICENT GROUNDS

OF RATHESS
The Magnificent Grounds of Rachess is larger than mosr
principalitics, as mose Dinygon King domaing are. It comraing

Rathess and irs sarellite ciies in the cenrer of its southeast

quadrant. The restis reserved forsuch Diragon King pastimes as

spirirual
contemplation (often in conjuncrion with one of the other
three), Dragon Kings allow excursions to garher resow
such

hunting, warfare, communion with gods andsolicary

Tes
s gold. jade, pets and organic drugs bur permir few
permuanent hurinn setlemenes. The Selars who keep illegal
private estates in the lush doamainare likely ro fight for them
rather than concede it confromted, however.

The Magnificent Grounds of Rachess is kepr a prisrine
wilderness for the savage enjoymenr of jte maseers. Tropical
trees grow thick, und rhe canopy blocks cur much light.
Dragon King monks wend clearings along standard paths

through the domain—one per full-day’s travel—ensuring
the ability ro leok npon the Unconguered Sun ar least once
. The religious conflicr in Rachess spills into rhe jungle

on oceasion, where the dedicared chase off or kill the monks

i

and ler the clearings grow over. The Magiticent Grounds
harder the Giray River om rhie west, the River Province on the
north, the Vaniwayan om the sourh and reaches east enough
o include the Ever-Rippling Sky Mirror Lake.

Wild bensrs sralk the jungle and are a chrear to marrals
traveling on fooe. Mose rravelers ove by skvship ro and from
Rathess, and those who cannotaccompany the shipments of

raw goods tiken Fronm the region to the Artisan Fields Pretec-
ture or the Grave Sille Luke Prefecrure for processing.

RATHESs

Rarhess is a perfect circle, divided into eighr radial and
equal slices. Six of these divisions fit the ity
with streers parallel to the outer wall, and fearure the alien
styleof Dragon King construcrion. The seventh secrion isthe
Human District, laid our in squares and righr angles, unlike
the gentle curves and 60- and 90-degree angles of the rest of
the ciry. The last slice is the Aquatic District, home to the
city's 000 or 50 Mosok Pragon Kings and full of deep
artificial ponds and canals, Nearhy Lake Therak keeps the
AquaticDistrict flooded and fed. [n the last several years, {ish
hirve rurmned up dead in Lake Therak (and thus the Aquaric
District) in alarming numbers.

Creation once knew Rathessasabastion ol worship ro the
Unconguered Sun as the home of the Ochre Fountain and
as the defensive hustian of the Fast. Rarhess is oo divided ro
hold those honors any langer. The Diragon Kings now spend

cireular nacure,

more time warring with each other than combaring external
threars. Passionare adherents 1o a variery of gods, from the
Uncemguered Sun 1o Han-Tha the Ghoul King, spill blood in
the srreer, with four core factions fighting for the dominance
of rheir creeds. The ciry remains welcoming to the Exalted,
especially to Solars, bur the rension i evidenr—and can
involve visitors despite their wishes,

Ith Maaiph is the eldest Raprak olchilil in the Domin-
ion of the Dragon Kings and Rathess' highest priest of the
Unconguered Sun. His word has the might of law in Rathess
mnd the greater dominion, though be gives fair hearing to his
appointed administrarors. Maaiph recalls a time when the
Solar Exalred berrer respected their Dragon King allies. He
i blind ro his people's decline but not to growing disrespect
from the Deliberarive. His mideness could soon cause an
internarionsl incidenr.

TrEe GreaT OBSERVATORY
AND THE ORRERY OF ARAINTHU

A dame of polished starmeral gleams arop a bluff just |
autside Rathess. This is the Grear Ohservatory, a peerless aid
forastrology that incarporates theoretical consrel lations into

its renders’ predicrions. Ir conraing the Orrery of Arainthu,

a Mawless model of the heavens thar makes ir possible o
'l‘ll'.lﬂ!\f\ H

discern even the position of a specific fly's de
century from now. Last vear, o Dragon-Blood attempred to
sabotage the Orrery und Ohservarory, bur he was caught
and his act w

eversed before any permanent damnge wis
done. He killed himself befure his caprors could learn of the
Siderenl behind the attack.

ALBAIO'S VILLA

The Solar Albaio commissioned his villa 133 miles
from Rarhess ro be near his Dragon King allies and friends.
Unlike most human habitarion, the villa is entirely in the
Dragon-King srele. The angles ate off or absent, ceilings are
unidorned bur the walls are busy wirh designs, steps are too
larpe and rhe furninure marches the wrong physiology. Carry
rumor ¢laims he built icfora Dragon King lover, but hisrivals
“‘UUJE! |‘\_' TILOTE: \ii.‘.]:”HT\'II Tl]ﬂn F‘E'zlhﬂ\{ o |(‘.‘Jfr| |TI\ trug, no

matter how much it would harm Albaic’s repuration.

The villa's karo, Yellowrail Rene, is a mortal wha wanes
to be a Dragon King, Tattoos cover her skin, giving her a
scaled appearance, and she spends her wealth ro purchase
hody medifications. Her lipsnow form a hard heak, her hands
}1[1(! f(:CT dare "rll( ms, iﬂ]d hhﬂ e be&‘k\ a way mﬂk? hEI
les digitigrade. The Dragon Kings consider her pathetic, but
SOONCT Or ‘di\.:lﬂ OTH Vv']“ l‘(l“ ]\E‘.‘I Fﬂ)r h?‘r arrogance.

KHRYAL

Khrval 300 miles southeast of Rathess, one of 10
satellite cities evenly spaced around the First Ciry. These
10 cities support Rathess, growing the crops necessary w

feed its millions and stocking the surrounding jungle with
prey designed to give the Dragon Kings a good hunt. Half
the cities maintain reality engines able to guell the Wyld
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and shape the fabric of reality, all ticd int means
adcast their prote
one. Inanemergency, the five equipped etties are designed to
usurp power from all manses and protect a Rathess-centered
pentagen from Wyld ses, Seven decad
on the system have gone ignored, however, and most manses
have been disconnected from the system,

Ek'ater, the program'sadministrator in Rathess, siphoned
funding into pet pro and personal gain, and Essic Ke,
Khryal's governor, focuses on honing her skill in persanal
combar instead, As such, the eity survives but does no
owrish, Essit require who challenge her method of
governance tomeet her insingle combat to prove their weeds
before the Unconquered Sun, Essic remains unbowed, but to
quench her thirst for practice, she has scheduled a
all en the fisse day of Ascending Air, The last Dragon King
for human) standing 15 governor, free to punish her next
incarnation as he sees fit

ADAMANT ORIOLE SANCTUARY

Located inthe Far Southeast, Adamant Oriole Sanctuary
has been undisturhed by the Fair Folk far aver 1,500 vears, a

mile radivs, Khirval is

of maintenance

o

-fior-

LIJ‘[ inguished accomplishment and a testament (o the efforts
lar ruler. Here, Experienced Solipsism shapes her
tribugary with her Lunar mate, Skal Dreams-of-Bloed, and
their Sidereal advisor, Erin the Demeritorious. Experienced
Solipsism's metheds for protecting the Adamant Oriole
anctuary against the raksha works just as well against her
enemies, and the region has not suffered an invasion since a
Jeint venture by Where None Dare and Weeper-in-Blood's
Girear Estare 1,351 years aga. Even now, the defeared Solar
warlards are unsure what turned them away and wiped
ene-third of their soldiers and chree -quarters af their Essence-
sowered armaments from the face of Creation.
lamant Oriole Sanctuary has a poor standard of liv-
smpared to the Realm’s prefecrures, bur its people are
hardwarking and appear content. The Sancruary supplies a
full tenth of Creation's adamant pmdurtloﬂ. nd winning
ply contract tor Chiarcscurn’s constroction imbued
the rributary with inexhaustible cash reserves.
Experienced Solipsism's lands are hot grass plains with
sparse: woondlands, Small rivers flow cur of the hills o the
sstoand Drawn of Hestesh Prefecrure. Birds' nests are ev-
erywhere, from a size thar fits in a child’s hand o one larger
than most single-family homes. Orioles of different breeds
anid colors buikl all of them, and the birds themselves are

skies, ciries and towns. The
on hoasts over |00 different species of orinle, some with
fantastic properties. Many theoreticians derecr a connection
herween the fowls and the unhreakable glass, bur none can
out what it is.

commmeon sights in the tribucary
:

figure

1Lio STARA
Eccentric [lio Stara 1s an entire city cut o the living
wood of a bonsat tree. Experienced Solips now-lamo

Cx]
pereepl
Lremors

timent made the bonsai the center of o spatial and
j able readings suggest tha
nfamrerccpl 1l\lc Lmu\brht\u .-‘lnkc the cit

s Essence

appears the same relative size until the last few pereeived
miles, where it grows e tower aver the human form.

The ran Gate s two iridescent convex doors, cach
100 feer in heght, which never appears the
Within,
eity's homes, strects, public “building” and workplaces.
Limited space dictates that the administrarion manage al-
tion of homes and shops carefully. The existing sy,
)d I]munmlurﬂc_k cm]c_rﬂ u!u)u_ th

AMe twicc.

i el

thousands of wunne

mbers make up th

o

needles contain chamby

that serve rkshcups for the
experiments that give Hio Stara its repuration as

as w

Curious

city olunpredictably creative artificers and theoreticinns,
tenth of the long-renn inhabitans ave devated researchers;

another lour-tenths are the n hers retinues.

Fsen-Ulsen, the god of o Star, takes an interest in
the city's governance and works closely with the citg's gov-
ermor, Rose from Srone. Afrer all, he mentions cheerfully,
he wis onee the god of @ me
Lo aty entire elty,

Rose from Stone is the illegicimare daughter of an
influential Terrestrial Gens on the Blessed Isle, She excel
ath s as povernot of Do Stars and thanks her
stats that her posttion keeps het so fae from her conrolling
mother, Rese from Stone does what she can to encumber
Dragon-Bloads from the more respected bloodlines when
they enter her bailiwick, What she does
of them concoct business in Ilio Stara only to examine her
inherited traits up close, some of which appear ro be rare
and desirable.

THE SANCTUARY BORDERS

Ner wisible prorecrions border the Adamant Oriale

er bonsai, and now, he

SReIit

i
v

fenonw 5 thiat mear

Sancriary. Nooauromatons or bound creatures march s
borders, new do jude-inseribed obelisks hold back the Wvld
or the principalitics enemies. The answer to this myseer

is
acombinarion of a Primordial legaey and Solar magic. The
behemarh Unbreakable Waranahe Bird lies beneath che
Adamane Oriole sleeping in his sealed cave. His
dreams are mighty sod made the lind above as unpredict-
able s the Wyld unril Experienced Solipsism walked inte
Unbreakable W

itinta the rributary she now rules.

avinhe Bird's unending dream and shaped

That shaping defined the shape of the land above as
suerosanct, binding the behemaorh intoan erernal nighrmare
ofstable producriviey, o horror tharwould rouse long enough

rodecimare the Southeast before irslept again. Every oriole
in the Saneriary exises 1o appesse the monster benearh
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(The sight of them soothes Unbreakable Watanabe Bird
in his sleep and prevenes the nightmare from waling him.)
Only Experienced Solipsism and hermare know this seerer,
and it is the dewrest of many they keep.

FLowING GRASP PROVINCE

The Flowing Grasp Province meets the River Province
to the sauch, just level with the main bady of the Avarice
Raver. Its northwestern border runs parallel to the Silver River
exactly 200 miles west and demarcates the official fransition
from East ro Norch. This arcificial houndary runs on until ic
dissalves in the Northeastern Wyld. Flowing Grasp's land
includes expanses of redwaods in its center, tertile plams in
itssouth and west along the Silver and stretches of deciduous
foreses in its south and east.

Saffron Tiger is the Diagon-Blooded daimyo of Flowing
Girasp Province. She hasafirm grasp of the region's resources
and economic status heside its provincial neighbors and the
test of Creation, and she uses that knowledge to keep all
her prefects and principal administrators in line. Her rivals
are not .‘ll}‘ri&‘. th‘LlT ‘hfl]' r‘.ﬁnrrs T |ﬂr]'d( £ T ki“ IlE‘T. h]]r
every new appointee suffers ruinous economic dewnfall in
the area and every corpse turns out w be someone else’s,
te any assassing’ shame. Saffron Tiger never dares crossa
Solar directly, bur she knows how ro lure even the Chosen
of the Sun into playing her game, which makes the Flow-
ing Grasp Province much more productive than it would
otherwise

Saffron Tiger'sskills are necessary, as the Deliberative
lnows. to keep a province with such willful rriburaries
from flying apare. The appoinrment committee schedules
a meeting for the week after one where they replace Saf-
fron Tiger (they usually meet once per season), ready to
return her to her place. Saffron Tiger has four hushands,
excessive by anyone’s standards, and makes regular use
of neamah to impregnate the women of her small {next
to a Solars) harem. Her self-breeding program is bhunt
compared to many of those run by Celestial Exalts, but
scholars continue ro watch her progress. She permits them
toexamine her 65 children in exchange for full disclosure
of the resulrs,

BeLL GARDEN PREFECTURE

Lustrous Crystal Heart, Fearless of the Sun, Terrifying
Enemy of Rakshastan, the Windrider, et cetera, considers
himsell & guide for the people of Bell Garden Prefecrure,
but this is a conceit of humility, He pretends 1o leave the
governance of the prefecture to his prefect, Old Raven Gray,
but the prefeet is o powerless and unnecessary figurchead as
Lustrous Crystal Hearr rules his region directly in all but
name, His Laws test the limies of what is allowed by the Clear
Glass Accord, keeping the prefecture’s citizens as obedient
and humble as possible while staying within the letter of the
law, His Solar peets either do nor know of the situation or
willfully ignore it

The prefecrure is named for its capital ciry, which
takes its name from the famous gardens of organic crystal
wonders transplanted from the Dominion of the Dragon
Kings. Chimes and bells of subtly hued crystal hang in the
ciry's many gardens, ringing serene natural harmonies even
through the shums. Winds blow their erystalline spores out of
the city where they infest the RPC fields, sprawling private
estates and forests that make up the rest of the prefecture,
draining resources for their remaval.

The crystal spores sometimes mutate, becoming theeats
tothe

AT

asked with clearing them (sometimes evento
the Exalted ). One pack of mobile crystal plant-creatures runs
thedepths of Black Days Forestin the northwest, Anotherset
of spores infested the mhabitants of an entire RPC, turing

them into rvencus monsters of crystal and flesh thar did

not stap until the Windrider himself croshed the uprising
of the conning creatures, Neither incident exists within the
official Register of Prefectural Events:

GLORYHAME

Lustrous Crystal Heart founded Glor
ago as a city of jov and celebration. Every public buildin
nf L'ed stone, and nther huilqu marerials are aliowed only

(,r stal [[mrr h(;ld‘-) The /emrh wrh
ciry in celebracion of hi

H\ ]hmch the
t:torg: overa Fair Falk incursion,

andd ritual.

The laws of Glorvhame forbid tradition, marking
moment unique and in need of recognition unlike any that
has

AT

somnbernes

some hetore. Lawmen entorce this rule lightly—no one

s household for utte

wyer daily hefore
re 50y
makes Glorvhame a destina-

i the same p
are: less lax than they
The required imventivenes

work—but rhey

TS AgO.

to see what

rion for the explorative. Ordinary people v
and to escape the
samits study the city as a

the inhabitants have dreamed up today
reperition of their own lives

sociological experiment.

Gloryhame lauds personal achievement.
readily cor
plishment:
z

of tl

isamile-

Its people
atulare friends and neighbors for their accom-
anid Recogmition Section (a government body)
its with minor financial windfalls. The ce

rdssuch

wer

, where many cities keep a temple to the Incarmae,
racdins cpen field of well-kept grass, dotted with trees,
Lustrous Crystal Heart decis
Land a few hundred people walk the park
ehration of therms

tred this place as a remple w

CI1E S (AT LIS

Ive

atany piven time.

Wrerched Hound, the city’s povémor, is ayoung Ter-
| Exalt with little ambition beyond his own leisure,
HeMssatisfied torelaxwhile his Solarmas

errules Glorvhame

as closely as the man rules Bell Garden. Hound's res

ing habit is o let anything in the city pass unconte
given that establishing the precedent of law would be a
form of tradition.
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INARI’S STAND

T‘hl.: t]‘ktCC-ﬂ“HlL‘-hl]u:arc h]bl;l(lwhm(] ITIZITk.\ @ majar vic-
tary of the Primordial War, where one of the gods™ fiercest
opponents died in battle, betrayed by his own ferich.

Inari Heart-of-Thoms was the ferich demon of a Pri-
mordial slam in the war, She wis the compassion of a being
that only hated, the care of one who was thoughtless. By
containing these aspects within his ferich, his hearr, the
Primordial’s cruel ercativity grew o thousandfold and made
him impessible to defeat, His rampage ended here, where
Inari Heare-of- Thomsstood in defiamee. Sheand the Exaleed
slew the Primordial there, and heseeped intathe Underworld
leaving enly this stain behind.

Theheraofthe hour died thatday aswell, leaving behind
0o clue to how shie managed to defy her Primordial. Only a
monument o the demen who might have saved Crearion
remains, a 3 7-foot spire of pure Malfean wom inseribed with
the many names of her souls and their progeny. The victars
in the war are ignorant thar Inari’s compassion died with
her Primordial, She now wanders the Underworld, consum-
ing ghosts to appease her spite and seeking ro cause havoc
in Creation—and especially ameong the Exalred—wirhour
ring her beloved unlife.

VERDANT SASH PROTECTORATE
Verdant Sash is the Lirstslash of the Northeastern forest.
separating the fer rasslands of Cookery Parndise, Faichtul

Shares Nation and the Thousand Hooves Plains Prefecture
fromn the deep eversreen forests farther north and cast. Its
northern edge follows Maron's Finger, and the Little Finger
here it branches. Verdant Sash is also the only principalicy
in the near Northeast with access to the rich-he
and cther softwoods hesides the Water Roots Triumvirate,
allowing it 4 brisk local business in lumber that avoids the
Trinmvirate's monopoly prices, The Solar Yeshaaim has
ambitions that donot include the principality for which heis
respensible, but he honors his people and his duty o them.

The tributary’s border lies just 80 miles from the edpe
of the Grear Northease Forest. Conifers grow tall from there
until they rower over the warers of Maron's Litele Finger, Fores
dot the southern and northern borders, a natural precaution
for any principalicy surrounded by tributaries. The greater
farts are complexes inside many massive living t
north and are connected through the ground, ready to stave
ater Roots Triumvivate, Small rivers
flowe through the region, impeding foor tavel but enriching
the soil for farming

MaLEssA OF THE ELeven Towers

Malessa's 11 towers arc its signature. Theystand ina row,
forming the northeast edge of the city amd rising from 300
feer rallar either end ro 350 feet at the top of the centermost
rower. The height of each but the middle rower is also the
distance o the hase of the next taller tower. All Malessa of
the Eleven Towers’ laws are subsidiary ro those governing

wi

i redwonds

s in the

Gff the expansionist W
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the towers’ care and repulatior. They must always be their
current heights, their coment dists

and kept whole. The consequene

fall are
known only to Yeshagim and Prefect Ingosh the Younger,
Dur the consequence of causing ane to fallis public and worse
than dearh. Also s is that even the Exaleed fear what
rises when the towers fall.

Wealthy inhabitants and government building
the towers' feer, always ro ot
northeast of the Eleven Towers between them and the near
forest. Farther from the towers in Malessa, the quality of
life declines. Centuries of public bettermenit have
failed, and Ingosh the Younger's current attempts fare linde
hetrer, Something about the nature of Malessa of the Eleven
Towers forces a steep wealth gradient on the city,

Inigosh the Youn sith embarrassanent,
His mother chose it to honor thie Lunar hero of the Southern
principality where Ingosh the Younger was born, and that
presumption hasalw
him o exc
prefect without any Exaltation. More than one Terrestrial
considers himan overseeppe flunky, but Yeshaain is pleased
tohave a prefect so attentive to the peaple amd values Ingosh
the Younger's uniquely mortal viewpoing,

WATER ROOT TRIUMVIRATE

So-mmned for the hall-dozen rivers that incermingle
o become the Silver River at irs southwest end, the Warer
Root Triumvirate is most infameus wichin the Flowing Grasp
Province. Any apprentice savant knows of it and can recice
[ Yeur 436, the Land of the Root Dragons, the
Three Finger Territory and the Rosemary Viceregency united
beneath their Solar rulers and hecame the Wacer Root Tri-
umvirare, the lisst principality ruled directly by a group of
Solars, The size of the tributary and its conerol over much
of the near Norrheast made it an inscanr powerhouse in e
prowinee and in neighboring principalicies.

The Water Root Triumyirate's rulers enhanced its repu-
ion by giving their narion the highest {mortal) srandard
of living in Creation, withour exception. Even the poorest
mortal in the Water Root Triumvirate eats regular hot meals,
crjovs public enrertainment and hasautharity re command any
public servants not charged by a higher-ranked cicizen. This
sible because of the preponderance of Fair Folk slaves.
The rriumyirs lunded thousands of hunting parties inta the
Middlemarches and Deep Wyld in 321 and paid bounties on
amy live Fair Folk. The hunrers brought back commaoners by
the gruss and nobles by the dozen. The triumvirs themselves
sallied forthwith their mates, a trio of Sidereals and two score
Terrestrial bearers, They captured a powertul Tair Folk lord.
One Sword Empire, and artanged an cath. The Solars would
s hunting the Fair Folk and release the lord; inexchange,
no Fair Folk woukd offer the least harm to the Triumvarate,
none would atrempt to rescue their brechren, and all current
prisomers would be licted with slave callars.

WTATIES

a1 hears hisname

skrought him shame. Hisshame deove

lence, and he bears the distinetion of being a

its history,
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Asarcsult, cach elty in the Flowing Grasp Province has
a Falr Folk slave population equal ro one tench of its human
popularion. The slaves' exceptional service keeps even the
lowest human cirizens of the province from dirtying cheir
Bands with the worst menial labars. Several demesnes ineach
clry exclusively sustain the Essence-hungry Fair Folk, Cne
Sword Empire harries nearby principalities, often stopping
just short of cuttng the smallest branch of the triumvir's
trees. It fruserates chose principalities thar the Trivmvirare
15 ton pawerful for them to demand resrimirion.

SAL-MANETH
Sal-Munerh isnciry of delicate nature, hsintricare open-
work of rainbow-colored steeland stained glass floars 300 feet

over the Blackwarer River in the Flowing Grasp Province,
le: Hundreds of
curving larricework wallewiys connect towers and apen pla
15, and redwood needles and bark of steel and
ghass prevail over décor less imitacive of life.

Tallredwo
rhrough the gaps in Sal-Maneth's construction, and their
branches cast plessant shade over much of the city. The
rrees and ambesque ench complements the beauty of the

roo all appearances fragiliry made inhabital

of simnilar desi

{5 growe from the crowded banks of the river

arher, and the eity's geomaney makes sure thae no growth
damages the city's structure or aesthetics. Other redwoods,
engineered for stair-like growth of branches, provide access
ro either bunk of the Blackwater.

Sal-Maneth is a study in balance, and Eastern savants
interested in the study, contemplation or appreciation
thereof keep at least one home in the city. The mechanism
that floars the city draws power from the river that runs
above it, It isa poetic reminder of nature's power that should
the Blackwater dwindle o nathing or shift aver time, Sal-
Muneth will fall,

Ench tower in the city contains the local household of
one Exalt, god or honored entity, and fills all their needs.
Hanging gardens grow fruit, city employees deliver fresh
meat and milk and honey daily {or weekly when the master
is away), libraries and plush bedrooms provide Tuxury and
entertainment, and the Exalred bring their own preferences
to the towers.

Sul-Maneth is best known for the Vine Blossom Acad-
emy, which trains horticulturists and landscapers working
to integrate plants with human hahiration. Each graduare
breeds one new plant-tool or designs an original narire-
integrated rown as a final project, which serves as his firse
financial venture. Fruir of the Vine, as they are called, are
in high demand actoss Creation, especially in arid regions
of the North or Souch.

Sal-Maneth’s governor, Instilled Fury, is a whirlwind,
ting approbation of satellite towns, founding a new
mtercity jar alsl team, making the concluding placement
in Red Phoenix-Dragon Blossoming or sending an incisive
message to hersupervisor, Undersecretary Harpin. She views
life as a competition, and she refuses to lose.
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SAMIAREN

I'ravelers to rhe Northeast see a golden-brawn aura
radinting throngh the mrees for 23 miles before they rench
the ity of Amber Samiaren, as tourists and adverrisers call
Natives call it *the glow of home." Twenty-two miles
from the city limies, at 16 evenly spaced radial waypoinis,
mansions provide graris hospirality o ravelers, Like the
they are constructs of wood-hard amber exudesd

ity Ttsel
by cenmral pine trees.
That the trees

good repair and arcane devices curn amber into 1 sustaining

luce amher to keep the mansions in

found aned pinesap into a sweer wine is miracle enough, bur
1 more miraculous sall. Thousands of pine

the city pripe

trees operate under similar design ro creare a five-layered
i miles in diameter, all of golden-brown amber

it thebroad plazas, manses, small villas, temples
sovernment buildings, while amber staies and elevarors
e adjacent layers: The bottom level is o slum by

connect t
intent, as the poor need someplace (o live. The rop level is
the most open o the sky {though ciry planners make sure

the sun reaches every place in the city at leasc once a year),

arsl emly the most wealthy and revered live there, Temples
1o the Incurnae ring rhe expansive office of Tranquil Brook,
Secretary to the Trivmviran
I)L‘W\..R!\Im[)l;]. m tlw.pll‘.e frees turn sapinto copious
fresh water, which e s highesr
points downward through suspended canals and founrains
until it spills from the last laver into 2 river it creates be-
low the city. Several of these devices produce hot springs,
which provide bathing waterand a source of free heating for
amiaren. The hot and cool aqueducts
join sy pour o the ground, so thar even the
impoverished survive the cite's harsh winters. Inhabitanisin
scant dress, sufficiently insulared for a five-minue w half-
hour walk, often stroll from one heated chamber o the nexe
st heavy snowfall.
ranquil Brook holds rhe tide of S

ades from the pine fores

cveryone in Ambe

y before i

retary to the Tri-

umvirate, a position created as the Dragon-Blooded head of

Flowing Grasp’s governamee, She is a capable woman and
g L
proud that she adminisrers ra rhe largest single principalivy in

Creation, Her lovalry ro the triumwirs is absolute, bt one of

her jobs is 1o make the dealsfor political or econamic expedi-
ency that the trumyirs cannot due ra precedent, po
{deals, This need is nor uncommen, but she takes it further,
dealing with ciminal elements and political diss
over the East, Some infer thar she rmuly acts without her
masters' permission. They try to make her ineo their agent,
and she performs much connrerespionage through thar ruse,
She alse makes many enemies, bur she is unconcerned.
trivmvirs back her all the way
YAGAN

Limestomne aned glass compose this city. By ancient Taw,
ruction and public structures must be ol limescone
until they surpass 60 feet in bieight. From thar heighrupward,

v oor

enits all

[T

all e

glass is the only legal muterial. Whart began as a dicratorial
incentive todevelop improved technigues with the marerials
hecame a regulation of styleand thecity s signarure. ( Despire
the rush to improve glass as o building material, Adamant
Oriole Sanctu tout the Water Root Triumvirate for
the contract tosupply Chiaroscuro’s building marenial. ) Since
ne stricture governs glass color, every conceivable hue tops
a least ane building, but those gray-blues thar hest comple-
ment the limestone dominate.

Yapan serves as a depot for trade berween the Water
Root Triumvirate and the rest of the Flowing Grasp Prov-
ince to the north and east. Enchantments on the hundred
surraunding miles make the forest more navigahle and pass-
akle. Ies tourlsm board says even a lost infane could safely
make s way home, Resorrs dot this region of ramed forest,
and the 10 Wanderstar lodges sir juse on the circle’s edge.
s outposts [or tevelers and as deluxe hunting
resorts for those who brave the untamed wilderness outside
the 100-mile radivs.

Because of 1 high demund for unersined labor, Yagan
has three rimes as many Fan Folk slaves as similar cities in
the Flowing Gis

Shen Four-Fit
jade from a posit
Betraved by a wi
location during h
this reason, the Dragon-Blood rerains four of his fingers:
the middle and forefinger on cach hand. Having earmed his
trust again, Shen serves as Yagan's governor. His Jdeformicy
camses many to underestimate hime All who do so regrer it,
especiallysinee he took the triumvin’s lessons an punishmenc
anil loyaley to heart,

EMERALD SOLSTICE'S VILLA

The villa is a series of small mansions, entertainment
halls; dormito [disguised as handsome
hills or copses) separared by broad quadrangles. Tts lighaly
d ;'muudupl awl over 17 square mile
Eastern woaod: :merald Solstice, a Selar
Exalt of moderare nge, foumded this villa so she could enter-
it guests i an untamed and adventuco
stnall barburinn trik

Provinee.

e once stole over 400,000 wmlents of
nof trust the rinmvirs had given him.
E underling, Shen divulged the jade's
punishment, and all was recovered. For

el sto

before the dense

s close i around it

etting, {Three
live nearby ar her sufferance. They
i raid the villa when prompred by
as entertainment for Emerald

iment. imerald Solstice imbued
n jucle with a core of arichaleum and
at the center of her villa, Now, all the villa's
dwaod rieedles prow with a trace of arichaleum, Emerald
Solstice has the Lillen needles parhered in order ro distill the
valuable material, but she keeps the source a secret from her
peers. Theroral edllected orichaleum approachies the quantity
she invesied in the original sphere, and Emerald Solstice is
cagel 1o learn if the experiment produces more arichalcum
than she put ot it
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Kara Feer-of-Moss warches the villa when her miscress is
absent, which is ofren. She has discovered an appreciation for
the distillation of a tree-growing fungus in her beredom. This
extracrion isanunknown (indunregulared ) drug that will make
the first person to figure that fact our a quick fortune and cast
the local economy into chacs. The ensuing rush for the new
drug could ruin Emerald Solstice's villa, Should that happen.
she becomes the instigaror’s enemy despite any reparations
that mighr be offeredd, and a Selar foe is no small thing.

A horde of servants and landscapers {guided by several
araduates of the Vine Blossom Academy) keeps the villa
trim in Emerald Solstice’s absence.

GoLp Lear CanaL

The Gold Leaf Canal connects all the Water Roet
Triumvirate’s rivers in a smooth arc, from the Silver River
to Maron's Finger, Unbreakable adamant lines the canal,
embedded with gold Jeaf at the borrom. (Would-be thieves
who dive for the gold invariably drown.} The canal’s en-
chanted locks facllitare water transport within the Water
Reot Triumvirate for a minimal fee. Laughing Hippo, the
current master of the canal, was given the position Lo oust
him from politics in Yagan.

THE SiLver WEIR

Thisdam would be considered a wonder of the Age were
anyone but the triumvies aware of s existence. It remains
beneath Silver Tarn, where the many rivers of Flowing Grasp
become one, at the paint where the grear kake thins into the
Silver River that runs south and west to the River of Tears
It also rests just north of the Triumvirate’s southern border
at that point,

Should someone activate the Silver Weir, it would
appenr as thousands of font-diameter black-and-whire disks
joined at the edges rising from turbulent waters. It covers
the breadth of the Silver River and 20
as well, slightly concave. Light distorts around rhe disks
Jlid glass encases them for their entire lengrh: the
weir borrows the imperviousness of Yu-Shan's adaman
wall, making it unbreakable as long as it is setive (which is
ce it's powered by a dedicared five-dot
mianse ). [es sole flaw is that the source of its impermeahilicy
grows brictle for the duration. A section of Yu-Shan's wall
becomes frangible aslong as the Silver Weirisacrive. Which
section s affected is impossible to tell, though.

The triviavirs buile che Silver Weir as a weapeon of exror-
tlon against the principalities south along the Silver River. It
is a tool they are unwilling o use, knowing that the political
backlash would destroy even their mighty Triumvirare, but
it remains as a last resort

LABYRINTH OF SOOTHING
SHADOWS PROVINCE

This province horiders the River Province and Flow-

0C miles to either

before :

until deactivated, s

ing Grasp Provinces om the west, the southern eod of the

Errant Root Massif on the south and only untamed Wyld
in the east and north, Les eastern border rechnically vests ar
the Elemental Pole of Wood, bur tamed lands beyond that
point fall under its intluence naturally.

The daimye of the provinee is Tsatsuka Omeji, Favored
sciom of 4 powerful Terrestrial Gens who holds the post as
day serve in Meru, possibly the
Deliberarive itself, or at as aide 1o a Solar directional
administrator, His ambition is as great as his family's, and he
sees his provinee as o chance 1o build a naturally expanding
power hase before returning to the capital. Afrer all, a lictle
Wiyld is no kar to the Solar rulers who continue o carve
slices off chaos to fe

CRAGS OF THE EARTH
AND SKY PREFECTURE

Roor Massif Prefecture is the gateway from the Labyrinth
of Seothing Shadows Provinee o the rest of the East, but
Crags of the |

part of his grooming to one

seed their nations,

rth and Sky is the lynchpin of the province’s
prefecrures, Central location, expert governance and neces-
sury shy trivs
travel and ¢

Ir comraing the Shateered of Brilliance Embassy, home
rothe Eastern Fair Folk delegation. This makes

make it the logical stop for rransporting goods,
neated discourse.

olitical ap-
poinements more senior than standard for a prefecrure so far
from the Blessed Isle, and the prefect must be comfortable
dealing with the Fair Folk, their stories and their games
Prefects who handle the ambassador and her atrachés well
le treaties; the others do not
come away at all, Burning Soul Godo and his Lunar mare
Thousand Blind Devils prefer nor to remind the Fair Folk
of those grear Exalred who forge the Wld into the Realm,
allowing their prefect and the Ministry of Diplomacy to
handle all 1

come away with fmous

sotiacions,

Crags of the Earth and Sky is a prefecture of danger-
ous mountains and cliffs, all of earth thae is thick with the
roots of bent or shattered giant trees. Much of the Tand rhar
peaple, animals and vehicles rread 15 dozens of fallen forest
ainnts, covered with mess and crushed into solid pround
by the weight of trees still sranding. Acrual earth lies more
than 100 yards benearh the foor traffic in many places and
remains one foot of soil amidst a dozen foorthick reots
Even safe paths through rhe dense forest rapidly ascend and
descend mountains of dead rrees and mile-tall roor rangles,
and switchbacks are a way of life for people nor blessed
with air travel.

Conventional crops fare poarly in the prefecture, so the
government imports many tons of rice and wheat each year,
Certain exotic berries, nues and edible pine cones flourish,
however. They grow under condirions difficult to reproduce,
but they represent a major supplement to imports and are
common at every table’s daily meals. Within the mountains
of dead trees and roots, rare fungi and light-aversive vines
provide a living for anyone brave enough to seek them.
Monsters also call those places home.

%
i
%
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MouNT KAHIKATEA

Mount Kahikatea is a three-mile-high tangle of ka-
rowing cut from lower trees' branches one
T :ano!ln‘.r \I[Ynl ROTTE

A frees,

hik:

At

eeredd tree ar the bottom

irth. The city of the

derives nutrients from the ATNE NATTE

eful spires of wood rise
ed with enlighrening poerry
sl comes from all over

sits atop and within the rangle. Gr
trom the $

and mesmia

tion, arul the towers' heauty represents a centuries-long
nd the Exalted who hire
) miany towers righre
inhabited tmnels beneath them. [Only advanc

tiom hetween architece

therm, though the w

1 engi-

ne ies worse. | The Copal Campanile on Mount

Ny pre

ahikaten's simmmit is the sear of povernment as well as a
Kahikar T s bl t i
powerlul Wood-aspecred manse,
undreds of tunnels worm through Mount Kahikatea
Hunds f e throngh Mount Kahilkat

1) imitarion
live beneath the

in an organic and unintentional (bur recommi

of Meru ieself, People of the lower clas

mountain’s tepmaost canopy, and many Jdo their work the:

have many tunnel access
without being seen

as well Above-canopy est

points so ramits can come and

more than teces

that childsen whi
remeidinl ocular post-development corrections or ocular

Acuity improvements, putting the latter 1o work as scouts
and spies. Few. tunnels need be dug. Most are natural gaps

of the kahikareas and

B

berween Branches, roots and trunks

ly traversable

more often require filling in o make them ¢
by morcals, W
Vine Blos

Aetamos, Brother of Brass and Tron and
of That Which C

prefect of the Crags of the Earth and Sky Prefecture for the

od-aspected gardeners and graduates of the

sean Academy are on band ar sl imes

Jmistructive

il lls to the Shadows, has been de facto

last 8% years. Actamos administers the prefecrure flawlessly,

his every value judgment representative of his summoner's
intenc. He exhitbits rapport with the Fair Folk dip

1wy reason (o his corrent employment, and the

lomats,

mkes enrich the prefecture and all Crearion for

ation and new understanding they bring. The
actual Diragon-Blooded prefect, Veiled S

es, appreciites

the stcuacion, spending her time partying and indulging in

sanctioned levels of embez
Ower the decades, Aets
Fair Folk with whom he treats. This

cment

mos has acquired traits of the

et of his nature is

part of what mukes his diplomacy valuable, bue his habirs
have ¢

nged with time. Too much exposure 1w the ambas-
sador’s freehold might change him enough that he is na

Exalted.

lemger bound by th
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SHATTERED OF BRILLIANCE EMBASSY

The Realm donared this 50-mile by 100-mile block
of land to any diplomats the Fair Folk chose wo send ac
the insistence of Oh-Te-Sun. founder of the Crags of the
Earth and Sky Prefecture. Ir belongs by law to the Eastern
Fair Folk, and they have the responsibilicy of the land's
upkeep and, theoretically, the citizens” administration. No
mortals live on che grounds, though the borders are thick
wirh sertlernents thar pr t the Fair Folk’s reehold from
weakening the fabric of Creation from within. In truth,
Aectamos sees to any needs of the embassy grounds
favorand for advantage in ongoing and future negotiations,
Paying the Terrestrials or procuring the indentured workers
and criminals who do the work is expensive, bue the resulis
far outweigh the costs.

Aetames and his chosen depury delegares (who inelude
a First Circle demon, a ghost, one of the Mountain Folk,
a volunteer Sidereal and several Dragon-Blooded) join
Ambassador Blood of the Last Moon and her subordinates
ar the negoriating table every night before the new moon.
All the deputies suspect the others of wiclding their posi-

tions to personal or ideclogical advantage, but all would be
surprised to learn thar only the Mountain Folk is doing so.
Most deal-making oceurs between the Fair Folk arrachés
and Aetamos’ delegates during seripted imprompru serolls
through the freshold’s impossible gardens, where things
the principals cannot say are bartered, When the groups
Feconven and signed. Creation comes
out ahea

SERENE CANOPY PROVINCE

Serene Canopy Province borders the Labyrinth of Saoth-
ing Shadows Province at the Errant Root Massif, the River
Provinge and the Dominion of the Dragon Kings just west
of there, and it runs south and east until it runs our of tees,
Daimyo Echo Dream ignores the official eastern border just
as his counterpart to the north does

Eche Dream is a favorite of the Celestial and Terrestrial
Bureaucracies. He offers acceprable rributes to the elementals
and gods of the provinee, honoring the great ones most but
always leaving thoughtful gifts for the masses of lesser spirits.
Inexchange, the principalitiesof the Serene Chanopy Province
prosperand the gods make certain the Solarrulersknow wha's
responsible for their goodwill. That's why Eche Dream has
held the post for over 300 years, and why hughter Echo
Lover will fuke over when Iy ses on, likely in the nest
decade. The respect for spirits instilled by her father bartles
with her resentment over the attention be paid them over
her. Which sentiment is victorious will decide much about
the province's future.

ORANGE BLossoM CHANCELLERY
Chancellor Fire-Hearted Ken rules his chancellery

with twi Lunaes ae his side: Finder of Glorious Trifles and

Earth-Minder. Finder of Glorious Trifles is Ken's bonded

are itk

.

but Earth-Minder is bonded o a Selar ruler in
the Far West, Her fated mate shares none of her interests
and lends no weight to her desires, so she found excuses to
spened her time in Merw with the Deliberative, There, she
met Fire-Hearted Ken, who ignored the danger of slight-

ing his peer and invited her to Orange Blossom where her
freedom would be paramount. She and Finder are hoth
his spouses, which keeps Earth-Minder's bonded Sclar up
nights secthing,

The chancellor's desirves lie in tuming his tributary
into an cconomie powerhouse, Orange trees grow freely
across the land, giving the chancellery both its name and
an export, which is lauded as the best in Creation, That the
land is not as chscenely fertile as the River Province only
increasesdemand and prices, Quiet geomantic flaws planted
among the orchards of that provinee further improve the
Orange Blossom Chancellery's profic. Earth-Minder helps
make theclirus orchards withour peer. Herjoy isdeveloping
new cultivars of their many trees, maximizing yield, flavor,
consistency and juice quantity; it makes Ken happy tofulfill
twi of his desires by giving Earth-Minder free reign.

Ken's other interest is one he shares with Finder of
Glorious Trifles: thaumaturgy. Both studied extensively ar
nearby Sperimin cenruries ago. They have published many
theses on the subject since then, some jointly, as well as ex-
cgeses on others' publications, Orange Blossom Chancellery
mightle the second-best place to learn the thaumaturgic ares
outside Sperimin, though few would know. les institutions
are run by the state and only for promising mortals (able
tor access thelr Essence) who exhibic significant lovalty ro
Chancellor Ken,

Fire-Hearted Ken uses these ex
all facets of governance. They enchant building materials,
make official seals lmpossible to forge, build geomancy of
speed into the streets and roads, appease gods,
sabotage enemies, enhance their administrative d
with ritual and so on. His private army, the Enchanted
Legion, wields encugh power to put a bartalion of Dragon-
Blocded o shame.

Like the staces to the west, Orange Blossom Chancellery
naturally contains dry hills with sparse trees. After over o
millennium of agriculmural de\-‘e]ormcm however, the hills
are aesthetic greens and achres designed in pleasant oce
patterns that maximize tranguility, growth and hary
speed. [ron pipes imbued wich drops of black jade drive water
ta the hilltops from many wells, ensuring sufficient irriga-
tion. Valleys and rocky mesas house Orange Blossom'scinies,
and the free growth that remains burns every few summers
in a series of natural wildfires that Txalts and thaumaturges
contain with spells and talismans.

SaTsumMa TOwNsHIP

Satsunnt Township rests atop Charcoal Mesa, surrounded
by hillside orchards in Orange Blossom Chancellery’s south-
west, Access to the mesa s limited by the one safe path up.

Lumar mate,

t thaumarurges in

ny on and
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Strang heams of sreel and jade broaden the road 1o more
than a foorpath, but most of the waflic in and out remains
by air Such trnsport depends on clear weather, making
the local sky manris grid one of the city's most important
assers and mast tempting rargets of sabotage, Even the sur-
rounding orchards are harvested by small towns living oner
Renearh the slopes.

White Genesis Totomu holds the position of Expert
Mandarin arsum, She s the ultimate authority over
ane stare's legal and judicial concerns, enacting
her 5 Only Chaneellor Ken or his wives
override her decisions, and she works so closely with them
that that haso't happened in over a century, Immagulare
tor over Orange
Blossom Chancellery's religious and thaumaturgic concerns,
resents White Genesis Torom's pelicies, especially chat of
suborning the priests and rramed thaumaturges to the srate.
The Immaculare Mandarin covers some of Totomu's influ-

the city's
ar master’s wisl

5

Mandarin Stome Horse, peerless administ

ence and aims ro have it. His first ploy i o shife the capital
ht‘lﬂ > Tﬂ]mrlTﬁ‘v\nN]HF ‘v\}ULEWWS[:IT'TE]IT\\_L]\[]J[ LfJ(JUh‘IEl]

Gorse Valley where sirs his sear of power,

WHITE [RON PHOENIX PREFECTURE
Wehite Tron Phoenix Prefecture rests on the edge of the
world. Other prefectures oceupy three of its borders, ensur-
ing significant stability for a state whose other border fades
nee the Woeld, Trrepular hills covered with heavy forest mark
i, though the nature of hills and ees farthesr east
shifts with the phase of the meon, Fair Folk raid here and
make away with citizens, but such raids are not commeon and
n familics of the unfortunates kidnapped

not ONEToUs.
admit that.
The white iron phoenix, which gives the prefecture its
name, canses this sense of seeurity, [t is & snow-white bird
that atticks raksha creatures on sight, assaulting even Fair
Folk maoks gard for satery. When slain, it
bursts intow brilliant flame thit sears the Wyld away, leav-
iz static Creation and solid lron statues of the Fair Folk it
touched. A new phoenix then rises from a pile of iron ashes
at the center of the inferno. Stranger vet, the white iron
phoenix isa Wyld erearure, incapable yer of breeding true in
Crention, [t flics out of the Bordermarches o ear and breed,
and perhaps for unknown reasons, Lt retumns juscas e
encounters no Fair Folk. Whether the crearures assaulr Fair
Folk in the Wyld i
Twelve Dragon-Blooded sit on the Council of Ashes
and Fire while the Selar Hare Without Flaw wisits Mem

without an

a4 mystery.

or tours the world—that is; most of the time. Joy-in-Flesh
leads the conneil through his energy, dedication and lolty
ideals: that all creatures know their place precisely and not
endeavor to leave ir, sither roascend beyond station or sink
beneath born duty and respecrahility.
which Jov-in-Flesh is responsible include breeding animals
tostand for the hunter’s b walk to the butcher's knife,
as well as development of affordable implants able to make
mortals content with ohedience ind caste labels dependent
The Couneil of Ashes and
Fire discharges all other duties before committing resources
1o these side projecrs, so Hart Without Flnw has not yet no-
ticed. That, or he approves but cannot explicitly participate
inn the experiments.

Ec's Pass

Eg's Pass 15 inconsequential to White Iron Phoenix
Prefecture, 1t is a ourist stop tor visitors from Cacophonic
Winls Prefl g the border to ke advanrage of
thie lower local sales taxes, It manages a small conriburion
o the prefecture's lumber and medicinal herl rrades. Ir is
also infested by Fair Falk,
terinin the prefecture and small, everyone
gmored thie first report ftom a minor town official describ-
behiaviors as defined within The Efficacions
Muslerm Manual of Decorous Conduet. Another minor of-
ficial (but oneina greater city) filed thavand the nexr three
reports untead, simultaneously disparching a commendarion
for industry and a sixth-degree demerir for undue stress on
the administeation. No more reports came,

By this all inhabitants of Eg's Pass bur the
Diragon-Blooded governer are disguised Fair Folk and
hobgobling plaving at being one of Crearion's towns.
Ophelis Gend bitches ac their scrange habits and grumps
that the manses need repair (their Essence bleed feeds
the inteuders), but that's as far as he'll gounril the rown’s
industry stops. And the Falr Falk haven't stopped playing
their parts yer. The first birth since the invasion is due
soon, whatever thar heralds.

Ophelis Gend ignores his town's problems. If it were
important enough 1o change, the prefect would come have
a talk with him about it After all, she's his cousin and
wouldn't dare fire him without a grievous error on his part
ot a paper teail leading from here o the Blessed Isle.
better, he knows all the gigolos she's been enterraining
at Hare Withour Flaw'’s personal estate during the Solars
frequent absences.
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CHAPTER FOUR
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Afrer the Blessed Isle, the South is the most populous
portion of Creation, The northern and western coasts con-
rain some of Creation's finest growing lands, producing both
abundant harvests of grain, nuts and fruit, as well as many of
the finest wines in Creacion. The plains of the Southeast are
home o both an abundance of fierce and beautiful wildlife
and ro the herls of sacred cavle of Ahlat. As a result, much
of this region was declared a game preserve and rthe private
hunting grounds af the Celestial Exalred shortly after the
foumcling of the Deliberative.

Fhe comseal Sonth is 4 land of mild, dry summers and
cool and wer (bur rarely cold) winrers, where many mortals

eschew climate control in their dwellings, preferring mstead

o enjoy the feel of the almast universally pleasant seasans.
Ewen in the heighe of summer, the nights are cool, and the

day’s hear is never too exrreme or unpleasant. Because of a
combinarion of the impressive climare and the relarively un-
obrrusive presence af the Deliberarive, the Southern Coast is
widelyacelaimed by borh martalsand many Dragon-Blooded
as the most desirakle region of Creation. The Deliberative's
geammantic manipulationsand wearher-control devices moder-
are-the South’s hear and maintain these pleasant conditions
1 1,000 miles inland. The ce

P - i
s bt astal regions of the South

are same of the most producrive agricultural lmds cutside
the Blessed Isle. Where left to grow wild, the kand contains

a mixture ol sparse hardy trees, such as olives, cedars and
almonds, and vast expanses of low green vegeration.

Deeper into the Southern interior, the land grows
e hot, and winters remain at least slightly
warny, but the nights are always cool. Here, the lush vepetation
of the coastal regions is gradually replaced by low and hardy
bushes and tough, thorny ground caver, which are in
ingly sepatated by patches of barren soil. In the Southe
interior, giane tree-like cacti grow to s
high, but the vegetation in the rest of the Southern interior
rarely grows mote than three or four yards high.

The Sourhern interior isnoted for low mountains bearing
all manner of gems and merals, including vast quantities of
Jadeand precious scones. These Southern mommtains are also
eme of the few places that adamant deposits can be found
on o near the surfac sestern
edpes of the Sourhlands and also in the farthest South, these
mieuntaing rise up to become huge volcanic mountain rany
filled with many active volcances. In the Sourheast, these are
known as the Summer Mountains, while ro the Southwest
and Far Scuth, they are known only as the Fire Mountains
(see ppn 103-106),

The mountains and foothills of the Southern intérior
ate extensively mined, typically using mort:
production complexes with excellent climate controls,

warmer, Summets

T

1
Wl bundred feet
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THE SOUTHEASTERN PROVINCE

The Southeastern Provinee isa warmand pleasant land
of vast savanoas and open forests of acacia and baohab trees.
Elemenral Pole of We

The Southeastern Provinee is also

Because of s proximity fo gl

odd,
the land is

e i

o many of Creation’s most magnificent animals,

including huge four-tusked elephants, enormous lions, seem-

Iy eoddless herds of wildebeest and many similar animals

in

he coasts and bath the enstern and western edges of the
Southeastern Provinee coneain a number of principalities
full of RPCs where the residents grow crops, herd small

s. The interior of the
0 en over o the Exalted,
however, who use a strip along this domain'’s eastern border

antelope o perforn many similar sl

Southeastern Province 1s largely

as the bome to the magnificent sacred cartle of Ahlar and
keep the remainder us o huge sane farm. Here, the Celestial
Exalted and the Celestial gods
God-Bloaded offsprir a few of rhe highesr-ranking

Diragon-Blouded—cin hunt some of

as well as cheir guests, chen

Beautiful aned exonic prey inall of Creation. Herd guardians
{see Lords of Creation, pp. [ 12- 113} exrensively patrol this
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region, managlng and locking afrer the animals, preventing
poaching and helping any hineer whe is injured or etherwise
in need of assistance.

While some Exalred, especiully the Dragon-Blooded, are
neent 1o hunt large and powerful ordinary animals, many
Celestial Exalrs seelk more of nchallenge. Asaresult, Celestial
Exalted bicengineers comtinually sttempt to create new and
more deadly hvbrid beases: Mose such creations are shightly
more intelligent than the smarrest upe, and all are Targer and
more pewertul than the animals on which they are hased. The
most ordinary of these engineered animals simply gain +1 o
all of their Physical Arrribures amd <1 to their attack and
irmaor, damage and Defense Value.
Same beasts abso have hoth these advanages and ene or more
peaxes, afflictions ar occasionally even bligl il abomina-
tions, Produced by the finest bivengineers in Creation, some
of these animvals combine elements from three or four difterent
beases aleng with porent magical enhancements.

Tre HunTiNG CiTy oF TAMAR-ICAS
Flying berween five and 40 yards above the savanna, and
traveling at speeds of up to 40 miles perhour, thisfloating ciry
isa pleasure palace designedd specifically for the Exalred, their
children and powertul gods who have an interest in hunting.
Tamar-Kas i« one of the smaller of Creation's several float-
ing cities. It is only rwo miles in diameter and is designed to
hold a population of up to 23,000, Two thousand of these
restdents are herd goardians wha are in charge of maintain-
ing the city and looking after is needs and the needs of the
Exalred residenrs. Almost half of these herd guardians have
enlightened Fssence. The remainder of the city isdevoted ro
Exaltsand their entourages of assistants, servants, concubines

defense scores, including
|

and other retainers.

Even at first glance, the emphasis on hunting is readily
apparentin rhiscity, Statues and friczes of fierce, magnificent
animalsabound, asdostylistic elements emulating horns, the
patterning of variows bides and similar motifs, Exotic leather
isused in mostupholstery, with everything from giraffe leather
e sea-dragon skin decorating the chairs and other furninure.
Mostaf the frequent visitors keep rooms where they can dis-
play theircollecrion of rrophy heads as well, Being invited to
hunt in Tamar-Kis is the geeatest honor any serious hunrer
can obtain, and Diragon-Bloods and minor gods who obrain
this privilege are often the envy of their fellows.

The ciry thes over the savanna, directed by powertul
mechanisms that allow the operators to locate large gronp-
ings of any specificd variety of animal or a single example of
a large crearure such as an elephane or tyrant lizard, Visitors
specify their huneing preferences whea they arrive, and the
herd suardians do theirbest 1o move the city near the desired
animals. Narurally, the preferences of higher-ranking Exales
are met betore those of lower-ranking ones, but the herd
suardians arrempt to savisly all visitors

This city is also set up to entertain hunters whe never

leave 1t [t contains lirge arenas where visicors can fight

animals, which can be further
¢'s large biotorming tinks. o ad-
dition, visitors can battle animal-shaped automatons thar
can be rapidly customized to both resemble wnd fight like
any knewn anineal, and can also be hoosted in power so that
these constructs ace vastly stronger and more dangerous than
their natural counterpares. This last feature has been used
on two oceasions by vengeful Dragon-Blooded s o method
roslay an unknowing rival who expected ro fight a beast far
loss deadly than the one her enemy madif

THE FIELDS OF THE SACRED
CATTLE OF AHLAT

Since the beginning of time, the premicr sacrifice 1o the
highest zods, and o the monstrous and alien Primordials be-
fare them, has been the finest cartle in Crearion. Long before

against specially enbang
modified in one of the ci

bumanity existed, the ancient Dragon Kings rended herds of

sacred cattle that they sacrificed to the Unconquered Sun
and his Primordial masters. A few hundred vears after the
il of the Primordial War, a rrio of Lav sisting of
one Pillar of the Sun and two Arrows of Heaven unlmkcd
amanambitious progeam to combine existing breeds of sacred
cartle mnd enhance the gualities that make them the most
desirable sactifices. The resultwas the sacred cande of Ahlac,
['hese creatures have exquisicely beautiful jer-black hidesas
well as brilliant erimson hooves, eves and tails. Their horns
are made of solid, living gold. They are morral catde, bue
they are also the mest perfecr cartle who have ever lived
They are intelligent beings who can speak and are capable
: and manipulating Essence. The sacred enntle
can also use thaumaturgy and Terrestrial martial arts,
While some mortals who leamof these cartleare horrified
nt sacrifices, the cartle all firmly
. They sincetely believe that their grearest desting
i oo dic on the alears of the gods or to be dined on by the
| Exalted, They also tell all who ask that a sacrifice
who is both willing and intelligent is obviously both morally
anel spiritually superlor to ones thar are cither unwilling or
unable to understand their desting.
ause thedr destiny is to be sacrificed upon the altars
of the Celestial gods or served in the kitchens of the Celestial
Exalted, harming these carcle for no reason is considered
blasphicmy {(and a serious criminal offense besides), Alsa,
go willingly to sacrifice, these cartle violently
any attempts to harm or steal them. Alrhough they are
not naturally ageressive or belligerent, they can be fierce fight-
ers i threatened, Small groups of these cartle are perfectly
able to use sound actics to coordinate their arracks and thus
defent a larger but less disciplined force.,
The cattle display aworshiptul awe of all Celestial Exalted
anal Celestinl gods, as well as a deep respecr for Terrestrial
Exalred. They have no fear of ordinary mortals, however,
anel generally consider themselves to be superior ra these
beings. The only mortals they accept as equals are the herd
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any (see Lords of Creation,pp. 112-[13), whom they
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THE CATTLE OF AHLAT
S/D/s P//WIW Health Lyls Atk (S/A/D/R) Dadge DV/Soak
71316 1313/ Ox2i-153)- 2x /41 Gore: 5/6/8LJ1, 3/7L/5B

Abilities: Achletics 3, Awareness 3, Dodge 3, Integrity 3, Investigs

Survival 2, War 2

Hoof: 5/5/10B/2
ticn 2, Mumal_ Arts 2, Presence 3, Resistanice 3,

regard as staunch allies, if not close friends and comrades.
When called ro acr as 2 sacrifice or meal for gods or Exales,
many of these cartle take time wo say farewell to their follows
and re-any herd guardians they know.

THe BirTER FLOWER EMPIRE

The Brazen Lands compase a large Southeastern platean,
located on the western slopes of the Summer Mauntains
and surroumded on three sides by the vast Celestial Hunt-
ing Preserve. On this plareau sies the Bircer Flower Empire,

i largely independent client stare thar pays tribute o the
Deliberative but is otherwise free of Deliberative conrrol
(and determined o stay thar way). A pair of queens who are
ilentical in appearance but very different in origin rules this
lund. One is Seven Hymns Princess, a middle-aged Copper

Spider who never fit into the rigid and formal structure of

the Deliberarive, The otheris Queen Sep, one of the few Fair
Folk to fix herself into human form, and whe had adopied »
form idenrical ro Seven Hymns Princess long before she ever
koew of her twin. These two beings are joint rulers and bath
must agree when making any importanr decisions.

In the center of the plareau is a small hut powerful Wyld
zone thar existed long hefore the Deliberative conguered
the Primordials. In the hesre of this
Pure Chinos i a single level-3 manse a quarter mile across,
protected by a potent reality engine built into its structure.
Created by She Who Lives in Her Name, this manse is the
palace of the Bitrer Flower Empire’s twin rulers, and none
may safely enrer it without their permission and assistance.

The remairilerof the plarean rises sufficiently high above
the plains that the hear of the Southern interior issignificantly
mexlerated, The local climate is lirtle warmer than the mild

Southern coast. Here. the two rulers have creared an exatic
and beautiful land devared ro art and music. It is inhabited
primarily by artistic mortals, blessed mortals, beastmen, Fae-
Bloods, independent-minded Terreserial Exalted, disaffected
and jaded gods who dabble in the arts and a handful of Fair
Folk who share Queen Sep’s fascinarion for reraining a fixed

form. Like their rulers, most residents are eccentric ourcasts
whao fit poorly into their home culaures.

The Bitter Flower Empire has a population of only five
million citizens, almost all of whom are martals of various

sorts. The land's proximiry re the Eastcanses i o be relatively

half-mile-wide zone of

ferrile, bur few mortals farm this land, Instead, hobgoblins
created by Queen Sep and mindless-but-obedientautomatons
creared by Seven Llymns Princess perform most of the basic
wark of planting, tilling and harvesting
and process the ores and other materials needed to nm rthe
sociery. These creatures and creations produce a suflicient
amount of natucal bounty thacall inhabicants are freely given
food, housing, medical care and the other 25 of
life. This bounty allows all citizens of this realm o seck mean-
ing in their lives through means other than merely earning
their subsistence. In ceturny, citizens are all expecred to either
produce or actively learn to produce
worlkes. Some write or perform plays, while others make jewelry,
covk exquisite meals or assemble potent artifaces.

Thosewhase efforts impress the official critics cam varions
luxuries for their efforts, and all artists are free to trade their
gonds ta other residents or to the traveling merchants who
end skyships o this unigue land. Other inbabir-
an rewards by teaching art to residents who wamnt
to h..)m from them or by critiquing arc made by others. The
only ather price the inhabitants pay is that they are entirely
cut off from the broadeasts of the otherwise ubiguitous [ AM
network, since the entire realm is shielded against its emana-
who want ta learn news or other faces of the
ountside world must seek answers from travelers or each other
or lnok for them in various archives and libraries of books,
s and slabe of crystalline memory storage.
ns are free to leave this domain, and visitors
are similarly free to travel here, but only individuals who
spend a significant portion of their rime studying, teaching,
critiquing or producing art or skilled erafts can scay longer
than one season every year, Most inhabitants have other
professions, including all of the many occupations needed

ociety running. The work performed by the
hobgobling and automaton 3
o devote at least half their working hours to some activity
related o arts or crafts,

Oursiders typically remark thar this principality seems
samewhat quaint or archaic. Glass roads and gliding chari-
ots are uhiquirous and free for the use of all residents, bt
private vehicles are forbidden, as is the private ownership of
sence-poweredweapons, Also, buildings are comparatively
low, with few buildings higher than 10 stories, Overall, the
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pace of life in the Bircer Flower Empire is relatvely slow
compared to that in the other cities of Creation. Many
VISITOTs compare it to memory records of life in che first few
centuries of the Deliberative.

In addition o satisiving Queen Sep's desite 1o retain
her fixed form and Seven Hymns Princess's desite o break
free of the Deliberative's restraints, both hoped to create a
domain that produced the greatest arts and crafrs in all of
Creation. Unfortunacely, while some works produced here
are widely renowned withinand beyond the plateau's bound-
aries, the number of such works is small. Most inhabirants
produce art or crafts that are pleasant but unexceptional, A
daiklave made here looks different from the product of one
af the Deliberative's better factory-cathedrals but is no more
functional or attractive, The same can be said for the songs
petformed in this domain's taverns and the small works of
art that decorate mortals' homes.

The Bitter Flower Empire is notable for having one of
the finest artistic academies in all of Creation, however,
Students include visitors and residents, and while few 2o
on o greatness, the percentage of those who have done
50 is almost twice that of the next best artistic academy in
Creation, Also, the treatises that schelars ac this academy
have written on both artistic criticism and art history are
often exceptionally fine, and are read in bath the halls of the
Deliberative and the Celestial manses of Yu-Shan.

The Bitter Flower Empire is also a land of many in-
rignies. A very few of the disaffected arcists who come here
are Deliberative agents; somewhat more are dissidents who
use art as a tool to oppose the Deliberative, Although most
fugitives from Deliberative justice are swiftly excradiced. a
small number of dissidents, rerrorists and rebels live here,
occasionally venturing nto the Realm to perform their
sabotage or disseminare their propaganda, Others remain
in the Brazen Lands but are regularly visited by their under-
lings. Recently, a small group of pure-bred Lintha {see pp.
102-105) have moved here seeking to recruic aid for their
plan to restore the Primordials

THE SOUTHERN COAST
PrROVINCE

The Southern Coast Provinee is widely acclalmed as
one of the most p ot and wealthy regions of Creation.
This mild and fertile area contains several large prefectures,
as well as the magnificent carved mountain known as the
Penitent, With the exception of the Domain of Stately Order,
th.' Cuast 11 S{‘Lﬂllcl n ]l[L'[L'L‘.U]'L'.‘. TC:.;U[EH']Y hi‘\r'l.‘ more ‘hin)
twice the number of applications for immigration that they
can legistically accept. This portion of Creation has been
settled for a very long time, and most of the existing cities
{including Chiaroscuro and D) existed back when the
Primordials ruled Creation, As a result, ancient mysteties
and powerful, unique lost artifacts can be found deep within
their foundations,

CHIAROSCURO—JEWEL OF THE SOUTH

The vast metropolis-principalicy of Chiaroscuro is both
the largestelty in the South and one of the five largest cities
G i, holdivg more than 22 million inhabitants. Built
entirely of brightly colored, Essence-forged glass,
known as the rainbow eity, The streets are made of vermilion
rlass, breakwaters of brilliane azure protect the port, and
the tall glass towers that malee up the entire central city are
every color of the rainbow. Unlike most other large cities,
all of Chiaroscure’s towers are made from this same eolored
irlass. Buildings 1 by the Delit l
mace of shining golden-colored glass, v color not used onany
other bulldings. The largest of these buildings is the glorious
Tower of the Sun, the ciry's tallest tower, located in the very
centerof Chiaroscuro. The Tower of the Sur
hall @ mile high, and mest of the central city consists of a
weritable forest of multi-colored towers that are all between
one quartet and one thitd of a mile high.

Chiaroscuro s a city dev
a major center of manufacturing, contalning a wio of
factory-cathedrals, These factory-cathedrals all specialize
incombining products obtained from the
with resources imported from all across Creation and creat-
ing bigh quality artifaces, In addition, the outer sections of
the city contain many hundreds of mundane manufactoties

it is also

tHve governmen

slightly over

d o trade, but it s also

Southern interior

malingeverything from unbreakable glass tableware tonearly
endless bolts of textiles made from linen grown in the vast
fields of the Southern coast,

This city extends below the ground as well as above i
Beecause of the exceptionally pleasant year-round climate,
the city's streets are designed for strolling and are lined
with a multitede of ground-floor shops. Steect performets,
food vendors and s
and booths are in abundance on most of the streets and in
most large intersections, Gliding chariots can rarely travel
through these stecers at speeds of moee than 10 miles per
as a result. On many streets, the only
are authorized Deliberative emergency vehicles, which can
tly above the heads of the thronging crowds.

To f: the Deliberative constructed a
network of wannels under the city, In the larger wnnels,
Essence-powered subways swiftly cransport people and cargo
o and from stations located every hall mile throughout the
city, On this subway, it rarcly takes more than hall an hour
o travel between any two podnes in Chiaroscuro, From the
neareststation, most people walk to thelr destinations, while
cargo and tired or wealthy pedestrians are earried in slow
moving gliding chatiots that are cither owned by busines:
ot hotels or are available for hire on every street corner

The Deliberative also buile a network of smaller tunnels
ro connect lmpc setant buildings, These tunne
uselul goals such as connecting the ciey's three factory-cathe-
drals with each othier and with the harbor, the skyship docks
and other usefu] destinations, These tunnels carry a steady

ilar petty merchants with small carts

hour vehieles allowed

silitate vraffic,

£

accomplished
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stream of large pliding chariots each carrving finished poads
and raw materials to and from the factory-cathedreals, food to
the largest hotels and all manner of similar cargoes,

THE BLACKk MARKET AND THE UNDERCITY

As the largest center of tade and commerce outside the
Blessed Isle, Chiaroscuro s also a thriving center of illegal
tracle and commerce. Passengers on many skyships and carao
ships carry a wealth of smuggled goods, including ey
trom arrifacrs prohibired to mor
the Dieliberarive to all manner of illegal intoxicants. Other

hing

e of

als not in the employ

passengers carry stolen goods that they hope to discreetly
sell here

The cirv's black marker is legendary and has existed
for mamy cenruries. As long as the
dealers refuse to sell milicary hardware, lethal intoxicanss
ar other exceptionally [llegal ¢
significant distuptions to legltimate commerce, the Delibera-
rive government allows it to thrive, This fact is not lust on

arious lences and shady

sds and avoid causing any

most of the experienced and sensible individuals engaged in
this profirable trade.

The Chiaroscura black market is effectively an open
secret to everyone with any interest at all in the criminal
underworld. Many morral rourists visiting this cicy take pride
in buying 2 srolen ptece of clothing or scme similar item
fromeane of the ciry'’s many fences, Naturally, the pre
of so many dealers in illegal goods alsoatrrices

Ge

various other

illggal activities. As a result, Chigroscues is a cenrer for il-
livir gamhlimg. unlicensed prostitution and o wide variery
wch as contracting »
rhaumaturge ro plague someone with warts or ill-fortune, or
hiring thieves ro steal a parcicular item

One resson that the criminal underworld can thrive
ily is the umdercity. In addition ro the multitude
of subway tunnels benearh Chiaroscura, this cit
above a nerwork of orher tunnels, some dating b
days before the Primordial War, Long betore the founding of

of similar illegal 5 vunlicensed

BTV ICE;

here so e

s also built
ck o the

the Deliberative, problems with drainage and pericdic flood-
ing caused by the city's proximiry 1o the coast inspired rhe
Dragon Kings who then ruled it to construct a vast nerwork
of lagpe storm sewers. A few centuries after the founding of
Dreliberative, improved Essence technologies eliminarcd
the need for most of chese nnels. Some were transformed
bway tunnels now in use, but others were
abandoned or pirrially filled in. Since rhat time
criminals and eccentric hermirs wirh access to capable raols
have dug side rannels or illegal connections bevween disused

into the viarious

y various

\‘Ti!l[]iig\: HJHT“"\.

.. even the Celestial Exalted do nat know the
full extent of the runnels under Chiaroscure. The many
officially dizused runnels now serve as storehouses for sto-

; i..&)l]:

len goeds, ind some of rhe ones nearest 1o the surface also
serve as shops for illegal goads, unlicensed

nbling dens
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and similar escablishmenrs, Occaslonally, scavengers and
hopeful explorers manage 1o find a lo
tunmel, and the hroadcast dreams and hologlyph dramas
popular here are regularly filled wich tales of heroes finding
powerful artifacts and vast wealth in newly opened tunnels.
Although such events are rare, they oceasionally happen,
as does finding ronnels thar have been litted with ancient
but sill deadly rraps

THE PENITENT

One of the most remarkable features of the entire
Southern Const Provinee is the gigantic figure known to
mortals as the Penirent, and to the Exaled us the Last Sup-
plicame of Endless Power {see The Books of Sorcery, Vol.
I—Wonders of the Lost Age, p. 24). This awe-inspiring
Essence-controlling device was carved into the form of i
red figure by sculpting an entire extiner voleano, The
figure's outer sucfuce is flawlessly polished, brillianely reflec-
rive obsidian, and its five-mile tall-form is visible from both
the Domain of Stately Order and Chiaroscura

I'he primary purpose of the Penicent is 1w reshape the
Seuthern Essence flows in such o fashion as ro permit the
mild climare of the eoast 1o extend almost twice as far into
the Southern interior as it otherwise would. This procedure
largely automaric and requires adjustment only during
ilibracion, The Penitent is also the heart of the South's
voleano control system. Located on the northeastern edge
af the Fire Mountams, its proximity to the mounrain Tange
eontining the South’s most active volcanoes allows i o
be used te conrrol the timing and intensity of voleanic
eruptions that might otherwise damage valvable land or
destroy cirie

Invaddivien o directing lava lows away from inhabite
reglonsand suppressing vielent eruprions, Solar Exaleed ¢
alsouse the Penitent togenerate minor eruptions that relieve
mounting lava pressures or induee specific types of eruptions
that bring valuable ores and minerals ro the surface: In ad-
dition, all Southern Exales can perition for their manses 1o
be temporarily enhanced by the Penitent’s powers, with the

disused section of

typical duration of such an enhancement ranging from one
week 10 one seasan. Narurally, peritions made by one of the
“elestinl Exalred or the few Celestial gods with residences
“reation are given precedence over those mude by Ter-
testrial Exalted or the God-Blooded.

All of thes ures are widely known by emplovecs
of the Deliberative, Yer only the Celestial Exalied know of
the more destructive uses to which this vast consrruer can
be put, since it has rarely been used in any sort of mastial
fashion for more than two millennin,

Invaddirion to being argiably the most important Fssence-
manipulating artifact in the entire South, the Penitent is
also u popular tourist artraction for mortals. Only Exalis
are permirred to approach the figure’s vast head, where the
Essence contrals are locared, but morrals regularly visit the
lowest reaches of the statue. Every vear, tens of theusands

of wealthy tourises and devout pilgrims come o see this
wander ind marvel ar the power of the Deliberative and the
majesty of the Celestial Exalted, Many of the wealrhiest or
most devour visitors book skyship flighes from the skyship
dock located a quarrer of a mile from the stuoe's vase left
fonr when rumors say that one of the Lawgivers will soan
use the Penirent 1o make some minor adjustment to the
Southern Lssence flows.

Thaose lucky enough to arrive when the statue is in use
see an even preater wonder than the Penitent's normally
andiose presence, Once the Penirent isactivared, the user's
vastly magnitied anima banner surrounds the entire stacue,
Observers as faraway s Chiaroseuro can see the flare of this
andma ns a light as bright and as large as a rising full moan
on a clear night.

To nceommedate these tourises, and the ones whe sim-
ply wish ro see the Penitent, the local skyship dock is buile
beside stveral hotels Capable of accommedating as many as
L300 wisitors of varying degeees of wealth. To support these
visitors, o small RPC was construcred nearby, In addition
to helping to care for rhe various tourists, the RPC? 700
inbahitmesalso tll the soil with Essence-powered machinery
and tend the fist-sized heetles that harvest flax from their
nearby ficlds.

The most devour tourists eschew these comfortable
hotels and instead walk more than three miles uphill alang
thestatues gently sloping legs tasmall manastery locared in
thestatue’senormous lap. Although the Exaleed and the gods

oe 1o viSLE it via any means they see fit to use, mortals
are all expected ta walk o this monastery. Officially known
as the Pagoda of Contemplaring the Sacred Penitenr—but
ropularlyknown asthe Monastery of the Lap—this manastery
is surrounded by gardens and a small pine forest rended by
the local monks. Visitors are weleome, bue thase who stay
longer than three sxpected to take pare in the daily
chores. Inn rerurn, the monastery teaches both meditarion
and the seriprures of the Fxalted, In addition, Exalrs, gnds,
Half-Castes, God-Bloeds and even mortal Essence sers
who have obrained the appropriate licenses may also train
in various Tervestrial martial arts bere, Once a season, the
local students puc on exhibitions of their martial prowess for
the tourists staying ac the horels located near Penirent’s hase.
The monastery earns money from these displays and from the
sales of small ohsidian or black jade replicas of the Penitent
that some of the monks and novices make, Although ir is
far less prestigions than other academies that teach more
advanced mvartial ares, the Monastery of the Lap is nored
for hcmu one of the must spectacular locations in Creation
the martial ars.

are
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THE DoMAIN OF STATELY ORDER

In the middle of the Southern constal plaing, between
the Penitent and Chiaroscura lies the most unusual and most
hatlydebated of the lands of the Seuth, Creared 2 260 yearsago
asasocial experiment, the Domain of Stately Order is

small
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wributary governed by the Solar Exalt Terrible Bloody Rose
and her Lunar consort Shining Ocelot. The principality isa
circle exactly 800 miles across. It conrains the cencral civy,
known as Darnt of the Mists, which is a beauriful, perfectly
cireular metropolis precisely 40 miles in dimmeter with seven
million inhabitants,

Dari s located inabowl-shaped valley and is an ancient
city built in the carly days of the rule of the Primordials, Al-
though smaller than many modern eivies, it is exceprionally
beautitul. Allof the towers and other large bulldings are made
from an opalescent alloy that even the finest savants of the
Deliberative cannot make in the vast quantities ne
o build a large civy from them,

When exposed to sunlight, this alloy shines like white
opal, and 1t glows soltly with the same sparkling color a
night. It also awracts ambient mist that briefly swirls with
similar color when it touches these owers. These mists
have long been known to make mortals who inhale them
both slightly happier and less inclined 1o exc
Morrals living here ate treated as il they have a mindmum
of twa dots in both Compassion and Temperance, even i
their actual scores are lower, This effect fades within three
days of leaving Dari. The effects of these n gave Ter-
rible Blocdy Rose and Shining Ocelot the idea for creating
the Sceprer and the Orb of Peace and Owder. Their efforts,
however, have also made the ety far less popular 1o bath
immigrants and toutlsts,

Betore it became part of the Domain of Starely Crder,
Deari was widely acclaimed as the most pleasant city in the
South, and mortals regularly flocked here to visit. Many
Southern martals attempred to save sufficlent amounts of
money to be able to go on their honeymoons in Darl, This
custom persists, and newlyweds remain an impercant source
aof tourism, but all tourisi has significantly declined since
the city's rulers completed the Sceprer and the Orl.

The remainder of this principalicy houses an addirional
93 million people, the vast majoricy of whom work in vari-
ous RPCUs thar specialize in growing and spinning linen and
in tending Issence spiders and transtorming thelr silk inro
sails, armor and similar goods.

THE ScerTer AND ORB OF PEACE AND ORDER
This tributa

promise of a pair of exceprionally powerful artifacres called

sary

essive violence.

was ereated to test and demonserate the

the lnstruments of Peace and Order. The Sceprer of Peice
and Order is a large orichalcum scepeer with a five-foor-long
shaft, topped with a complex crook decorated with a variery of
ystals that focus and channel Essenee. The complementary
Ot of Peace and Order i
large grapefruit, incised with grooves wo allow it ro be held
in one hand and decorated wich crystals identical ro those

a moonsilver sphere the size of a

on the scepter.

When a Celestinl Exalt holds the sceprer, it allows rhe
bearer to have a general sense of evervone within 400 miles,
The bearer can senise general concentrations and movements

of popularion, as well as being able to instantly identify
any Exalts, gods, elementals or demons inside his domain.
The bearer can also broadeast

ges to everyone inside
the radius and can produce a scarlet eve-like sigil on the
flesh of every adule or adolescent inside the domain. The
target must aceept the sigl willingly, but the sceprer allows
& Celestial bearer to cause amyone who tefuses the sigil o
se avercome with the urge to leave the domain within the
next week. This compulsion is impossible for anyone but
another Exalt wo resist,

The sceprer also allows its bearer to auromatically
distinguish berween individuals who have lived in the
domain for more than a month and visitors or new arriv-
als. Terrible Bloody Rose leaves visitors alone, bur every
month, she forces her sigil on anyone who has been in the
domain lomger, All mortals who refuse muose leave. Exalts
who refuse need not leave the domain, but if they accept
the sigil, they are as bound by its power asamy mortal would
be. Other than allowing the bearer to sense them, neither
the Scepter nor the Orb of Pes

and Order has any effecr

on gods, clementals or demons,

Anvone who accepts the sigil is marked for life, Only
Solar Circle sorcery performed by somecne whose Essence is
at least as high as the sceprer bearer
The sceprer-bearer can borrow the s

an rermove t

sigil.

wes of any sigil-bearer
at will and with nio rolls or Essence cost, no matter where the
person with the si
of Essence, the
of a sigil-bearer for up to one scene. Finally, as the sceprer-

Lis in Creation. By spending three motes

sceptee-bearer can also take over the body

Bearer places the sigil ona rarget, she also impresses the laws
of her domain into the rarget's mind. S
accepting this sigil means they also swear a solemn oath o
obey all of these Laws, This oath remains in place as long as
the scepreris attuned. If, however, it is ever unattuned or the
wielderdies, all sigils vanish within 24 houts, unlesssomeone
clse arrunes o the sceprer during this time,

Sigril-bearers know thar

The device does not remove a sigil-bearers free will, but
it does force him to pay a price for any and all rransgressions,
Pain of wracks the body of anyone who disobeys the laws he
swore to ohey. For major offenses, this agony ends when the
criminal confesses his sin to a local magisers
offenses, the pain lasts for only a few hours if the offender
restses the urge to confess, Breaking the most serious oaths,
howevet, such as never attempting to larm one of the Ce-
lestial Exalted, s inevitably punished by death. Sigil-bearers
who break one of these capital oaths die a painful, writhing
dearh a few hours after the vath is broken. As soon as they
comnmit this transgression, the eve on their sig
putishment imposed by the sigil takes place indoors and
during che night. If an offender attempts to remain outdoors
at night, his presence becomes obvious to Terrible Bloody

ite. For minor

L eloses

Every

Rose, who commands him to go home, whereupon he will
immediately pay for his crime.

The powers of the Orb of Peace and Order are far more
subtle and insidious. Any Celestial Exalewho carries the arb
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can borh sense and alrer the emotions of all sigil-bearets,
cither en masse or individually. Also, as long as it remains
attuned, any sigil-hearer who performs any scrion thar either
vely enconrages others to obey the laws or goes beyond
the expecred minimal ohedience o the law is aucomarically
rewnrded wirh vividly enjoyable dreams. Also, characrers
who regularly abrain these dreams also reduce the difficuley
aof all ralls ro recover from infections or diseases by mwo (o
a minimum of 1) and live one third again as long as they
otherwise woald,

No individual can attune herselt to both the Scepter
and rhe Orb of Peace and Order. The attunement cost of
As long as ar least 200 peaple
ils, anyone attuned 1o eirher object is completely
immmmume to all diseases and infections. He also doesnor age,
and he heals one level of lerhal damage every three hours
wnd ome level of ageravared d

The Instruments of Pence and Order offer Terrible
Blockdy Rose und Shining Ocelotan unprecedented amount
of contral of the populuce of their principalicy. In the 260
vears that this experiment hag been munning, there has
been only one rior and one workers' strike that lasted only
ane day, In addition, cirizens are exceptionally polite and
miesch:acher. Bverr very mitiorof

each arrifact is five mores

bear s

mape every day.

COUTICOUS o visi

fenses such as licrering, which are rypically pmished only
by henduche thar basrs 2 few hours, are almost

nonex
Inshort, this tribu-

stent,

tary is clearly the most
I

place in all Creation,

bidingind polire

although it has a higher
than

T

rpge suicide rare.

ible Bloody Rese and

Shining Ocelor regularly assert that similar measures should
headopred throughou Creation, but debate continues in the
Deliberarive. Many Celestial Exalts and most Dragon-Blocods
strongly oppose this idea beeause they find the results to be
deeply disturbing. Also, most Celestial Exalred forbid sigil-
hearers from entering their own domaing, and they object
ta the idea of other Celestial rulers rransforming their entire
populace into what potentially amounts to an army of spies
and possibly even as

Terikle Bloody Rose and Shining Ocelot both <laim
that the Sceprer of Peace and Order cannor be used to
place a sigil on one of the Celestial Exalted and thar all
forms of Exaltation autcmatically burn away the sigil. The
first statement has never been tested, because none of the
Celestal Exalied are willing to vest their immunity. A
few dozen adolescents bearing the sigil have undergone
Terrestrial Exalration, however, and all of them have lost
their sigil, so the second claim has
The reuthy, though, is that any Exale can be given the sigil,
and Exaltation removes the sigil only if the bearer wishes i
removed. I either of these faces were discovered, the small
amount of sympathy for this eetbutary and its rolers would
evaporate, and several dozen Celestial Exalred would call
for the immediate desceuction of the Instruments of Peace
and Order.

VisITING THE DOMAIN OF STATELY ORDER
The Domain of Starely Order welcomes: morral
and Exaleed visitors, a5 che triburary's two rulers wish

SIEH

been accepred as fact,

everyonie in Crearion to ohserve the wonders of their
land. Martal visitors may remain for a monch, after
which they muse either leave oraccepe
the sigil and become cirizens of the

Domain of Searely Order. The only
exceprions are morral employees of
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the Deliherarive, who can rravel freely on official Delibera-
tive business. The rulers of this domain offer superior salaries
and arher benefits ro encourage Dragon-Bloods o become
citizens. No Exaleed visitor is forced to either leave oraccept
the sigil, though. Doing so would be regarded as a direct of-
tense agamse the authority of the Deliberarive.

Life in the Domain of Stately Order is exceedingly
uneventful. All cirizens are scrupulously law-abiding, even
when dealing wich poor and somewhat ignorant maortal
wvisitors. In addition, the general level of politeness and
courtesy 15 considerably higher than it i in cthe rest of
Creaton. Moste travelers find visiting chis tributary o be
simultaneously pleasant and somewhar disturbing. Almost
allsigil-bearing citizens react wath mild shock toany sugges-
tion that they hreak a local law. What's more, the eagerness
thar most display when presenred with a chance to perform
pood deeds (ranging from picking up litter o reporting a
crime} reminds some visitors of the behavior of dreamstone
addicts. As a result, few mortals move ta this domain every
year, but most wha dosoon leave—unwilling o trade their
I;r?r‘(]i am ﬂﬂ T}IE‘ promnises E‘f’ﬂ H]T:l". '(lﬂd Pll“rlﬁf\l”’ llt‘t‘ r|ml I hWN
domain delivers.

HicH Nyunpa—CiTY OF THE SUN

Along with the vast trading merropolis of Chiarcscura

and the powerful Penitent, the List of the three great wonders
of the South is the flying city known as High Nyanda, Built
to use the powerful currents of Essence coming from the
Far South and the warm air of this land, High Nyunda
is unigue ameng Creation’s many ﬂwnL cities in that the
majority of irs lifr come
it. Essence power s used only to control s altitude and w

from the warn air contained within

erable it to move, Axa result, the city's Essence antennas

sl accumulators can spenid most of their power moving the
city, High Nyunds 50 miles per hour,
abling it to travel almest 8,000 miles in a week and o

can meve as fist

w

mitke a circuir around the entire inhabited portions of the
South in only four weeks, The ity normally ics one mile

above the ground, bue it can goas high as four miles o avold

bad weather. It can also come within hall a dozen vards of

either the pround or the spive of o building to allow it o
dock and lower 2 ramp.

High Nyunda is an enoemous sphere four miles in
dimmeter, and it houses approximately one million peaple,
ineluding nearly 200 Terrestrial Exalved. It
ofthe oldand exceprionally powerful Solar Virwous Jacineh,
the Deliberative’s Commissionaire of Southern Affars,
and her Lunar consort, Joyous Agile Bat. A trio of younger
Celestial Exalts nces as their assistants as well. In addition
1o the Exalted, High Nyunda is also home o more than
10,0

o the home

W people of the air, whoenjoy the freedom dwelling in
the upper airgives them, Sume 800 herd guardinns work as
bodyguards and retainers of the Celesvial Palace, and 3,000
miniking are émploved in the factory-cathedral to perform
the finest hundwork and the most precise adjustments,

This flying merropolis is popularly known as the City
(lt rl\(‘ An E“!‘( anse T]W&' ENCOIre outer \|]IT']( e of th‘ '\[‘I)(‘TY_‘ s
coveres in microscopically thin film of gold. This coating
reduces the bright sunlight entering the inhahired portions
of the sphere to a less dazzling intensity, while also making
the sphere appear to ke a gigantic shining ball of pure gold.

Arnighr, the cirys Essence-accumulators cause it to emanare
a soft glow thar can be seen for hundreds of miles. People
ourside this ciry can see inside it only ar sunrise and rwilight,
or when they are withina mile or two, but the golden outer
wall does nothing ro prevent anyone inside the ciry from
laoking aur ar the rest of Creation.

All the cir’s buildings are locared in the pleasantly
warm lower half of the sphere. The upper half of the sphere
is separated from rhe lower half by a thin, rough membrane
and conrains Fssence-focusing crystals thar help supple-
ment sunlight in heating the air inside of it Inside the

lower hemisphere, the buildings and other structures are
all locared on wide rings of lightweighr syntheric marerials.
Each ring-shaped plaza is arcached ro the outer wall of the
sphere anid s between one quarter and two thirds of a mile
witle. These habitation rings are built 30 ta 200 yards aparr,
allowing the rallest buildings in the ciry ro reach more than
50 stories inro the air

The central portion of the sphere is left open except for
the city’s rwo most impressive structures. The bortom-mase
of the sphere’s many levels extends across the entire mile-
wide bottom of the sphere. The central portion of this sturdy
sathedral with five

syntheric disk consists of a single factory
spires that each strerch half a mile into the air. Because the
onstroction of nmassive artifacts,

cityisnot built tesupport the
this

fuctory-cathedral specializes inbuildingsmall itens such
as elaborate hand weapons, Essence-powered devices builr
into jewelry and irems of clothing, and some of the smalland

vitally important components of lagger construct
thedral,
several of the sphere’s highest hahiration rings contain sky-

Half o mile above the spires of the factory-ca

\"':IH(“ THOTE |l1HH !]““ Bl l]”]\l iungl]ml il“ J\_‘K‘d ko |1]L‘ cent [\\l
portion of the sphere, known as the Celestial Palace. This
T?'r]i‘rh.(‘. 1b3 |‘H|‘|’ 0Ty a l{:l]T]‘rI] [‘-lr\”‘[“'{ﬂ one [IHlL‘ 1k \J"![I]L‘H.'T.

ative

Theourmost regrons of this platform conrain the Delibe
povernment's local offices and the residences of the city's
cly buildings

is an claborarely carved dome half o mile in diamerer and

Diragon-Blooded. Beyond these avgust and lo

aquarter of o mile high, which surronnds the estates and
five Celestinl Exalted rulers.
nda is bome to five of the muzhu-

palaces of th
High Ny

Exalted beciuse it is the administrative center of the South,

city's

Celestial

just as Chiaroscuro is the South's commercial center, This
city travels continuously from one Southern city to another,
stopping ar most for only a day or two, and not lingering
more than o week even at Chiaroscuro, As a result, the
residents continally gain news and festhand information
about the entire region, and the city isell serves as a visible
reminder to everyone who cansee it of the ineredible power
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anul inescapable reach of the Deliberative, These featurcs
combine o make High Nvunda the ideal locarion from
which to administer and coordinate the various Seuthern
principalicies.

High 1

unda never lands, Essence-driven precipita-
all the water the city requires from the air, and
small garden plots and Essence-powersd nutrient vats grow
u third of the food used by the inhabiranes. A fleet of sky-
ships amd personal vehicles regularly flies to and from ||1u
visitors, additional food, supplies for the ciry's
athedral and trade g from all across k’_,ualmn.
Also, every time High Nyunda arrives above one of the cities
h. it appraaches one of that ciry's various skyslip
dogks, ypically locared at the summic of a rall building. High
Nyunda then lets down a 12-yard-long, six-yard-wide camp
sevisitors can come and ga as they please. Gliding chariors
can drive on or off the city, carrying all manner of large and
heavy gools.

THE SOUTHWESTERN
PrOVINCE

The Southwestern Province consists of the Sourhermn
lunds on the western side of the Fire Mountains, The South-
western Provinee s even more fertile than the Southemn
Const Province, malntatning its fercility all the way to the
pesof the Fire Mountaing, An-Teng Prefecture, located in
the northern partions of the Southwese, is the most densely
inhubited principalicy in this portion of Creation. South of
An-Teng, the land becomes hotrer and steamier and fewer
mortals live there. The southem portions of the Southwestern
Provinee are home to Dragon Kings and all manner of deadly
and exoric animals.

AN-TENG PREFECTURE

On the western side of the Fire Monnrains lies the
principality of An-Teng. Locared on the horder berween
the South and Wesr, it is the werress porrion of the entire
South and contains this region’s tallese and maost exrensive
torests, as well as o multitude of rivers. An-Teng Prefecture
sedivided into three provinees, The High Lands excend from
the high peaks of the Fire Mountains down to the edges of
the Southwestern forests. The Middle Lunuls consist of these
lush and dense forests. The Shore Lands are wide fervile plains
that extend from the edge of the forests ro the actual share
and are irrigared by more than a dozen large tivers. These
are all [inked by the largest of all the Southern rivers,
vide and manvy-branched River of Queens. This majes
waterway extends from Thousand Dragons Lake high in ll:<.
mountalns w the Western Orean in 4 vast and fertile river
delta that beains ar che capital of the enrire domain, the
huge and lovely City of Flowers,

An-Teng lind is noted for boch irs beaury and iis
exquisice climate, 1t s also known for possessing many
powerful demesnes, These demesnes are produced by the

LOTS CXITHE

o

ol the s

potent Essence ows creared by An-Teng’s proximicy o
both the Fire Mountains and rhe border withy the Wese. All
of these factors combined o make this land the home of a
disproportionace number of Celestial Exalred, particularly
Solar and Lunar Exalred, whio build manses here ro he their
primary residences

THE SHORE LANDS

The Shore Lands make up @ warm, wer region along
the western coast of the Southern Threshold. This erescent
0. hughly accessible lands serves as a trade hub to the rest ol
ation and houses the commerce ciry of Salt-Founded Glory
as well as the world-renowned Ciry of Flowers, An-Teng's
capital. Although a few other sectlements in this territory are
large enough tobe called cities, thisarea s the most develaped
partof the country. [ris erisscrossed with roads and canals to
encourage i braader sense of community among its inhabit-
anrs, but those rouds end near Calan's Loss (see pp, 98-99)
with stern warnings carved on obelisks around the border,
Few travelers need further encourigement to'stay far away
once they catch sicht of the blighted swamp, though,

Abundant warerand the mixture of volcanic soilswashed
down from the Fire Mountains makes this one of the me
fertile regions for grain production in vl of Creatlon. The
Shore Lands are covered with RPCsand theirsssociated fields,
growing rice and smallergquancities afcomn, whearand miller.
Using Essence-powered cilling and harvesring machinery
o supplement the labor of pacient individuals, rending and
replanting the varicus crops allows most of these RPCs to
produce three or four rice crops every year. Further inland,
in the regions away from the many rivers, the Shore Lands
are also home o many cultivated fruit and flower-hearing
vines and shrubs, This land contains the largest and best
vineyards of the South, as well as entire RPCs dedicated 1o
the cultrvation of spices and fragrant lowers.

The seas immediately off the Shore Lands dre home to
some of the most beautiful and brightly colored fish in all of
Creation, While some local RPCs are devored to providing
fish for the tables of An-Teng, even more are hiome to profes-
sional ropical lish collectors, who caprure brightly colored
fish, storing them in specially made jade spheres. Inside these
spheres, the fish remain in a state of suspended animarion
unil they are removed and placed in water. Asa resule, the
tishers of the Shore Lands can easily send decorative fish
throughout Creatiom, allowing interested Exalrs, gods and
wealthy mortals to keep large aquariums filled with many
brilliantly colored tropical fish.

Tre Ciry oF FLowers

Built on the banks of the River af Queens, the huge and
lovelycapiralof An-Teng Prefecture stretchesout intajits wide
and placid waters, with much of the city built on o mixoure of
small arrificial islands and enormous Hosting plattorms. The
portions locared an the shore are surrounded by relarively
varrow canals filled with water thar is perpetually fresh amd

clemm due tocleansing enchantments placed upon the stanes

—
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that make up the canals’ beds, Although Chiarescure is the
largest and the tallest Southern ciry, and High Nyunda the
most spectacular, the City of Flowers is widely acclaimed 1o
be the most beanriful of the Southern cities.

Allof the ciry's major thoroughfares are canals berween
20 and 50 yards wide. Direcred Essence flows cause the water
in these canals 1o Mlow ac different speeds and in different
directions, depending upon its location in the canal. The
water in each canal flows in only one direction, with the
warer next to the banks flowing no faster than a man can
walk, and the water near the ceniter of each canal flowing
as fast as a swift horse can gallop, Decause adjacent canals
usually flow m opposite divections, travel through the ity
wvia the many junks, gondolas and other small passenger and
cargo boars 15 fast and simple,

The capital’s buildings consist almest exclusively of
natural matertals, including vory, shell and a varlery of
tropical woods such as teak, ebony and mabogany. The
city’s remple to the Unconguered Sun, for exampl
wooden pyrimid covered with enormous stabs of ivory and
shining golden shells, Advanced experiments in biogenesis
allowed lzmlmd engineers to grow custom-de tabs of
iwory or shell in huge vats and to boost the speed with which
the valuable tropical woods used in much of the city marures.
The builders use powerful alchemical reagents to render
this woad as tough and as fireproof as stone or metal. Most
Luildings are between five and 20 stories mll, and many are
comnected by elaborarely carved skywalks, This cicy is buile
on a grid plan, with the Pyramid of the Unconquered Sun
covering the ares of nine blocks at the ter of the city.
All the athee blocks are buile on polished stone slabs that
rise a few fect above the level of the river and are baunded
‘)\" (.‘(Iﬂi\lh on H“ ﬁldl:ﬁ.

Thecity's mostspectacular feature, however, is the mul-
titude of brilliancly colored flawering vines that grow along
most of the city's buildings and skywalks, A combination of
the moist climate and having a local Wood-aspected manse
encourage the health and growth of these flowers has caused
the many bougainvillea, orchids, acanthus and jasmine to
erow especially large and long-lasting flowers that remaln in
l“[]ﬂl[] ‘rl“ year l‘Uul’ld.

A consartium of master gardeners and their disciples
knownas the Infinite Orchid Collegiums rightly regulaces the
flaral industry throwghout the prefecture, protecting against
foreign species and unlicensed magical meddling in order
to protect the quality of the blooms and the intemnarional
reputation of their business. Intense rivalries between differ-
ent floral schoals define the city’s popular culture, especially
since public viewing of privare pardens often influences the
judges who rule on the outcome. Comperitions herween
masters often span decades, with each engagementaccorded
the pageantry and solemnity normally reserved for blood
feuds berween martial arts dojos. Less patient gardeners mirm
to poison to sectle thelr differia though the Collegiums
abhor the pracuce

# huge

With its high availability of planc-hased poisons, the
City of Flowers also plays home o an arganized criminal
syndicate called the Ivory Lotus that secretly regulates
its member ssin families in a shadow reflection of the
Collegiums. Echoing rhe paradoxical dualities of An-Teng
culture, borh the Collegiums and Tvory Lorus venerate the
moreal High Queen of An-Teng as their spiritual founder,
wha in turn makes sure thar both groups continue 1o serve
the greater goad of her land, Although far from secular, the
people of the Shore Lands venerate gods of civi
trade mare than they do ancestral or narure deities, though
Celestial cults wre growing increasingly common.

CaLaN’s Loss

The swamp called the Wailing Fen harbors an infernal
shrine amid s fetid bracken and quagmire muck—ablighted
demesne stained with the death of the first akuma. Thrice-
Damned Garel was a Solar Prince and Nighr Caste assassin
who slew a Primordial early in the War. In the final rasping
breath of his nemesis, Gorol heard terrible blasphemies un-
veiling the nexorable inevitability of Oblivien. Believing
that the Pamordials alone could undo the curses of their
n kin, Gorol secretly betrayed the Exalted and became
i spy for the Primordials throughout che latter third of the
War. Wharever his original intentions, his treachery cost
many hundreds of Chosen lives and might have even led the
Primardial's soul-typhoon weapon to the hidden base wh
the Dragon King armies massed for a grand offensive. The
full scape of Goral's wickedness might never be known, but
when his circlemates finally realized what he had become
more than acentury after the War, they acempred to ambush
him and bring him to justice, Sadly, the Lawgiv
estimated the depraved inventiveness of the Yozis who had
rebuilt Thrice-Damned Gorol's body and soul with aspects
of their own power,

Armed with the clement of sury
hideous powers, the akuma effortlessly slew histarmer friends
and escaped, anly to be pursued by the legendary demon-
huneers Calan and Tomun, a married duo of Night and No
Maoan who always fought together. The two tracked Gorel
w An- Tenu anil intercepted him before he could deliver
the destruer codes for Mebile Plaform 3 ro a Lintha
agent waiting offshore. The three fought viciously theough
the forest, unleashing powets that scorched and poisoned
the land with conflagrations of hely and unholy E
Finally, Calan struck the deathblow, but could not cseape
the poisom cloud Goral expelled in his
te his wite's side, but the Lunar could not heal Calan of
the venom. Stricken, Tomun desperately begeed Gorol for
the secrer of the cure, The akuma gasped our that only the
lifehloed of a trae love could save Calan, and he laughed
in spiteful eriumph s the Lunar slashed apen his wrists and
died spravled across his wife's body. Calan awoke sometime
later, healed by the power of her Solar Charms, to find
her hushand dead by his own hand. No trace remained of

tion and

s uriler-

NEC,
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Giorol's body, but its abomination had already merastasiz
through the earth,

Today, the people of An-Teng shun the Wailing Fen.
Naothinggood grows there, and terrible things stalk the rarting
wetlands. Gnarled trees take on the sinister bronze patina of
Szoreny, hiding the incurable poisons of Metagaos' thoms
among their grasping toliage, Kimbery sloshies ar the roors of
the pooled muck, beneath bubbling tar expelling mephitic
flame jets in the concentric rings of She Whao Lives in Her
Name, The dragonflies look a little too much like agata, and
the lishswimwithalienmachinationsetched intorheirglassy
In shorr, the fen is a place where the Demon Realm
bleeds into Creation, a tiny chink in the prison that holds
ok from the world they made. Alchough
the crack is not large enough to compromise the securivy of
the prison, irs existence introduces an additional variable of
uncettainty that troubles the Five-Seore Fellowship. Many
Solar Exalted feel difterently, delighted to have access o
exotic infernal ingredients for artifact production without
the dangers or hassle of procuring them from Malfeas. Bound
demons regularly seavenge the swamp for unusual flora, fauna
or geological elements that might have occult significance,
so much so thar the Deliberative recently stepped in and
declared the swamp a protecred sorcerous preserve, allow-
ing a subcommittes to establish and prioritize licensing
standards to limit the harvest. An-Teng’s Golden Lord finds
this legistation frustrating and disheartening, as it directly
contradicts his longstanding efforts in Yu-Shan to declare
the swamp a peomanric disaster area and get it Jredped out
of his nation.

THE MipoLk LanDs

The Middle Lands begin where the plains, scrub and
open forests of the Shore Lands becomne dense jungles and
thick foresrs. They end In the foothills of the Fire Mountains,
where the forests once again become serublinds thar lead up
tathe mountains. The northernmost portions of the Middle
Lands are warm subtropical forests, bur these forests hecome
increasingly dense and verdant jungle approximately 100
miles south of the Ciry of Flow his steamy jungle is
similar ro the rain forests of the Southeasr, and is primatily
distinguished by the fact that fow of the trees grow more than
50 yands high and the Southwestern jungle is considerably
werrer. The entitery of An-Teng must endure torrential
monsoons thar last the entirety of the season of Warer.
For the rest of the year, rain wsually falls once a day in the
Middle Lands, bor these showers rarely last more than twa
hours and ean be as brief as half an hour. As a result of this
unigue climare, though the trees are shorter than these in
the Southeastern forests and jungles, and the undergrowth
is thicker. The land is also usvally marshy near the coast,
and i consists of liecle more than mud or quicksand in some
places, so most animals and residents must remain arboreal
to avoid sinking in or slopping through treacherous disease-
and parasite-infested muck,

the Primordials

. Vo

CaLAN’s Loss (VITRIOL DEMESNE seses)

The site of Gorol's death is one of the rare
demesnes that channels an Essence aspect alien o
the structure of Creation. Never introduced into the
Tapesry, the alchemical catalyst Theion To passively
consumes everything it touches as embodied in the
shapeless, cortosive foam of the merody. Within
Calan's Loss, vitrio] consumes less literally and more
in monstrous allegory, gradually eating away at the
propetties of Craation ro substitute the mad laws of
Malfeas.

Game Effects: Anything that spends too much
titne in Calan’s Loss assumes the qualitics of its closest
analogue in Malfeas. Wasps swell and shimmer like
agata, whores shrivel to the liche alien delicacy of
neomah, and predarary beasts growd with erymanthus
hunger. The Storyteller should assign two poines of
positive mutations for each of the first five years of
exposure, choosing traits that express an appropriate
aspect of the Demon Realm. The first vear of exposure
also imposesa deficiency-level deranpement, modifying
each creature’s behavior to fit demonic mores. Four
more years of taint complete the change, tuming the
inhabltant into a legitimare creature of darkness.
Storyrellers should keep in mind that the mutations
imposed by Calan’s Loss are not random, but sather
fallowanintemnal logic rooted in the inimical aesthetics
ofthe Yoeis, The Deliberative rakes great pains tomake
sure nothing blocks the flow of Essence theough the
swammp, since any catastrophic Essence buildup could
spread the poison over a much larger area.

-V e

The capirtal of the Middle Lands is Prosperous Garden,
a canal ity with a consumable agrarian focus on fruit and
vegetable production rather than the ephemeral beauty of
flowers. The open-air markers of Prosperous Garden are
withoutpeer forexotic culinary delights, especially forelderly
Dragon-Blooded who have forsworn meat as parcof an ascetic
regimen to prolong theie lives, Deeper into the forest, the
academnic city Adorned with Wisdom as a Sapphire caters
o religious and scholarly pursuits such as giving the older
childrenvof An-Tengaristocrats something vaguely approxi-
mating s Meru-guality education. People inthe Middle Lands
ate the Exaleed in their midse, bur they devore mast
of their oheisance ta the duality of the Golden Lord and his
gruesome and chaotic counterpart, the Pale Mistress, Heavy
labor is accomplished with the aide of elephants who raam
the forest and live in symbiotic harmony with humankind,
following the example of their animal avatar, who sometimes
s the Golden Lord's steed in rimes of war

Ve
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The Southern portions of these lorests make up a sepa-
rare domain that is not a part of An-Teng Prefecture. These
jungles are home to the second largest remaining city of the
Dragon Kings, Ssaanerh. Ssaaneth is a jungle ciry, located
on the vast Golden River, so-called because of the masses
of golden flower perals that float along on lts surface after
falling from the shining sun teees growing along its banks.
Ssaaneth is home roall fonr varicticsof Dragon King, and has
close ties with asmaller city of the Mosok living on Mandala
Istand, locared in the mouth of the Golden River, and with an
aerie of Prerok located on the slopes of the Fire Mounzains.
By treaty, the lands around Ssaaneth are the property of the
Dagan Kings. Except for the Celestial Exalted and the gods
of Yu-Shan, outsiders must obrain permission ro visit

Unlike Rathess, which is primarily home to Dragon
Kings who desire extensive contact with the ourside warld,
Ssaanerh 1s home ro more than half a million Dragon Kings
who prefer to live more traditional and tsolared lives. The
city’s residents do nor encourage visitors, and those who
do visir must deal with the eity and ies inhabitanes on their
oW terms.

Tust north of the domain of the Dragon Kings, the Lunar
Exalt Celebrared Serpent hasa personal estate 50 miles across
centered onasmallcity builtaround a four-dor Wood manse.
She began breeding snakemen here 1,500 years aga. For the
15, she hasbeen slowly foreing an alliance with

the Dragen Kings in order o help her snakemen learn their
ancient amel exoric ways, Her goal is to make these smake-
men into living bridges berween human euleure and thar of
the Diragon Kings. Celebrared Serpent’s beastmen are all
taughr by
liv

m King tutors and spend ar least a few years
As aresult, many close friendships have
heen forged bevween the beastmen and the Dragon Kings.
In the past severnl conturies, there have even heen a fow
marriages berween snakemen and Dragon Kings. € e
Serpent has not yer managed, however, to use her sorcery
toenable these pairings 1o produce the half-breed offspring
she eventually hopes for,

ing in Ssaanetk

Merchants from An-Teng trade with borh Ssaumerh
and Celehrared Serpent’s domain, obraining valuahle jungle
praducrs and the exotic erystal and vegetative technologies
of the Diragon Kings, but most moreals consider horh regions
rahe exceptionally serange places, and few spendd more than
afew days in eather region.

Halfa dozen arher, smaller Dragon King settlements lie
Sourh of Ssneth, but nonecontain more than 30,000 Diragon
Kings. All are located within 300 miles of Ssaneth, Farther
South, dense and steamy jungles stretch from the western
shore ro halfway up the Fire Mounrains, and the combinanion
of heat and extreme humidity (along with the abundance of
erernlly hungry and often poisanous wildlite) |
this tand completely inhospitable ro unmedified moreals. As

s remcdered
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aresult, ambitious Solarand Lunar Exaleed have rranstormed
much of the land south ol the lands of the Diragon Kings into
a vast experimental breeding laboracory,

THe HicH Lanps

Whenthe Exalred speak of An-Teng, they rypically mean
s High Lands, the slopes of which gradually rise from che
sintheenst, all benearh rhe majestic spire
of the Pinnacle of Merey where the Golden Lord dwells. This

2

forest o lolty

region issparscly seetled, bur e is as wealrhy as the remainder
af this rich land because the mounrains abound in mineral
resources. Silver, meonsilver and various gemstones are all
comimon, but almaost any material, from jade to adamant can
be found somewhere along rhese jageed slopes. The mast
famous feature of this lind is the lovely Thousand Diragon
Like, which is popular wich rourists for its natural beaury
and the inypressive size of the fish rthar can be caught there.

e land around this lake is the sive of several RPCs devoted
o fishing and working wirh aquatic materials, as well as a
stoall city of 25,000 devored largely to tourism, The shores of
Thousard Dragon Lake and the hanks of the many tribucar-
ies leiding down from the higher peaks are also home w a

aummber of small bue prestigious monasteries, where monks
meditate onthe natare and purposes of the gods and their
ownplace inCreation. Theyalsoteach all manner of unusual
.|Hd ]'\3\\\'”‘”' ”]'\\ﬂ“l‘ arts.

[he largest city in rthe High Lands 1 the raval seat of
Jade Plum Citadel, whese narmow, close-packed buildings
and elegant temples stnel arop the ined foundarions of
an Exalted military ourpost wsed in che Primardial War,

Beneath these foundations, a Jadebom settlement and min-

ing complex serves a8 an exrension of the city whose close
allinnee follows treaties negatiated by the Golden Lord, This
warlled city is ringed with porent defenses designed to drive
off the bandis thar baune the mouncains and che Darkbroods
that occasionally venture up through fissures or extinee
lava twhes and attempr 1o kidnap, <lay or ob the surface
dwellers. Visible for miles away because of the shining onyx
=hl1- covering its walls, Jade Plum Ciradel s designed ro he
ome to only 160,000, but it often is 1 remporary home to
00, becanse of the large numbers of rourists and

alimest 20

traveling merchunts wha pass through ir. Locared in a small
mountainvalley, fade Plum Ciadel issmuller than mose cities
of 165 population, with all mortal residencs dwelling in 13- 0
20-story residence rowers, Despire its densiry, however, it is
alsoa ity noted for great natural beanry, Thiz cire conrains
theusands of meticulously groomed vardens in small glass-
demed pavilions Tocared throughour the city. Away from
the city, the manses searrered threughour the High Lands
afford their owners true retreat and appropriare scenery for
difficule medications,

THE DEADLY CRESCENT
The lands south of Ssapneth and the otherhabitationsof
the Diragon Kings are e known tomortal

T'he interior of

this poertion of the Southwest is named the Deadly Crescent
because it consists of a crescent-shaped region of the hottest
and most inhaspitable jungle in Creation, which exrends
trom the Fire Mountains in the northeast, toseveral hundred
miles inland frem the Vieler Coast in the southwest. Flere,
ambirious Celestial bioengineers come 1o compete against
ome another in an effore to breed increasingly hardy and
deadly crearures, This vast laboratory was where the first
levewoi were created and allowed wo breed. It isalso where the
most ambirious and reckless bioengineers experiment using
controlled exposure to Wiyld energics combined with more
crdinary bioforming techniques such as the Imbue Amalgam
spell (see The Books of Sorcery, Vol [I—The White Trea-
tise, p. 74). Specializing in ercating the most unnarural and
exotic beasts possible, these experiments have creared the
abacastert, the snakebud trees and the fire ants, Experiments
comringe on a contaglous, parasitic and infecrions colonial
organism tentatively titled the chakra archid.

Unlike the larger savanna hunting pr reof the South-
east, the Deadly Crescentis strietly forbidden ro hunrers. This
land is both a laboratory for testing same of the most extreme
and deadly life imaginalle and also o place where gamblers
and researchers pit the most successhal beings againse each
orher in exoric and terrible gladiatorial combats, Both the
laborarories and the arena where many of these fights take
place are located in the middle of the southwestern edge of the
Crescent, inasmall jungle city knownasRazak-Jal. Here, half
a cdozen Celestial Exalred, several hundred Dmgon-Blooded
and thousands ot enlighrened humanassistants work together
o create impressive and deadly beasts, some ot which are
alsointelligent. These dedicated savants and many hundreds
of Exalts from across Creation who are interested in rheir
work come to watch and bet lirge sums of momey on the
ourcome of the combats staged between the fiercesr of these
heings. The income from these battles serves to help fund
continuing res

Although they never speak of it to ouesiders, the Exalts
in charge of Razak-Jal regulatly obrain groups of condemned
¢riminals for their experiments. Most human subjects do
not survive, bur a few have beeome powerful, deadly and
dangerously insane monsters, ln addition, one of the Lunars
waorking here regularly mares with some of the most deadly
of her creations in an effort to breed the most powerful and
lethal beastmen in all of Creation

Topreventanvof these deadlycreatures from eseapimg, a
ringof jade pillars 30 vards high and six yards wide surrounds
the Deadly Crescent. Ser 300 vard apart and acringas potent
Essence antennae, these pillars use the Essence they accu-
mulare ro form an almest impenetrable wall of force around
the entire Deadly Crescent. This wall extends
into the air and cannot be harmed by anything less than 30
levels of ageravated damage. Breaching the wall requires the
artacker o inflicr a toral of 30 levels of ageravated damage,
after subracting 50 points due to the wall’s porent armor. In
addition, anything touching this wallof E simmediately

200 yardsup
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suffers 20 dice of lethal damage. As a result, the only way
into this reglon is by either flying vehicles or sorce
additional layer of protection to the north, the Dragon Kings
of Ssaancth built a barricade between their lands and the
Dieadly Crescent, which consists of plants engineered to be
exceedingly poisonous and ever-hungry predarorschat arrack
and devour anything coming from the South. Behind chis
living wall, the Dragon Kings placed another force barrier
created using their powerful crystal rechnologies.

ReFuce—
HoME oF THE PURE-BRED LINTHA

Oinone of the small islands juse off the sourhern coast of

an

An-Teng i< a city that appears to be o remnant of the time
hetore the Primardial War, On this island, known as Refuge,
live 30,000 pure-bred Lintha, by far the larpest unrainted
remnant of Thﬂ“' once T?U‘v\i!rhl‘ :”“1 i{k'dJ\.:\‘“L race., RL‘[‘UL{\: s
connected ro the Seuthern mainland by a narow mile-long
causeway and so is rechnically part of the South and under
the jurisdiction of the ancient Cuicksilver Falcon, Radiant
Hurricane. On all Deliberasive maps, Refugeisnever referred
ta by name and is insread listed as Radiant Huorricane’s
privare meditation garden, with a note rhar it is serictly off
limits to all cutsiders.

THE HisTorY OF THE PURE-BRED LINTHA

When the Primordials ruled Creation, the Lincha were
the beloved children of their Great Mather, Kimbery, The
Primordialknown as the Sea That Marched Against the Flame
was the ruler and living embodiment of the Southwestern
vceats, bue the defear of the Primordials by the combined

forces of gods and Exalrs changed evervthing. The Lind
Girear Morher was banished 1o Malfeas, and their cousin
and homeland, the living continent Lintha Ng Oroo, was

shatrered, leaving only small remmanes hehind.

The three Lintha whose descendants became the
Lintha pirates were not, however, the only Lintha w
survive the destruction of their homeland. Three score of
these noble beings were caprured and enslaved by various
Celesrinl Exalred. Only their captors know the fare of 41
of these beings. The remaining 19 were captured by Radi-

ant Hurricane, a Lawaiver of the Eclipse Caste whao ¢
the Second Breath in the lase days of the Primordial War,
afrer the pre
When he first caprured the Lintha, Radianc Hurricane was

ious carrier of his Exaltation died in batde.

voung, ambirious, new to his power and easily tempred,
His Lintha caprives spoke of a marvelous artifact of great
healing power that the Great Mother had given them—
the Verdigris Circler, In recurn for their freedom and his
protection and secrer patranage, they would give Radiant
Hurricane the Verdigris Cireler and agree o perform the
ry tokeepitoperating. Radiant
sary to rip the knowledge
of this artifacr from rheir minds and was unwilling 1o share
¢ with older Exalts.

Radiant Hurricane gave in to temptation and agreed to

centennial devorions neces

Hurricane lacked the power neces

his knowled

the Lintha's bargain. In return for this ftem and the agree-
ment e maintain it he gave the 19 Lintha a four-doc Earth
manse and the island on which it was locaced, which they
renamedd] Refuge, In addition, he used his powers to shield
them from observarion. As his powers grew, he was able 1o

N el

THE VERDIGRIS CIRCLET (ARTIFACT N/ A)
The Verdigris Circlet isa circular band of a shining metal parterned like fine damascened steel, but with the
bands of different colar being a mixrure of bright copper and emerald areen: The circlet is as wide as a person's
thumb, it has o setting for a single hearthstone, and it is designed to be worn around the wearer's head.

The circlet's wearer cannot die. He automatically
regenerates one healch level of either hashing or lethal
damage per action, even if his body is
rendered into ash. The wearer
alsoheals ageravated damage
4t a rate of one health level
everyfive minutes. Thisitem
renders the wear immune to
all diseases and, most impor-
tantly of all, the wearer does not age while wearing
this artifact. The wearer cannot drown, suffoeate, starve
or dehydrate, and he recovers from the worse poison or
more deadly injury in less than an hour, The oaly way to
kill the wearer is to remove the circlet, and even then,

the wearer rerains the effects of the cirelet for one min-
ute fir every dot of Essence he
possesses. Using this arrifact
requires the wearer to com-
mit fivemoatesof Essenceand
placeahearthstoneoflevel 3
or higher in the single setting.
The hearthstone provides no benefits
beyond powering this artifact. The circler'sowner
or athers actmg in his stead must also perform special
rituals requiring a (Wis + Occult) roll with a difficuley
of 4 once a century. These rituals require one full day o
perform, after which time the cirelet functions normally
for ancther century.

W ——gy




THE SoutHwesTERN PrOVINGE

protect the island from all ourside scrying or ab-
servation, essentinlly placing the island ourside fare. Overthe
centuries, even theslow-breeding Lintha gradually managed
t inie rowing trom the original 19 1o
30,000 Texlay, they live inasmall cicy powered by the Earth
mintse. While they bave lost some of their mosr advanced

conmpl

their numbers

and powerful Essenee-wiclding rechnologies —mostly because
they lack the connection to the Great Mother—they have
able during
the Era of Drcams and bave a standard of living equal to
A
weed for o
because the interbrecding of other now

LCCERS [0 Tt

s equal toall bur the finest av

most Dragem-Blood

ute secrecy has decreasec
~vanished groups of
Lintha with humanity has meant thae Lincha features are
mger unknown outside of their island. Also, none but
Hul of the aldest | en remembered them
{or the Last millennia. Puresbred Lintha who leave Refuge

Owver time, the

a b calts has e

can now walk openly in Creation. When questioned, they
rely reply that they are part of a handful of half-breed
» Radiant Hurricane, Most of the time,
amuidst the vast diversity of natural and augmented mortal
appearance, they are not questioned atall. After more than
three millennia, not even the most paranoid Exalt fears the
stence of a few dozen Lintha. The discovery of a ciry
of 30.000 Lintha who have largely maintained cheir pre-

Lintha who ser

Deliberarive culture amd rechnology would srill be cause for
i, however, so secreey about their numbers and their
tial.

s remains absolutely

THE LINTHA IsLAND AND THE CiTY OF NG SKALT

Located one mile off the Southwestern coastand almaost
300 milessonth of the Ciey of Flowers, Retuge s a lush trop
ishand ulmose 80 miles in diamerer. Surrounded by a narrow
sandy heach, the interior is a mixture of dense subtropical
torests and grasstands, wich a low mountain in the center,
At the peak of this mounrain is che Earch manse, and the
Lintha Ciry of Ng Skalr is buile around i, sculpred from the
mountain. The presence of several ane- and nwo-dat manses
o thisiskand, aswell as excellent weather and an abundance
of all manner of fruit, game and fish, makes Refuge a perfect
hiding place for the Lintha o slowly and method
up their plans o conguer Creation

THE LINTHA PLAN

Although they recognize thar their planis profoundly
difficult and will require many centurics 1o accomplish,
the leaders of the Lintha all swear an cath 1w the Grear
Mother thar they will eventually restore the Primardi-
als e power. Some Lintha venture our into Creation o
seek their forcune, just as others obtain employmenr in
the Deliberative as a way to spy upon the actions of rhe
Exalted. In bath cases, however, Linths who leave their

-

ally draw

homeland must swear an aach by the name of the Grear
Mather te never reveal the nature of the Lintha plans w
anvone but their mose trusted allies, Those few who have
beoken this oath have all been hunted downand slain. The

secretive Lintha have few allies, bur they made contact
with the more dissatisficd and rebellions elements wirhin
the Conclave of the Jadeborn Artisans of the Mountain
Folk more than 500 years ago. After long debare, the
Lintha decided o overlook Aurochthon’s berrayals and
seek help from the Jadeborn,

Aczcreations ofancother Primordial who was struck down
Iy chie Exalted, the Lintha have found some Jadeborn who
were sympathetic
Blooded and even some enlightencd monals whoalso support
them, Most pure-bred Lintha deem beings incapable of

eir cause, ds well as o few Dragon-

manipulating Essence as beneath their notice, so they have
not made contact with ordinary mortal rebels or eriminal
gangs. The pure-bed Lintha also have no contact with the
debased Linthaof Bluehaven. Theyrepand these cannibalistic
half-breeds with a mixture of contempr and piry— labeling
their plans to call up the forces of Malfeas to overwhelm
Crearion as self-destructive madncss, The pure-bred Lintha
are well aware that the Malfeans have been twisted and
driven mad by their time in Malfeas, They worry thar too
many Yozis deeam of transforming Creation into a hellish

duplicare of their prison, with a green sun overhead and

demons capering everywhere.

Instead, the pute-bred Lintha are searching fora way
to restore the Malfeans, or ar least the Grear Maother, to
their formet glorious state, I they do that, they can then
retake at least a portion of Creation, with the Great
Morther once again their patron and the ruler of their
domain. Their primary hope lies in finding some of the
most powerful Primordial artifacts that were lost during
the War. Their first goal is to recover the infamous Eye
of Autechthon, Its power would geeatly aid their efforts,
and gaining it would almost guarantee that they could
gain the undisputed loyalty of the Jadeborn and free the
Jadeborn from che powerful and destructive Great Geas
the Deliberative forced Autachthon te place upon them.
The Lintha and their few allies search the hide
places of Creation for these artifacts, while the rest of the
Lintha plan and wait.

Some young Lintha have become dissatisfied with the
pace of their eldec’s plan. Mare than a few suspect thar the
oldest and most powerful Lintha have grown comlortable
with their life on Refuge and have lictle actual interest in
attempting to advance the cause. A few Lintha have left
Refuge and have their oath of secrecy as their only remain-
ing tie ro their peaple. Others have begun seeking other
allies beyond Retuge. Some have even begun considering
making secret attacks on various important and highly vis-
ible targers. They hope to create doubt and fear by causing
spread losses of life that are too large and horrible for
the Deliberative to conceal or dismiss, These Lintha rebels
have kept their plans completely secret from their leaders,
since the miling council would strongly oppose any atracks
that might draw attention to cheir existence or draw the ire
of Radiant Hurricane,

1and lost

widl
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THE NATURE OF THE LINTHA

As the bearers of the blood of 8 Primordial, the powers
of the Linthy are substantial. They heal and resist disease
xalted would. They are
and they live as long as

and hleeding as well as one of the |

alleapable of manipularing Essen
A

Charms distorbingly similar to those of the Solar Exalred

the Dragon-Blooded, Muny wield potent Charms as well

Legend says thar when mighty Aurochrhon designed the
first Exalted, he used the powers of these half-human be-

irigs as o templare, exercising his prodigions skills ro expand

those powers so thar they were comsiderably grander and
more glorious

Unilikee their debased and cursed relarives, the Lintha

5
pirares of Blueheen, the pure-bred Lintha retain theiroriginal
glovious forms. They are a gaunt and rall peaple whe often
rench seven feer in height. Their skin is the bright green of
newly sprouted rice and their bair a pure and shining whire

faces and brilliant erimson eyes, and thev
grace of hunring cars

nimg pure-bred Lintha are exceedingly proud
of their heritage and equally derermined o regain the
glory. To rhis end, they maintain close ties with their Solar
patron. Farthe last 2,000 <. theyhave made upasubstantial
minority of his pers rerinue: Yer every one of the Lintha

They have
move with the

fon

The rem

whoworks with smvofrhe Exalredis raughe the Righteous Lion
Defense Charm (tee Exalred, p. 199) so thar their 1
rhe |

the most powerful Charms or spells. Narurally, the Lintha

aley 1o
_inth people can never ke altered or subarned by even

have made cerruin that theirpatron does not know che exrent
rey which they are resistane to his influence
The most capable Lintha have leamed bork Terresrrial

Clirele Sorcery and Terrestr

al artial ares and have spread
this knowledge 1o thie rest of their people. Combined with
rheir powertul Essence-based rechnologie:

and various pav-

. % o

ExaLTep LINTHA

During the First Age, the few pure-bred Lintha
have never been given Célestial Exaltarion, although
that could potentially change ac any time. Although
it is quite rare; however, there has been some degree
of carefully monitored and conrrolled interhreeding
with the oceasional Dragon-Blooded rerainers of
Radiant Furricane. As a result, a few dozen Lintha
have become Terrestrial Exalis. Lintha who take the

Second Breath retain their appearaee, but loseall of
their special abilities except the Night Vision pox and
the Chakra Eve affliction. These traits cost Dragon-
Blooded Lintha a total of three bonus points. Excepr
for these twio traits and theirappearance, these Lintha
are identical o all other Deagon-Bloods.

DY o U
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CREATING PURE-BRED LINTHA

Generaring pure-bred Lintha charaerers s thie same as generaring one of the Exalred, with the following

changes:

When assigning Attributes, Lintha get seven dots to spend in their primary category, five dots in their secondary
caregary dnd four dots in their terriary category, They possess 25 dors of Abilivies and may choose any five Favored

Abilities, Their starring Essence is 2, and they hive an Essence pool of (Essence x 10). They have 10 dots of Back-
grounds and ean use any Backeround available wo one of the Terreserial Exalted except Breeding, They can attune
tey hearthstones and arifaors normally, but they must pay double the cost to attune o any of the magieal marerials.

In addition, the Lintha's piercing crimson-eyes possess the eguivalent of the

affliction. Both trai

Nighr Visian pox and the Chakra Eye

affece their two crimson eyes. They niever gain a third eye.
Pure-bred Lintha can learn any Solar Exalted Charms with-o Minimum E

nee requirement of 1. They can

also lenrn mose Solar Exalted Charms with a Minimum Essence requirement of 2, if the Charms are associared with
ane of thieir five Favored Abilities. They are incapable of learning ather Salar Charms, regardless of how high their

actual Essenice rises. They also cannot learnvany Holy Charms, perfect artacks or perfeer defenses

md con only leam

Terrestrial Circle Sorcery and Terrestrial martial arts, Pure-Bred Lintha begin play with five Charms, which can
include sorcery spells or Martial Ares Charms.: These charcrers have 15 bonus poines and use thee same bonus and
experience point coses as Terrestrial Exalred. Their Permaneént Essenee can never exceed 3, and they are incapable
of using Combos, They alse have no Periphieral Essence Pool, Virtue Flaw or anima.

as well as any people in

menes from their pacran, they live
Creation. They are not content e remain an is
hidden nacion with liccle influence, however. Their plats
and plans continue.

THE FIRE MOUNTAINS
ryome in Creation associates s with the
.‘ﬂ-‘:ufh. and the largest and most active range of voleanic
mountaing in all the Souch is the Fire Mounrain range
rlmr .h\- ral South from the Southwesrern
i3
t Creation, before the Primordials created humaniry.
; lcanoes became extinet well before the
whially became

ared and

ides the ¢

S WETE TOST activ

Era of Dr
e

ams, as Creation aged and g

wl safer. Yetonein 10 of these voleances temains

acrive even roday,
enruries
Ne h
with thetacr that

gh most erupt only once ev

ss, the Large number of volcanoes combine
et -m'i moss vm\tnt

Ita dn zen of rlw ary

s trom populaced areas
noes that might otherwise explode,
s in Crearion can pr trom
mupting. Therefore, Realm geomancers must
regularly divect lav: s samewhere.

Thest g {
flonwes bBave altere
summon elementals and demans and use powertul artifacts to

and relieve stress
but ni for

sent these voleanoe:

tlava

flows. The Exalted then
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sculpt recent lava flows o either restore power o damaged

demesries or to shape the newly formed lava flow in such

a way as o either enhance an
an entirely new one. On the positive side, ¢

existing demesne or create
lava fow that

distupes several local manses might also bring up chunks of
adamant and ather exotic magical materals,

ter mosterupeions, the Deliberative issues safery divec-

tives promising there will be no eruptions near a recent lava
[ow for ac least a few days. Prospectorsthen flock to the new
lava flow to scour it for all manner of valuable stones and
ixture of herd guardians and peaple of the earth
s the Elemenial Adapration (Fire) pex make up
the bulk of these prospector
capable of enduring the hot cemperatures neara recent
eruption than ordinary mort

These morta

ofes.

who pos:
because both peaples are far

more

5 are,

arrive infullyautomared Essence powered
vehicles such as cranspocls (see p. 25) and begin harvesting
valuable materials such as heat-resistant crystals or nuggers
of adamant before the lava has fully cooled. In regions where

eruptions are frequent, they sometimes have only aweek orvwo
Tefore increased pressureshenearh Creation force Deliberative
geomancers ta permitanother nearby eruption. The Delibera-
s brotherboods of Dragon-Blooded
o help rescue endangered These
reery and swift emergency vehicles o rescue

tive employs several swo

kers and other morals

Ceams Use s

are-
less or unlucky wictims before they are either buried under
molten lava or overcome with deadly fumes.

In addition to supplying wealth, the Fire Mountains are
alsoasignificant saurce of prestige and encertainment. Celes-
tial Exalus with res

dences near the Fire Mounmins regularly




Chapter Four: THE SouTH

pay the geomancers in charge of tming eruptions to make
sure that especially beauriful or spectacular eruptions occur
during parties or festivals. The southernmost Fire \flounralm
extend to the edges of the Wyld, and uncontrolled
energies occasionally drift across this border, When they
do, nearby eruptions can consist of exotic subsrances such as
boiling blood or hallucinogenic steam. {See the Wild Lava
table onp. [ 11 of The Compass of Celestial Directions, Yol
11—The Wyld.} Skilled geomancers can manipulate these
Wyld energies ro cause voleanoes near the Wyld ro erupe
in vast clouds of flowers, brightly colored cinnamon candy,
burning bubbles or similar exotic and beauciful wonders,

THE FAR SOUTHERN
PROVINCE

This rocky land varies between blazing hot days and
warm nights, and only the toughest and most skilled unpro-
tected mortals can survive here for any length of time, Tuis
also one of the wealthiest regions in all Creation, however,
so many dozens of mining RPCs are located here, as well as
the infamous Pleasure Dome of Xela-Cas.

THE PLeasure DoME oF XeLA-Cas

Some 400 vears ago, the Lawgiver Erernal Crimson
Sunset founded an entire city devoted entirely 1o pleasure
and recreation. As one of the lords of the Far South, Erernal
Crimson Sunser was in love with the severe beaury of the
vast Souchern desert and had this city built in a location
thar wasas lovelyas it was inhospirable. Xela-{as issituared
in the midse ot a huge desert of brilliant snow-white sand
and is builr around a five-dot manse that powers the entire
ciry. In the distance behind it is a trio of active voleanaes,
ane of which is close enough to the boundaries of the Wyld
thar minor chaos leakage regularly turns the lava and fire
thar it spews torch all the calors of the rainkbow.

The city itself is no less spectacular. It consists of a
series of heautifully made and exceptionally rall pleasure
palnces, each lir with a brilliant wray of colored lights rhar
illuminare the night sky for miles around. All these palaces
are situared on an enormous disk of alabaster and whire jade
several miles across. This disk serves as the hase for the entire
city, and on it, myriad polished shining sereers wind past a

dozen large pleasure palaces and several score smaller ones.
The enrive ciry is covered by an ephemeral dome creared by
Essence projecrors locared around rhe edge of the whire disk
This dome keeps rthe airingide pleasantly cool and repels the
windblown sand and the occasional smoke and ash from the
distant volcanoes

The ciry’s many pleasure palaces comnprise 3 mixrure
of parmbling parlors, performance halls, restaurants, shops
and hartels. Fach of the largest ones endeavors to be more
il-

gambling

impressive and grandiose than similar escablishmenrs avs
In the
parlors, gamblers bet everything from simple jade ro manses,

ahle cliewhere in Creation or Yu-Shan,

cownhouses in Yu-Shan, skyships or even more exotic quali-
ties such as beaury, dors of Essence, sanity or youth, The
pertormance halls offer plays, concerts, storvtelling, dances,
mass shared dreams and gladiatorial combat all performed
by bound demons
sentient constructs of salid Essence. The cestaurants sm'\c
delicacies from all over Creation, as well as impressive ban-
quets normally available only in Yu-Shan, For appropriate
high prices, even celestial wine and peaches of immorcality
are available there.

The city's shops sell a similar range of wonders and
provide evervthing from enchanted mas ated by the
coddess Shalrina to perfectly tailored suits of clothing
designed to deflect assassins’ blades. More ordinary shops
sell some of the finest mundane jewelry in all C

xoLic automarons, minor gods or semi-

ks ¢

Creation.
The hotels offer options ranging from large rooms suitable
for glorious and noble Dragon-Bloods—complete with
hand-carved, self-adjusting furniture, sheets of the finest
automatically warming, semi-mobile silks and a variety of
similar comforts—tosuites suitable for the highest Celestial
gods or the most jaded Celestial Exalrs. These accommo-
dations' furnishings include sense-shattering illusions and
constructs of living Essence that shape themselves e their
resident's every whim.

In addirion to serving food that is equally splendid, the
better hotels also offer a range of more discreet services,
including everything from mortal or demonic concubines
tovierims available for residents with more exotic rastes to
abuse as they see fit, A few hotels also offer their pacrons
the services of highly trained spies or assassing, but all con-
tracts are made privately between the patron and the spy or
assassin, soas to maintain the polite ficdon of the hotels’
plausible deniabilicy.

The interior of each of the large pleasure palaces is
designed ro emulare some famous and heauriful location
within Creation, Yu-Shan or, in the case of the infa-
mous pleasure palace called the Ebon Dragon's Blessings,
Malfeas. In Celestial Visions, all of the shops, roams and
entertainment parlors are located off a duplicate of one of
Yu-Shan's quicksilver canals, and the entire hotel is made
to look like a portion of Yu-Shan. In Glacial Wonders,
the interior is artificially chilled o well helow freezing,
and all its seructures are made of ice.or well-packed snow.
Guests who Jack the ability to ignore or otherwise endure
the cold can rent pendants that prorect them. Anather
palace is entirely filled with water, while still anocher

S d
vast open space, where every shop, gambling hall and other
estahlishments is mounted on a separate dais that floats in
the air ar different heighrs.

This ciry was clesig

ed to specifically carer to the most
impaortant members of the Deliberaive, including Exalts
of all types, [ lalt-Castes, gods, powerful elementals and the
Gad-Blooded. Morrals who do not either work directly for
the Deliberative or on the estates of one of the Exalred are
excluded, and anyone excepr the Celestial Exalted and the
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pods of Yu-Shan must have an invi-
ation o visit. These invitations are
given to friends and clients of regular
patrons as well as being offered by the
Deliberative as rewards for merirori-
ous service, heroism or even simply
as part of the regular commendations
the Deliberative government periodi-
cally bestows on unusually skilled or
cffective emplovees

Few visitors see (and even fewer
care about) the dark side of Xela-
Cas. While most of the work there
is done by various Essence-powered
constructs, bound demons or similar
beings, a small army of several thoni-
sand specially bred albino servants
perforn most of the menial rasks.
Even in the Era of Dreams, mortal
hands and minds are still cheaper
and more efficient than most other
options. These servants are under
strict. orders Lo emerge from their
underground dormitories only lare ar
nlght, after most revelers have either
gone to sleep ar busied themselves
biehind closed doors. Erernal Crimson
Sunset made the servants albinos in
order to make the idea of escaping
or emerging unto the sunlic streers
of Xela-Cas an unpleasant prospect
for his servants, Their pale skin does
nicelycomplement the ciry’salabaster
foundation, though.

A few guests have taken p liking
to these servants, occasionally order-
ing the voungest and most heauriful as
concubines. Although the:
are not mistreated by any except a few
cspecially debauched guests, they are
slaves whose lives would horrify most
af the morals in Creation. While
the guests enjoy themselves with
unimaginable pleasures, rhese slaves
toil ceaselessly and serve theirmasters
every whim.

SETVANTS




ONCE IT'S DONE, THE
SEAS WILL BE SAFER
FOR EVERYONE.

115 SUCH A
SVALL THING T'VE
| ASKED YOU FOR. A




CHAPTER FIVE

cd€ WesT

Least populated of the dircetions and compaosed mastly
of individual is il island chains, the majority of the
West defies easy division into the province-and-principality
systemn so common in the rest of the Theeshald, Only the
artificial continent of Saigoth pessesses sufficient landmass
o be divided thus, The remainder of the West is broken up

in a mare ad-hoe fashion,

SAIGOTH PROVINCE

[n the mythology of the West, it issaid that the 5
Giares stand at the end of the oce
them
exist, Carved of starmetal set with emeralds and endlessly
memorared in the dances of the gilmyne, the Saigoth
defing the border between being and non-being, They
sed by svanrs as o crude metaphor for the
shmm aic substrata of the Wyld that separares improbabilities
from the impossible. [cis fiecing, then, that th
the continent the
themgh mest omeside the Celestial Exalrs simply call it the
Girear Western Conrinent for fear of offending whatever hes
Tevond the likely myth gate

Although slighely smaller than ancient Lintha Ng
Oroo, the continent of Saipoth dwarfs Okeanes of old, a
vastelliptical body several hundred miles west ol the original

i

goth
. Norhing enters through

and nothing leaves through them but by ceasing o

s narmed

sedd fromm the depths of chaos Saigoth,

lacarion of the Elemental Pole of Water, Centered as it is
o1 the Worth-Sourh axis, the massive island hoasts the most
comtartahly
in the Wesr
hrnan habirarion

Crepsys PREFECTURE

Thenorthemquarterof Saigoth comprisesasingle mega-
lopolis prefecture of Interconnected urban regions desipned
for the rwolold purpose of housing the private “country”
estares of powerful Celestial Exalted and supporting the
largest naval basefshipyard owned by the Realm. A range
of tall narrow moeuntains fences Clepsys off from the rest of

ndmass

remperate anid stable climate of any
Firring since Saigoth was made specifically for

provided by thousands of
bound demons that Lair in the snow-capped crags. To keep
Clepsys as clean and wondrous as possible, mortals are not
permitted within the districe, even as retainers. Although

the contment, with added secu

s the cost ot living substantially, since
all servimts must be automatons or lesser Essence users, the
policy 18 actually considered a benefit by its elder cirizens
AULE T qum]v excludes WUOLIDEET, brasher Exalted from set-
ting up resilences, Consequently, the palatial compounds of
the residential subdistricts are among the most luxuriously
decadent manses in the world, Even the townhouse villas in
the aress reserved for notable Terrestrial Gentes ancestors

rhisrestriction iner
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are stunning (o their simple elegance. Perhaps the greatese
exrravagance of the prefecture s the fact that many of the
residences house their owners for only a season each vear,
since so many of these luminaries dare not stay away from the
Blessed Isle ron long for fear of falling behind their rivs

Tetacilitare rranspore withoue the noise and bustle of
vehicles or the mess of living mounts, all of Clepsys is con-
nected by a set of canals inhabited by iridescent liquefied
elementals whose sole purpose Is to move passengers faster
than the pold canals of Yu-Shan. Adding o the beauty,
millions of bound gilmyne decorate intersections and stare
gardens as living statuary, coordinating their choreography
0 praise the Saigorh Gares, and by proxy, the Exalted who
believe thev made that myth a realicy. Likewise, no infra-
structural convenience is too expensive ot too inefficient
for Clepsys' eiry-planners, whe take full advaniage of the
awesome power of the region’s constructed geomancy in
ways previously unheard of in the Threshold. Virwally
every building on the island is a manse, and none save the
rewnhouses of the Dragan-Bloaded Gentes elders are rated
below four dors

Theenterrainment available in Clepsys, from the merely
decadent ro the inconcelvably ourrageous, is limived only by
the imagination and resources of the prefecrure's inhabiants
Third Circle demon concubines and grand dueling arenas
reinfurced againse Solar spells are the least of the available
wonders. Those who can dream up a mote specracular
amusenent ro kreak rhe redium of nigh-omnipotence enjoy
unnarched celebrity status uneil something becter comes
along. Ome of the more exoric games plaved by the citzenry
isan annual contest held on the first nighe of Calibration to
build ersmmaon s funcrional Saigorh Gare. Contestants have
full access 1o the diserict’s geomantic grid for the purposes of
the comperition, and alchough no one really expects anyone
o nctually open s way ourside the universe, the audience
revels in the pyrotechnic specracle of the failures.

In keeping with the aesthetics of Clepsys, the factory-
cathedrals devared re the producrion of merchant and naval
fleets operate with the most curting-edge sutomation, with
nacrashing din orrising smoke to interrupt the meditations
of the Exalred. From ourside, the towering structures might
be amy other canstul palace bur for the massive bay doors
that rele cls. The factory-cathedrals also rurm
out umigue privare yachrs in smaller numbers, though the
ohscene price tag arrached to these ships maximizes their

ralue us status symbols, Srill, for the Exale whovsimply musr
have 1, Clepsys is the place to go.

Since Admiral Leviathan bases his cenrral command
on Luthe, the naval base adjoining the Clepsys shipyards
operates on little more than g glorified skeleron crew. The
facilities are all quite modem, of course—anything less
would mar the prefecrure’s perfecrion. The base, however,
is really more of 5 social club for semi-rerived commanders

Ainishied v

who could provide a fallback commuand if some unthink-
able defear destroyed Lurhe and necessitated a new staging
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ground for the security of the Realm. Leviathan finds the
culture of the Clepsys hase distastefully unprofessional and
delights in making surprise inspecrions to politely rerrorize
the pampered staft.

Given the demographics of its population, the idea of
any individual or hody directly ruling Clepsys is laughable.
All major decisions are made by weighted vare of the land-

holders, with the number of vates given to each constituent
proportional to the value of her property. These vores also

appoint Terrestrinl bureaucrars ro handle minor mareers.

Because these officials receive stipends {and possible reap-
pointment} only tellowing sacstaceory annual performance
reviews, persomnel problems are unheard of. Tn practice, more
palitical decisions ger decided by informal hanter ar privare
galas than by o

icial varing, since the latrer is infinirely more
tedious and necessitates the chnoxious pretense of recording
Terrestrial vores

Beneath Clepsys, the massive machines that run irs

wonders churn with the endless chimes of Essence-suffused
arystalsand the clank of gears. These foundations run deep,
P e TE:'.I |“.' rlllT(’H]Hﬂ‘ll \w‘;m()nnrh:ir farget ﬂl"l r]ﬂ”i[‘\ll\ln.'
Darkbraods thar stray oo close. Asystem of umnels mnning
heneath the ocean connects b
on the Blessed Isle,

ta the Jadeborn caverns
loaring artisans compelled by the

Cireat Geas te smswer the eall of the Celestial Exales and
huild wonders the Exalred elite are roo husy ro fashion for

rhemselves. Hundreds of megalichic stone gates stand ready

toraatontically slom closed if the ocean should ever bresk

through the ceiling, preventing a flood from drowning the

lower reaches of the foundarions ar either end.

THE OuTBACK PREFECTURE

The southern three quarsters of Saigoth might aswell be
another world from the splendors of Clepsys, Although the
so-called Outhack is ne steland,
ably arid and poot in natural vesources, The prefecture exlists

climate is uncomfort-

tor temporirily house mortal colonists until they are ready to

be shipped off to therr new homes tn Wyld-shaped lands.
The original planning committee for Saigoth consid-

cred a varlery of sociological models to maximize colonise

preparedness with minimal resouree investment. The simple
ttuth of the matter 15 that the frontier of Creation s not
a stable or safe place to be, regardless of the propaganda
distributed theoughout the Threshold. Shaping eogines and
Solar Charms can carve lorm and substance from che Wyld,
but a bit of chaos always leaks over in storms, surge tides and
centative incursions by the unshaped. Resisting muration
in thie face of incvitable Wyld exposure takes strengeh of
will. 4 qualicy best forged by weathering adversity. Rather
than supply this adversity directly, the Exalred decided to
let mortals oppress each other

Whenanew colonistartives inthe castern port of Hope,
the first thing she sees s the vast strecch of shantytowns
withgrizzled, hawk-eyed merchantsready toexploit the fresh
meat, Further ineo the Outback, syndieares and gangs risc

and fall inconstant turf wars, fighting over food, shelter and
control over the enchanted springs strategically distributed
threughour the rerritory. { See the sidebar. Mast of the wells
imbue drinkers with rhe Longevity pax or Exalred IHeal-
ing affliction.) There are no police to whom one can turn
or laws hehind which ene can hide. While the fracrured

5(1(.|\-:ry Teg hnll \\”ff illlﬂ]]{l{’b a5 d R.]\'ﬂ]Z(ITIUIL many mem-
bers of it would vehemently disagree. What the colonists
don't see are the Lunar wardens who hide among them,
\\"'(]l'('l‘l”lj: ‘rllTL] L !I]le_i Thh)\(“ ““'Unj_i
trom rhe western port of Mercy. While deach is almose as
cheap as life in the Outback, anyone whe climbs to the top
of the heap and has the power to stay there demonstrates
th" V'n(ftTlt’. O survave on rl‘l(‘. {l'( mrier '(]]l[] di\llp]"ﬁi”’ﬁ o rh(“
docks. Each such disappearance leaves a power vacuum for
the next ambitious warlord ro fill. In spite of the violence,
some people live their whale lives in the Outback and die
of ald age, neve
ta disappear in the night and begin a new life in one of rhe
more ordered societies of the frentier.

B o S

FounTtAIN oF FATHOMLESS DREAMS
(SoLar CIRCLE SPELL)

Cost: 50 motes
Target: Summoned well

Upon casting this spell, the ground beside the Solar
splits apart and fills with cool water that burbles up from
beneath in a constant gentle flow. The pool glows with
faint phosphorescence thac is visihle only ar night, bur
it otherwise appears unremarkable. To all forms of Es-
sence sight and comparable senses, however, the waters
appearsaturared with a kaleidoscope of inchoare power.
The sorcerer chooses a package of mutations when cast-
ing the spell with a ([roral cost.of positive murations]
— [toral cast of negative mutations]} no greater than his
Willpower. He may dictate any number of conditions
or filters to th_e selection, such as limiting its benefits to
watered plants or mortalsor humans. If a valid living be-
ing drinks from the well ana number of consecutive days
equal ta the (positive mutations — negative mutations)
cost of the intended transformation; the being develops
that package. The change lasts for only a month, after
which the effect painfully wears offovera number of days
equalto its cost Cadditional -4 wound penaley during this
period). Each additional draught from the well during
the period of enchantment resets this month duration.
Mutations obrained this way do not inhibic a crearure’s
ability to survive in Creation, nor do they breed true.
The well creared Iy this spell endures for a century or
until dispelled.

ough for deporration

aving proven themselves strong enough
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Esxalred are weleome in the Qurback and equally uncon-
strained by linws, save th are nor permirred ro creare

or seize control of any socinl organizations. H they want to

come slum with the colomises, thar's fine: It helps toughen
the colomists’ resolve. The poinr ar which an Exale builds
order our of anarchy, however, is the point he disruprs the

established purpose of the Qutback and con expecr Lunar
intervenrion. Mass-murder is also frowned upon, though
miore likely ro resulr in censure by peers racher rhan violent
interdiction unless matrers really ger our of hand,

LutHe

Long ago, the city called Luthe was simply known as
Mobile Platform 3, the great aquatic fortres
the wisest and mightiest Dawn Caste admirals direcres] the
Western Theater of the Primordial War. A rechnological
vel ahead of its time, the submersible ciradel favored

from which

1

guile over firepower, relying on the city's Essence-clouking
enchantments to give is forces the element of surprise in
key bartle
of the Primordials. Luth

Levia

iinst the Lintha and the other naval powers

s military commander Admiral

van finds it humorously ronic thar Lintha skirmish

tactics using modern Bluehaven mirror those that Luthe mod-

eled to such brutal effect during the - Orhers who nore

the irony find the situation less amusing. Of course, modem

Luthe no konger serves as the primary bastion for the entire
dircetion, an bonor assamed by the Tian-cliss skyship Flame

That Marched Against the Sea (see pp, 116-118), While the

city still houses the most single most powerful and important

s Realm, its job now focuses on polics
ing the shores and shipping lanes of C
guarding against incursions (rom beyond, The Titan bartle
group handles that job now, only oceasionally scl
widely publicized joint fleet exercises to test mulri-chearer
strategies for total wasfare simulations

The Luthan docking bays hold a full range of fully
equipped naval vessels at every level of force deployment,
from light reconnaissance submersibles w heavy surface
battlecruisers, as well amodescsky fleet configured primarily
for ait-to-sea and air-to-geound r

naval base owned by tf
irien rather than

shuling

(].\. Ljhi‘]!} COmmunica-
tion relays operated by fragmentary protocols of [ AM, the
base maintains almost r
across the whole of the West, allowing high-ranking officers
to speathead offensives throughout the Threshold wathour

1-time contact with irsenvire fleer

s much as personally sighting the conflict, The fact that
Siakal considers this method of wartare blandly unsatisfying
pleases the strategoi of Luthe, who follow Grand Admiral
Arkadi’s dismissal of the shark goddess’s pe
as atavistic, The fact that the Solar sup
hypoentically takes personal command of any offensives
or maneuvers that catch his fanc

mal hloodluse

me commander

1 as a legitimare

prerogative ol his lugh station. The fre
unofficially promoted Arkadi’s second-in-commimd, Admi-
ral Leviathan, as the acting commander of the navy in the
Grand Admiral's absence, though, Tu politely il againse

the sterility of his position, Leviathan tirelessly inspects
his navies with unannounced wvisits, hoping a cli
martial terror can build the discipline thar Realm soclety
has tatled co still, Although it is not public knowledge,
he carries on a orrid affair with his commander
Amavana, the Zenith Queen of Luthe.

The remaining three-quarcers of Luthe net dedicated
to naval docks and infrascructure fall under Amayana's
purview, as they have fallen to the reigning Solar Prince
at Lurhe ever since Mobile Plarform 3 was decommis-
sioned and converted to a ctvilian ciry. Amayana is a fair
ruler wha rakes a hands-off approach o her adminisera-
tive stewardship, but she takes an active and aggre:
role in promoting her views of social justice in the face
of obvious experimental excesses by her Lawgiver pe
Unfortupacely, political realities sometimes get in the way
af her ideals, as recently when Admiral-Artificer Seralin
assaulred and bound the Arbiter of Western Storms into
hiis Brass Leviathan inan teracional fivol pigue. Amay,
desperarely wanted w punish S
Celestial law, but she had harely issued a proclamation of
inquiry when the artificer’s powerful allies in the Delibera-
tive quashed the request. Unfortunaely, the only outlet
Amayana currencly has for her political frusteation is the
arms of her paramouwr Leviathan, though e date without
her hushband's knewledge,

Luthe 1z acity of delighes by any standards, {1s ancient
rraclition ot military service preserved in imposing decor
and extensive trophy vaults, some of which are now public
museums. While Clepsys is the playground of the riche
and most pewerful in the West, Luthe is the stepping stone
by which rhe talenred and ambitious can rise up to such
starure. Luthansociery pralses competence and viston above
allelse, whether in military or civilian endeavars, Bold ideas
receive bold parronage, divyying our the growing resousces
of the Realm o young and middle-aged Exales bidding fo
contracts o bring their own heroism to the future of the
Woest. Forunes grow and perish in the tides of politics,
wirh some destirue families retreating inshame to colonial
abodes to make way tor future cirizens of Clepsys. To live
in Luthe is to live in interesting times among a burgeon-
ing microcosm of the Deliberative irself. Evervone wants a
piece of the action, but there Is neverquite enough action
o go around

MosiLe PLaTFORM 3 (ARTIFACT N/ A)

The central hemspherical dome of Luthe's primary bull

ate of

Sp

sive

TS,

i

inJor this offense against

stretches three miles across, studded with numerous rowers
and other infrastructural emplscemenrs. Tris divided irro 40
spanning the upper reaches of:

il living quarrers
and the bridge complex through hydroponic surdens, mas-

le

sive engines and the submersible decles rhar sic below the

waterline when Luthe sits atop the waves. The cenrer hull

1

joins to 4 five-mile-diamerer outer ring by five spokes spr
evenly around the perimeter,




Lurtie

Speed: 24/50mph {under power while surfaced or sub-
merged)

Maneuverability: +03 (Special: Luthe i magically unsink-
able and perfectly succecds in all sailing rasks.)
Endurance: [ uche taps divectly into the ocean waves and cu-
rentseo harvest Essence, converting ench kinertic undulacion
inro an endlessly refracted motonic pulse echoing within its
sorcerousteacrar. The neteffect is 1o exceed the Essence vield
aofalevel-5 Water-aspecred manse, producing sufficient clean
power for all funcions as if i were such o manse
Crew: If| (requires 25m attunement by an Essence 5+
Ceelestial Exalr in the command throne; other beings and
Celestinls of insufficient Essence suffer {3 - their Essence) &
lamage if they attempt to bond with the controls).

Cargor An enrire city's worth of bavs, docks and other stor-
agefliving faciliries, capable of supporting a healthy wban
popalation in great comfort even during times of war, Luthe
can hold swnvthing the Storyteller permirs.

Armor: 321428

Health Levels: Us40Mx40/Cx40/1x40/1) (cannot suffer
mure levels of damage from any attack rhan the ageressor's
Essence mting or the rating of the art
Weapons: 23 lighring ballistac (mounted 25 across and 25
benearh the central dome), 100 medivm implosion bows (only
20 cannoms can be braught to bear on a fire arc)

Essence Powers: Mun

of the features of Luthe mirror powers
mstalled i grearer manses, Although the ciry is not o manse

proper, its advanced reacror similaely broadeasts Essence-
fueled enchansments throughout the facility, giving it the
tollowing capakilirics {see Lords of Creation, pp. 98-103 and
Qadenol’s Codex, pp. 66-79): Comfort Zone/Provider (2
theenvironmental engines provide gencrous armosphere and
ather life support arall depths, as well as growing greenhouse
crops necessary to sustain the ciry’s population), Magical
Conveniences (1; running watee and plumbing, semi-living
furniture ndaprs ro occupant physiology, glow panels provide
illumination in the henthic depths, traps autpmarically
reser ], Network Node (1 can temyp

tily connect to any

one netwark at a time, provided that nerwork has a manse
within 100 miles of the city; calibrating the geomantic
resonators for a day of connection requires asuccesstul dif-
ficulry & |Intelligence + Lore] roll), Sel-Destruct Sequence
Water manse), The Ey Sight of Daana’
or Arrayf Analytical Senses (/4] 3 sensor array
reaches out 1o 30 miles from the center of the ciry, enabling
detailed analysisofall phenomena in range). Central Conerolf
Dragon’s Nese (2/43; the celestial bridge pseudo-hearchroom
extists as # roiling fulerum of Water-aspected Essence, but
the whole ship resonates with those energies), The Glorions
Halo of Hesiesh/Mela's Sweet Whispers (2/2: hologlyphic
displays and nanriloid speakers throughout the cil
communication data and readouts from the Al), Geomantic
SubtleryfGreater Veil of Shadows ( 2/4; cloakingsyseems hide
the ship as if it were a natural part of the sea, but doing so
reduces speed ro 7/15mph and rakes all integrared E
artillery uff-line while in use; the vessel takes o full minuce
to realleeate power o these systems after disenpaging the
cloak), Integrated Tissence Artillery (4 per 10 arrifact points
ofartillery; all of these systems are considered a level -4 power
for the purposes of remaining active), Sentient (3; Al named
Towers of Azure lovally ruas all functions of the ciry-ship
according to the armmed commander’s orders), Armored
Fortress « 4 (3 eachfd each; 32LM4IB external soak;
12 external defensive hazards; 40 levels of damage needed
to impese cach dot of power failure), Dangerous Traps/

¢ 5 {2 per five traps/3 per one tap; various
automated deferrses suard che bridge against intruders; these
traps reset afrer each use),

(1 fevel
Extended Ser

ence

Other Notes: Damage ro Luthe simultaneously reducestunc-
tionallty using standurd vehicle rules and power Gailure rules
for manses, porentially damaging or complecely disabling the
magical systems thar make it such a wondrous location.

PENTARCH PyrAMID

One of the largest and best-known manses designed to
releport itsell hetween two locations, Pentarch Pyramid is so
riamed because its structure rises from the sea as a megalithic
five-sided pyramid, Arched openings in each face—
mile i diameter—enable ships thar sail within the
to translocate between the pyramids eastern location 300
leagies west of the Blessed [sle ro a site anequal number of
miles north of Clepsys. While the manse is away from cither
place, a shadow of it endures like a mirage of sea foam, giv-
ing the manse 1s nickname lsle of Shadows. While Realm
military vessels and the privare yaches of Celestial elders
may cut in line 1o necess the manse by flving special flags,
other caprains must wair in line and pay a madest toll for the
convenience. Still, ics sufficiently cheaper than crossing the
entire distance hetween the twa locarions that the system
sees heavy talfic. Furthermaore, che Interior of the manse has
faciliries to repai ¥ ips, though these docks
could be easily refitred for acrual construction work if the
Realm were so inclined. Penrarch Pyramid switches locales

hone

walls
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each hour on the hour, with enomons gongs sounded in the
minutes leading up to @ rransport o warn the next vessels
in line to stay back rather than risk being sheared in halt
a partial teleportation. T efficient teaflic, vessels
dock in three concentric rings by size and ohey signal fashes
from glowing erystals mounted in the top of the pyramid

o facilitat

{coordinated by a sophisticated Al

Pentarch Pyramid serves i second purpose, housed in
the complex of middle levels above the hangar space and
benearh the Al lighthouse chamber, This area serves as a
hospital dedicated 1o treating all forms of delererious Essence
expasure, especial
physically strong enough to scile the pyramid's thousands
of steps may do so, in which ease their dedleation and faith
ire the healing thar awairs them serves to atune them to
the enchantments of the facility, Individuals toe strangely
trarisformed o too weak to make the ascent cannor partake
of the borus, but they can still reach reavmenc if others
carry them to the top. (Those without faithiul friends willing
to do so can pay a nominal fee to ride in ambulance palan-
quins that scuttle up the staies on the backs of crab-shaped
elementals.) All treatment is free up front, but the hospital
bills mortals for payment after the fact based on the scope of
rreattnent. { The minimum Resources required isegual tothe
mutation points removed, up o a maximurm of five dots. [n
1 payment, he
may sipn away Hve veaes of indentured service per Resources
<ot of difference to seule the account. ) When parients die
curing treatment, the hospital bills their next of kin for the

Whld taine. Prospective patients who are

cases where the parient can afford only pa

o twis meees, While worn, the collar
prevents the atruned bearer
from suffering any il effeers
of being in Creation with
30 many mutation points,
The player also receives a
+2 bonus o all rolls vo resise
mutation from further exposure
the Wild, The larger models are rated
arthree dots and take the form of oversized aguarium cells
large-encugh to hold five people in monastic conditions,
thanigh really asa plorifted jail. These facilities need Repair
3 maintenance each week to keep their filrers cleaned and
leep them filled with the mostly clear alchemical Tiguid
in which patienrs gently float and breathe as if it were

attempr (with a one-dor grief discount). When physicians
wish to trear parienrs, they use senhility-conferring vats {see
sidebar). This rechnolo :

rants from the borders of Crearion to Pentareh Pyramid for
rreatment withour them dying of chaos wirthdrwal onroute,
These facilities also upgrade mortals with various mutations,

allows ships Lo transport mu-

blessings and implanes, though such upgrades may only be
purchased by an Exalred patron rather than the patients
themselves as o dererrent ro pilgrimages cluttering the steps
wirh hopeful 1
Game Effect:
Sacrifice (3}
irech clackwork engine
Workshop Manse (35 the docks are dedicated to magitech),
Comfore Zone (1) hospital area), Magical Conveniences
(1; automarically openingfclosing interior doors, partially
auromared dperaring theaters that supply all the tools needed
for Med low arbs chat softly
illuminate any room in which anyone s awake, sutomared
kirchens thar convert raw food materials inte meals custom-

28,

vel-3 Solarmanse. Drawbacks: Hearthstone

, Mainterance {5; constnt tuning of the mag-

woughour the structure). Powers:

sine-relared tasks, automated

railored o the dietiry limitations or allergies of patient
mutants and 2 special effect thar allows those who personally
ascend the steps in hope of rrearment to make a difficuley
3 [Sramina + Inregrivy] roll with success giving evervone in

the manse 4 three-die bonus o Medicine rolls o trear that
patient for as lomyg as he remaing on site}, Analytical Senses

nded wirth Pasisp’s Buried Whiskers (3 + 2; allows the

&
manse tostudy Bssence, either to disgnose a mutant's exact
state or priorivize the security elearances of Celestials or

el e

STABILITY-CONFERRING COLLAR/ VAT (ARTIFACT * OR ®
Thesedevicesfunction by rapidly flucruaring theaspectof a motonic field so thatthe energies resonateatasignature
Between the definitive realivy of Creation and the randomized flux of the Wyld, The smaller versions take the form
of o collar with a ene-dot rting and require that the wearer attune them for o commitment of one Willpower point

clear air. Those inside the tank receive the benefits as-
sociated with wearing the collar variant
and may have existing mutations
aradually removed by having 2
doctor modify the alchemical
formula in a careful regimen.
Treatment isadramaricaction
taking a number of weeks of
regular care equal to the mutarion
poiat costof the traits to be removed (10
hours per day mininum}. This number also serves as
thie difficulty of the (Inellicence + Medicine) roll ro
determine success, These cells can remove murations
comferted by sources other than the Wyld, bu this treat-
ment increases the difficulty of the roll by fwe:
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artifact vessels), Abiliry Enlighrenment {4; pureiew of Integ-
rity, Medicine, Occule and Sail, allowing ro it manage ship
traffic and assist with relevant medieal pursuits), Glorious

Halo of Hesiesh with Password Activation (2 + L; operates
by projecting light throngh hanks of colored ervseal emicrers
throughout the pyramid, allowing it ro signal ships like a
lighthouse and communicare data in hologlyphic displays
o those who make the appropriate command gestures),
Alrernace Locations (33 the massive size of the manse limirs
1t to two sires rather than the usual five)

THE ARCHIPELAGO OF XUR

Alarge cluster of Wyld-shaped islands rised to thenorth
of Wavecrest, Xur is an elaborate multi-tiered experiment in
war, faith and Exaltation commissioned by the Deliberative.
As part of that experiment, the islands are each different
sizes and shapes, with inequitable resource distribution 1o
engender inter-island resentment and hostiliy among the
populace. Some islands are virtual pars
deveoid of dangerous predavars. Others are blasted ruins of
jagged rock incapable of supporting any flora besides the
hardiest lichens,

I\‘(;‘ Ci‘ ans ll‘r'\. on Xu]‘. IWlhlL‘\ld, URJLl] lht:lﬂ[] 1541 mdr‘»
pendent military camp run by a Tereestrial Exalt of taimyo
rank whoserves ascommandant, Under these officers’ diligent
and brutal supervision, a corps of elite punzosha commandos
handpicked from across Creation trains in constant war games
st soldiers from ocher islands. The officers make exten-
2 use of Tiger-Dragon Drill Approach in these games (see
sidebar). Each camp has its own philosophy of warfare and
pierycarefully cratied by the Solar generals overseving Project
Xur. Although fanatic loyalty to the Lawgivers s universal,
doctrinal variations make the war games more akin to holy

rars. Given the savagery of these disputes, only the limired
scile of deployed armament prevents vicrors from wiping their
rivals off the map and razing their islands to bedrock.

In addition to its oceanic islands, Xur also serves as
the buse platform for the Western Titan foreress Flome That
Marched Against the Sea. Although rthe citadel paerols the
entite West, the skyship spends most of its time suspended
aver the <|TL|upengo by a paramagnetic web gencrated by
mimses located throughour the island chain, While docked
i this invisible energy field, the vessel requires compara-
tively minimal upkeep and fuel, maximizing efficiency for
what iy otherwise the most grossly wasteful weapon system
currently ficlded by the Deliberative. The Solar masters of
Project Xur overlook the inter-camp skirmishes from the
palatial comfart of chis base, using the vessel's Al o archive
aned unalyze ench war pame.

Project Xurreliably produces the finest mortal soldiers of
any tiger warrior facility in Creation, Those who survlve the
first year have more combar experience than (and superior
training to) many Dragon- Blooded units, with veterans acan
astonishing #4 percent enlightened Essence rate by the end
of their second vear. Graduates of the five-year program can

clises, with lush jungles

look forward o immediate placement at the ahsolure upper
echelons of mortal rank within the Army of the Delibera-
rive, although about a third go on 1o become hodyeuards
in Solar retinues instead. As far as any of the gunzosha
or their Dragon-Blooded overscers know, this training is
the sole reason Xur exists. The fanavicism instilled by the
training regimen, however, provides the sceond tier of the
experiment—with each orthodoxy hypothesized and rested
ro caleulate the theoinfrastructural formula that maximizes
motenic yield from cult pravers.

The third goal of Project Xur is the primary reason the
archipelago exists at all. With that many skilled morrals
lected for their excellence and conviction gathered inan
environment of perpetual conflict and heroie opportunity,
Solar Exalration isn't so much a possibility as a foregome
conclusion: By carefully controlling and recording as many
of the operant variables surrounding each such Exaltation
as possible, the project aims o solate and deerypt the
parameters Autochthon encoded in the proc With
this informarion, it might be possible to reverse engin
Exalration or even upgrade an existing Solar Essence with
backdoor protocols. Unsurprisingly, Lyrek, the God of
Exaltation, is a frequent honored guest at the Flame Thar
Marched Agaimstthe Seaand has Solar-level guarters reserved
for him aboard the citadel. He doe:
information to add, belng the careaker of a largely anro-
nomic metaphysical process, but he does what he ean and
is very grareful for the opportunicy to take a more hands-on
approach to his dominion.

Project Xur's current administeator is Stratcgos Kan-
Hur, a 900-vear-old member of the Dawn Caste assigned o
develap superweapons for the Deliberative. Because of his
extreme vocal distaste for the wastefulness of the Tians, he is
nor Flame That Marched Against the Sea’scommander and has
nothing ra o with its operation or chain of command, The
fact that he outranks the Tiran commander, however, keeps
him conrentedly aurenomous in his office-labaratory within
the fortress when he isn't vacationing in his island sancruary
thousands of miles west into Pure Chaos, Under Kan-Hur's
auidance, a Celestial chink rank labors on a variery of initia-
rives other than Project Xur, including the skyship-focused
Project Shrike, the godstrider-focused Project Triumphant
Stratagem anl several others of lesser ractical significance.
Kan-Hur specifically requisitions the most intelligent Solars
wha Exalr in Xur 1o join the oversight of the archipelago,
revealing the full purpose of the islands while complimenting
them for rising tathe top. The fisstassignment given to these
employees is to study and prepare an exhaustive report an
theirown Exulration, both from personal experience andusing
thesensorrecords aboard the Tiran, These exhaustive reports
somietimes take years to complete according to the general's
exacring specifications, bue its not as though Lawgivers are
shiart on time. Most Solars rransfer to other oppertunities in
the Realm upon completion of their reports, but some stay
on ra ceafr amel refine martial ideologies for the camps,

i
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TiGER-DRAGON DRILL APPROACH
Cost: 5m, 2wp; Mins: War 5; Essence 4; Type:
Simple
Keywords: None
Duration: Indefinice
Prerequisite Charms: Tireless Footfalls Cadence,
Blazing Courageous Swordsman Inspiration

While Dragon-Bloaded cannot train units as
well as Solars, those of sufficient ractical skill and
dedication may rransform themselves o incarnate
extensions af a Laweiver general. Tiger-Dragon Dinill
Approach may be activated only upon graduating
from a week of Tiger Warrior Training Technigque as
pare of & unit {see Exalted, p. 198). Doing so binds
the Terrestrial to his reacher with an Intimacy of
lovalry that cannot be eroded as long us this Charm
remains aetive. Mare imporrantly, the Drigon-Blood
temporarily learns Tiger Warrior Training Technique
for this Charm's duration with two limitations. First,
he ¢an train units only in the trait he was trained in
when he activated the Charm. Second, he can use
the Charm ealy in fulfillment of direct orders from
the Solar who taughr him. The death of thar Solar
prematurely ends rhis Charm, revoking the Tertes-
urial's ability ro create further riger warriors uncl he
can find a new Lawgiver patron.

Trran-Crass Aerial CITADEL
(ArTIFACT N/ A)

Bigger than many mountains, the four directional Taans
embody the gratuitous pinnacle of the Realm's acrial fleer,
replacing the directional mobile placforms built during the
Frimeordial War as the predominant military bastions of the

“Thresheld, In standard flight mode, the pentagonal zigaurar
hulls stretch more than five miles at their widest pointanda
mile [rom base ro peak, allowing them w shade entire cities
heneath them, The fortresses can also expand into a siege
configuration eight miles acrass, separating the outer hull
into five equal triangular segments connected to a circular
inner hull =0 the Eve of Judgment weapon system within
it can fire. Must of the superstructure is built from living
stone monoliths cultured in genesis labs from behemoth
argan remplates and symbiotically grafted together onto a
magitech skeleron af jade alloy. This synthesis of living and
non-living technology allows the hull 1o regenerate from
damage and perform limited autonemic upkeep withoue
the merabolic complications of a fully organic vessel. For
conventional armament, the citadels moune 500 Essence
beam cannons ser in turrer emplacements over the entire
hull, allowing roughly 100 cimmons to converge fire on any
point within range as coordinated by the onboard AL Ifthese
bareages prove insufficient, the Eye of [udgmentsuperweapon
is a one-mile-wide cireular eryseallized orchaleum lens that
aggressively ahsorbs ambient sunlight from the area and

comwerts it intoa cotuscating pulse that can ignite an entire
metropolis with a jade-melting holocaust of solar fire. As
commang hases, Tizans also have 50 thousand-forged dragon
taunch silos for continent-spanning infrastructural assaults,
as well as hangars for hundreds of skyships of varying sizes.
{See The Books of Sorcery;, Vol. —Wonders of the Lost
Age,pp. |13 113, formore infoon thousand-forged dragons. )
Besides their nearly indestructible Shaping-resistant hulls,
the vessels can project an extremely powerful Essence shield,
thaugh theshield isdeployed againsconly those enemy forces
deemeil a direct threar to the security of the ship—which is
Lo say d]m\“\[ never

Titans exist for rwo purposes. First, they are among the
most visitle and awesome displays of Exalted power ¢
conceived, so their mere presence on the harizon is sutf
to cow enemies into submission and bolster allies withour
ever firing a shor. In this capacity, each of the four citadels
drifts over its direcrion in semi-regular patrels or in response
tosignificant domestic unrest. Second, the fortresses provide
a central stronghold agamst the slim possibility of the Yozis'
escape or theoretical mcursion by shinma aspects or alien
Primordials dwelling in outermest chaos who have yer to
stumhle upon Creation, To prepare for such invasions, the
Tirans and their support flects engage in war games every
few decades ugaingt armies of bound Third Circle demons
and other similar force-level combatanes such as the Kukla
in arder o keep the crew ready and develop new Armaged-
don serategies. To support these two missions, each Titan
alse conraing a full factory-cathedral-equivalent workshop
wirh archival remplates of every artifact deemed important
enough to preserve in the extreme event it must abandon
Creanion and colonize the Wyld, The archives posse
larly comprehensive biotemplates, though the forrresses do
nor have onhoard penesis labs and would have o construce

e
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many such facilities wirh their manofacrories before they
could mass produce extinet species roself-sustaining viabilivy.
Since such dire conditions have yer to present themselves,
the workshops mostly carry oue the Deliberarive-sancrioned
pet prajects of prominent Solar elders, such as Kan-Hur's
superweapon research projects,

The first of the Tians ook more than half a millen-
nium 1o construct, though advances in technology reduced
this period to o nwere 240 vears for the fourth. I is 2 poine of
pridein the Realin that none of the Titans have ever rouched
the ground, since they were acrually assembled in midair by
means of paramagnetic suspension uneil they could hold
themselves aloft and have remained in the sly ever since.
Although their construction sipnificantly drained Realm
resources, the primary objection to their existence is the
ongoing exorbitance of their upkeep and rhe not-enrirely-
inaccurate assumption that they simply aren’ necessary
iven that the Exalted are already superior weapons as a hese
and didn't need the Tigns o bear the Paimordials. Militant
supportess of the mobile war ciries arpue thar ne expense is
1o great @ secure peace anel thar
takenagamest invasion by somethingworse. The debare in the
Dicliberativeneverquiredies out, though ageressive lokbying
battles flage up only every few years as orher factions ook ra
allocate some of those resources toward their own initiatives.
matter of security, command of a Tiran goes to a Solar
of exeeprional tactical skill and accomphshment, bue not
the eldest warlords, who might feel more rempred 1o pursue
their own agendas rather than the imtereses of the Delibera-
tive, Typreally, commanders serve a decade at a time hefore
being promoted 1o higher positions within the Army of the
Deliberative commund siructure. Given the prestige involved,
competition isextremely fierce. Rivalry is equally fierce with
other branches of the military, especially in the Wesr, where
Admiral Leviathan's Navy and the Titen tleers conscantly
seek o ene up each other in joint military exercises.

Each Titan bears a naome commemorating victory over a
Primordialloosely assoviated with theelement of thedirecrian
thetortress oversees, Therefore, Flame Thar Marched Agamst
the Sea, Harmomious Gale, Scartered Petals of the Thousand-
Toothed Blossem aned Ousis wbom the Fdge of Eremity stand
¢ perperual insult to Kimbery (West), Adorjan (North),
Meragaos (East) and Ceeelyne (South), respectively.
Speed: 10/20mph (5/1Cmph while shielded or in siege
configuration)

Maneuverability: -45 (Lote 5, Sail 3)

Endurance: Tians hasvest their own Essence. They require
Repair & mamtenance cvery week by o 100-member team
fonly once per month while suspende
weh), Each missed upkeep disables the following syseems in
T dc[‘.\lel]i.\r\'ﬁ‘,‘ﬁl&:ia‘.k(1n|.|qugT|1cwurk.\anJﬂdJHDthcl
ystems oot assaciated with acrual operation), siege made,
energy shield, Essence cannons, maneuvering engines and
tinally AL If its Al is desabled, a fortress exists in a state of
depleted hibernation as an mert mountain held alofr only

WETY Precattion must be

il paramagnetic

by sufficiently strong geomancy upon whicl its lmmortal
stone can re
Crew: 5,000/(-1 mancuverability per 1000 less crew,
minimurm skeleton 2,000 also requires funcrional Al and
Solar commander arnmed o hologlvphic conrrol dals for
10 motes); (1,000 officers: Lore 4, Sail 4: 4000 auxiliary
personnel: Lore: 3, Sail 2)

Cargo:r An entire ciry-sized complex of hangars, vaults,
laberatories and barracks, wirh effectively unlimired storage
appropriate o this seale.

Armor: 60LAOCE (When activared, the ablative Essence
shield is solid to demarerialized heings, complerely impervi-
ous ta Shaping etfvets and has Hardness of 100L/100B. Any
accack that would penerrare ir collapses the barrier withour
damaging the Tiran and rhe shield cannor be reactivared
until it has received Repair § maintenance. )

Health Levels: 1x 2000« 100/ 5001330/ { Due taa Titan's
size, each artack against ivcannot inflict more levels of dam-
an che artncker’s Essence oran artitact weapon's rating,
whichever is higher o uren atracks encompassing most
of the vessel's volume inflice damage normally.)

Weapons:

500 Essence Benmn Cannons: Speed 3, Accuracy {gunner’s
Wits + Archery + 2; turrers provide relescopic Essence sight
and highlight the current targer selecred by the citadel's
Al so that gunmers can see and attack virtually any rarget
i range and fire coverage ), Damage |51 piercing (damages
everything within five yands of impacr; affecrs demarerial-
1zed beings normally), Range one mile, Rare 1 {commander
can use control dais ro override and remotely fire any of the
cannans; atherwise each is manned by its own ganner)
Eye of Judgment: Speed 7 fopening the hull to ready this
weapon or closing back ro flighe mode takes 10 minuces),
Accuracy Perfect {eannor rarger individual objecrs; lens
fires a one-mile-wide pillar of light srraighr down), Damage
1O0L lewels of piercing {agaravated o creatures of darkness;
permanently abliterates killed spiries and sears deceased
mortalsoulsinte Lethe; the expanding holocavsr ripple skims
outward from the peint ol impact witha blast wave crestingat
100 yards high 1o radius of five miles, damaging everything
material and immaterial in the ripple’s path nor proreceed
with a perfect defense), Range Special (sce Accuracy), Rate
Mhour (during day) or Tnight (Tocusing the iconic anima ot
the commander marher than hamessing sunlighe)

Other Notes: The living stone armeor of a Tiran can heal
itselt, albeir extremely slowly—one bashing level per week.
one lethal per month, ane aggravared per vear. The living
scone armor protects inhabitants against Wld exposure and
similar radiation up to Middlemarches-srrength, though
anything seranger requires the shiclds. Asa final life-support
measure, the unshielded living rack muraces in the presence
of stronger energics, growing o stabilizing carapace in the
course of a minute thac fully obscures the ship's Essence
and protects inhabitants fram eranstormation. The carapace
completely weapacitates all systems orher than levitation
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and respirarion unril removed as per repairing a broken
Repair 6 arritaer.

Tiean forrresses are simply too large to power with hearth-
stones, as it would rake 2 quarrer of the geomantic gems of a
Threshald direcrion rodosoand would present unaceeptable
risk of saborage. A small bank of protoshinmaic vortexes
(see Lords of Creation, p. 93) would suffice, but that tech-
noedogy is simply roo new and roo unseable to merit refic for
several cenruries yer. Fortunately, the pardally living hulls
embed maost of the superstructure with thousands of miles
worth of respiration microfilaments, allowing the vessel
power irself by draining ambient Essence. In flight mode,
all manses and demesnes within 25 miles of the Titan are
comsidered o have a rating one dot less than normal. {This
drain does ot diminish or disable hearchstone ratings.) In
sieae mode, the drain incresses to two dots and temporar-
ily disables hearthstones from drained manses. With both
mades, full power resumes as soan as the fortress leaves the
ares Without major refitting, a Titan cannot stay aloft in
Essence-dend arcas such as the Underworld.

[f &t Titan reacior is destroyed {or deliberately overloaded for
self-destruer), the resulting explosion inflicrs effectively infi-
mire damage to every materisl and immacerial object within
500 miles, obliterating thie geography of thac area {though
on land, the ermter quickly fills in with lava bleeding up from
henearh). Cmly those with perfeet defenses survive.

RuINs oF OKEANOS

Once a deep trench in the ocean tloor, the dream of
Okeanos began with a primitive Drapon King shaman called
Urmnog who dreamed of a towering volcano consecrated to
the Unconguered Sun. To fulfill this vision, the Mosok
tribes turned their luminous crystal weapons againse the
chasim where the Eben Dragon once swam, wounding the
earth with geomantic weapons until it shook in ageny and
splicapart to birch the apocalypse dragon Kukla. The Dragon
Kings never learned whether the tectonic event actually
spawned the monster or merely released it from a more
ancient prison where others of its kind might exist, though
bathschools of thought agreed that furcherexcavation would
be imprudent. After the Kukla's voleanic rampage quelled
entough for the Incarmae to herd it away and imprison it, the
dragon's birchplace cooled into a vast continent s quarter the
size of the Dlessed Isle. Over this land, Mount Kukluk shone
like a lighthouse ro the West, its golden smoke illuminared
by the molten orichaleum rhat welled from the depths and
pooled in the sacred crarer. To honor this living cathedral
to the sun, the Mosok who settled the conrinent fed daily
sacrifices to the mountain each noon, sometimes hundreds
at a time to celebrate the haliest feasts. Okeanos rapidly
became a paradise where Dragon King civilization flourished
and dominated the region. Far untold centuries, the repriles
it the Westand am

siadors

received tribute fram most rac
from the handful of peers who rivaled their might. Even
the proud and viciously independent Lintha gave mrinkets

1o burn in Kukluk’s heart, lest insult enrage the Mosok to
rally the breeds of the other direcrions o make war on the
children of Kimbery. Even after the creation of humanity,
Okeanos remained curiously egalicarian, itscapital, Amphion,

known as a place where penirenrs of all species who heard
the dreams of the Unconquered Sun could come and give
those dreams back to the moungain fire. All were humbled
before the golden basin, sa humans and Dragon Kings lived
side by side with less of the benevolent reprilian ryranny thar
marked interspecies relations e

During the War, Okeanos unilarerally sided with the
gods and built most of the tleers deploved apainst the Pri-

where.

mordials. Most non-human inhahitanes acrually forsook
their ancestral loyalries to join in this cause rather than flee
to their homelands, making some of these families the Lt
of their kind after the Exalred desrroyed rheir lovalist kin.
Many of those Chosen by the gods in the West hailed from
the subcontinent, where Siakal trained them in the most
Brutal strategies of naval conquest unleashed in the hisrory
of Crearion. Where rhe Exalred passed, the waves durkened
wirth gore and the thrashing jaws of the shark poddess’s
ravenous children.

Sadly, Okeanas did not live to reap the rewards of its
riumph. The Age of Splendor had barely dawned when the
conrinent sharrered and quenched the hungry fire of Kukluk
intheeven-hungriersea. While the Exalted mitgated asmuch
of the damage as they could, rhe loss changed the face of the
West and destroyed the Last bastion of Masok survivors from
the War. The legendary social justice of Amphion drowned
with its hallowed walls. Never again would so many sapient
races ii\v’?‘ among \“(K.h \"h&“' in peace l?l‘[]ui\lil coOmmon ]ll\\ .
While conspiracy theorises have long suspected the Exalted
destroyed Okeanos to prevent its idenlogy from spreading 1o
the resr of Creation and threatening the stricter authority
of their Creation-Ruling Mandate, most evidence points
to some Primordial retaliation or a cosmological aftershock
of the War. Regardless, only rhe peaks of Okeanos remain
as dorted archipelagos, their remnants no longer united or
worthy of that ancient name.

DarkmisT IsLE

Once partof Kukluk's crater, the blighred northernmast
frapment of Okeanos has remained under strict quarantine
for most of the Age of Splendor, guarded by a small flotilla
of submersible automaton warships programmed to destray
anv inrruding sel unless they derecr a Celestial anima
aboard. The only way to ger onto the island without facing
this blockade is to arrive by means of the Celestial ga
which also generally restricts access to Celestial Exalred who
can access Yu-Shan.

As the tirst known shadowland in Crearion, Darkmist is
considered equal parts abomination and opportunity, whick
is the main reason the Deliberative has not inv | the
effort to repair it. Fach rime o well-intentioned Exalt puts
farward a metion to cleanse the land, anunlikely consortium
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of sorcerers, necromancers and soulsteel-using arrificers
{wha often detest ome another) comes rogether ro block rhe
asure. While official highly classified Celestinl expedirions
to the island have taken place every century or so sinee the
destruction of Oleanos, most expeditions ro the island are
anything buc official. These covert visits generally involve
the pet projects of Celestials who want access o rthe unigue

resources of the Underworld or seck necromanric iniriarion.
Like rnany such pet projects, the illegality of the

seldom leads to sanctions unless matters get our of hand,

s endeavors

especially given thar forays into the realm of the dead have

yielded so many creasures wdate

AMPHION

Constructed on thesourhern slope of Moune Kuldul, the
shining metrapolis of Amphion suftered the full brunt of the
cataclysm and was buried in lva during the voleano's final
eruption. While this disaster resulted in almost roral foss of
lite for the urban populace, the cooled lava preserved many
of the artifact buildings in pristine condicion beneath chick
layers ol rock, making Amphion a veritable wonderland for
archeologists and treasure -hunters, Unforrunately for would-
be looters, the Darkmise blockade covers the northern mwo
¥ [hwwe whoseray inro the forbidden warers
the Deliberative’s mechanical krakens do

quickly learn tha
not bother with war

ning shots, More than one expedition

has premacurely ended with an overeager hisrorian snarched

up by metal tentacles toa In spire of this damger
{and sometimes hecause of it), new re
least omce a year, hoping w claim a lvle of the Okeanos
legend tor themselves.

THE CORAL ARCHIFELAGO

The easiern (eagments of Okennos have become known
as the Coral Archipelago, consissing of five moderarely sized
iskands surrounded by 18 smaller coral atolls for which the
landmass s named. Lacking ahundanr narural resources, the
area was never one of the more prosperous resions of Okeanas,
Lut this inequity toughened the populace and contribured
Hexllowing the caraclysm. Froma
hackwaceragrarian provinee, the new island chain expanded
its hegemony over smaller neighbors uneil the Realm decided
Lo colonize it in the name of the Crearion-Ruling Mandare.
The people of Coral fough back against rhis challenge ra their
soverelenty but could not stand againse the Chosen. They
woluntarily surrendered after o year of hlockades resuled in
widespread fumine, Cornlsocieryadapred roits new overlards
in a single generation, embracing rapid rechnological and
social modernizarion with un eagerness rthar hoth surprised
and delighted the Deliberatives All vestiges of Okeanos-era
poverty disappenred inrhe ensuing decades s Coral grew into
the primary bureaucratic hub of the Northwess, coordinaring
the political and economic resources allocared rhroughout

wreh tesms come ar

sinificantly totheirsurvi

the geographic region,
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THe Beack Mirror [ArTIFACT N/ A)

One of the most hizarre and terrible treasures recavered from Amphion currently sits in a vault belonging to
the Most Supreme Hierophant—an artifact deemed far too dangerous to lec most Exalted even know it exists. The
Lunar whe discavered it chought it might be connected to the destruction of Okeanos based on its location near
the geomantic center of the ruins, though she did not find divect evidence to support her speculation. Much to her
frustration, she has nor received official permission w return to the blockaded area for more official archeological

Made of an unknown and seemingly indestructible
alloy of suulsteel with quicksilver ripples like the blood
of the Neverborn, the Black Mirror is o jagged object
raughly two yvards square and thin as a blade. Any
ghost or mortal heing who touches iespends the rest

of the scene curled in a feral position screaming
puage that makes
all who hearit bleed from the eyes and cars—
anunnerving but purely cosmeric effecr. At

&

inan incomprebiensi

scene’send, theunfortunite perishes utterly
and his shattered soul phmges into the
Abyss, Other magical heings fare hetter,
onlylosimgall of their Willpower points
and experiencing a waking nightmare
of the Neverborn that haants them
for years afterward.

It is not these properties that
make the mirrar o terrible, haw-
ever, Whena Solar looks o, sk

ces herselfreflecred

WTOnY, hUW caste ﬂl'rl]'l( l)]][ill1EEi l“r £l Lll'rlTl'L’ll hlﬂﬁk l‘mnd a8
ifits golden fire had seared her. I she touches the mireor,
shiecan pay five Willpower peints toresist its power, Ifshe

Maod
found in the West outside Clepsys or the private domains of
the Celestal Exalted, Rather than “wasting thelr potential”
with agrarian or induseeial labors, most of the populace work
s buresmucrats aned other low-level govermmenl olficials in
the service of the Realm and its Exalted culers, Many among
these legions of clerks and seribes grow their fingernatls long
'r“‘\l “rll.\]lll‘.l’ I ‘K‘Wl] hl:h L(‘l(ll'h .I]!P]U]![Lll! 1 lI]\.'ll I"\Ilei‘ll L
aw attention Lo the fct that theie hands have not seen
hard physical labor, though the fashion is considered crass
in conservauve communitics. It i alse considered highly
fashionable o hoard talismans and minor artifacts ol dubious
utilitarian value, especially i the owner has no actual need
for the device, Thaumaturges capable of churning out these
lenst relics can charge \Ji:.su.‘[u:h- ]u;_{!l prices and still expect
more business than they can handle, Macters get even more
out of hand in Azure City, where owning ourdated seyles of
artilacts s consicdered a worse faux pas than owning none at

1 Coral enjoys el of bascline prosperiey noc

atl. Ar least paupers and religious asceties have an excuse,

fieldwark and is considering mounting an illicic expedition instead.

doesn’t she temporarily loses all ot her
SolarCharms for each Abilityand gains
an equivalentnumberof Abyssal Charms

for thar Abilicy—selected by her player
fromamong those forwhich she meets trait
minimums. (Theselection may bedifferent
witheachuse.) She also gains onedorof the
Whispers Background as a training effect
costing three experience points with each
use {maximum Whispers 5). While tainced
by this power, she is considered a creature of
Jdarkness and outside fate, with her caste mark
charring its reflected outline when it flares. She
fundamentally remains a Solar-in spite of these
changes, however. The alteration lasts only until the
end of her next Limit Break, though conferred Whispers
dotsare permanent. Until she returnsto normal, the mirror
restores one Willpower point the first time she touches it
in ascene as she fantasizes about murdering her enemies.
If the mirror has other powers, they remain undiscovered.
Forinformiation on Abyssal Charms and Whispers, see The
Manual of Exalted Power—The Abyssals.

Although the Exaleed have litdle in the way of gender
preferences for the assignments they give their subordinares,
Coral society self-segregates to keep most of itstemales on the
land with males working in travel-heavy jobs that take them
toother islands. Lunar sociologists trace this phenomenon to
lingering cultural anxiery from the Okeanos cataclysm, after
whichwomen were significantly more important tethe area's
efforts te repopulate. Far from diminishing the opportunities
available o Coral women, this protective ethos affords them
significantly more opportunities todirectly nerwork with the
Exalted and secure superior positions in the bureaucracy.
CORMORANT

Onee the southemmaost provinee of Okeanos and the
rels that butle the Westernnavy for the
smorcdial War, Cormorant survived the

site of the vast ship

Exal

d during
ment, While its distance
Tron the epicenter of Mount Kukluk cert

cataclysim better than uny other i

aindy helped, it was
the forrificd artifact levees of the shipyards that held back

120
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the sea long enough for the Exalred rescue fleers, The Cho-
sent labored side by sile with Judeborn engineers for weeks
o shore up Cormorant’s geographic foundations, literally
paving the way for Aurochrhon’s avarar sphere w descend
from the heavens and levirate the entire landmass onte a
nearby peale. In many ways, this joint rescue effort served a
final epitaph to the cooperative spirit of Okeanos, the last
necasion when the Dragon Kings, Jadchorn and Exalred
worked ragerher as equals.,

The relocared and diminshed Cormarant remained an
Exalred naval base, though its shipyards quickly fell behind
the times as technological progress increased exponentially
thraugheut Exalted-congrolled lands, It would have cost
more to rehir the factories than it did o build betrer ones
elsewhere, so most of the facilities shut down within three
generations. Therest fucused on producing “guaint” historical
replicas for museums and the private collections of Celestial
Exalted vererans. Without the shipyaeds, most of the populace
emigrated to orher islands in search of beteer livelihoods,
leaving only the poorest to continue a melancholy tourise
trade in Okeanos relics.

The modern citizens of Cormormnt still caret w arche-
stsand sighrseers, their primitive way of [ife unchanged
since the dawn of the Age except perhaps for incres
biererness. The ishnders supplement their tourism by fishing
thewaters to the south tor Cormeran cels, widely considered
a delicacy throughour rhe region and parts of the Realm.
Exalred who make port at Conmorant can exp
Carmor yourhs fol lowing them and hegging for the opportu-
niry ta join their retinues. The fact that these beggars will do
almast anything ro ger away from the poverty of the island
is quite well known to Chosen looking to spice up a shore
Teave. The phrase “hungry as a Cormor whore™ is infamous
throughout the West.

ale

ing

ot dozens of

y of the I
Navy, but in practice, the Realm doesn't waste any offi
w oversee the place now that it no longer has any strategic
value. In the absence of official authocicy, the small Gens
af Diagon-Blooded shipwrights who build hustorical replica
vessels aces as the e facto pencekeeping autharity. Mostly,
theugh, no one borhers ro rell the Cormors what todoas long
as they don't cause trouble. Of course, given the impartance
of the toursm trade to the island's survival, cavsing trouble
15 alour the last rhing the inhabitanes wane o de.

OKEANOS-THAT-Is

Lacking strategic facilitie to Cotmorant's
shipyards, the other island remnants of sourhern Okeanos
did not henefit from a coordinated Exalred s
and were largely abandoned by rthe of the world, net
even deemed worthy of a label beside their cartographic
entries on mest maps, In the absence of
collapsed into viclentanarchy befor
antagonistic raider tribal scrucrure. The only visicors these
islancs received for several centuries oecasional Exalted

Palicically, Cormorint is proper

comparahle

operition

i, the survivars

rabilizing

fritoa loosely

121

chrwish

rour dioohserve an Okeanos-derivarive culture
“yntouched” by contact with the Realm (complerely ignor-
low livtle genuine Okeanos culture survived the vast
sociologicil upheaval of the cataclysm and post-apocalypuic
mentality), While Coral lourished and Cormorane sragnared
en Darkmist Isle became u danger-

in

toy drrelevance and e

ous and unique treasure, the wribes thar called themselves
Okeanos- That-1s sank into e Iy

r-grearer poverty. The on
figure of any note who has ever taken an acrive interest in

the island chain s the goddess Siakal, who recently relocated

the main entrance 10 her deep water sanctum nearby to take
advantiyg s the tribes inflice upon each other
15 scarce. The warring chietrains feel no

of the massace

whenever food ¢
particular pratiiede for the “parronage” Sinkal's presence
lends to their warlare, especially given the oneraus burden
her regular appeasement sacrifices place on rhe economy and
populations, By teeary, the shamans ofeach rribe have agreed
not tostarl a bidding war for Siakal’s favor
only result in mutual destroction. Thae doesn’t stop o few
short-sighte s from cheating now and again, though,
with appropriately unpleasant resules. Desperare rrikes ofien
pool their remaining resources tobribe disreputable Terrestri-
alsor bored Halt-Caste bastards te fight on their behalf ns
champion mercenaries. The istands of Amphiro, Kerkeis,
Okirho, Suadela and Peteaya all host sprawling estares be-
wder-king

nee that could

Lwrl

families of former Terresrrinl
ries who pillaged great fortunes in the contlice and
1t carve out territories tor themselves.

[anging to the ms

meTs

sty

WAVECREST

Although nor technically part of Okeanos, the
Wavecrestisland chain developed in that continent’s liveral
and cultural shadow. None of the chain's voleanoes could
compare with Moune Kuklok, burthe shamans who dwelled
near their burning peaks seill gave offerings o the liquid
tflames, hoping o rasee some of Okeanos” grace from the
voleane gods. Owver time, this culrural simil

ity drew the
Lwa nations into acommon political sphere, wich Wavecrest
always the junior pirmerin the relationship, The catac
changed everv

ing, imumdaring Wavecrest’s slands with
twin flopds of rsunamis and refugees, The Iragile economy
sharteredunder rhe joinr onshimght, mirroring and exceeding
the violence ot Okeanos-That-s. Early Solar intervention
tocused on terratorming the land for greacer fercility, on the
assumprion that grearer prosperity would reduce the need
for raiding. The rheory failed miserably, as the resultant

population spike exponentially increased competition for
limited rescurces, leaving the Deliberative with a choice
between allowing a genoeidal escalation or negotianng a
peace sertlement herween the islands. Deeming the former

more costly in the long nm, a diplomatic contingent of
Eclipse Caste Solars and Waxing Moon Lunars gathered a
canclave af the valeann gods and negotiated a new secial
paradigm to mainrin the flow of sacrifices wichout open
watfare, It teok time o convinee all the gads, but faced

.
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with combined pressure in Creation and subtler mamen-
vers in Yu-Shan, the magma kings grudgingly conceded
tor the peace, A suddenly inired Wavecrest stepped in 1o
replace Okeanos us the primary breadhasler of the Woest,

supplying the ever-expanding colonies along the fronriers
of the Wyld, Te keep the mouncains quiedy smoking,
their priests sacrificed criminals at holidays and following
impertant astroloical events, serving as a powerful derer-
rent o misconduct,

Modern Wavecrest operares as a subservienr admin-
istrative plutocratic regime coordinating irs agricultural

facilities to maximize production on all levels of infra-
structure, The government is not so much dictatorial or
military as it is cificiently strucrured, affording caleulated
recreational opportunities ar staged intervals throushout
the work shifts to promore employee wellness and morale.
Far those who accept this starion in life, the worlc is quite
manageable and affords a berrer quality of life than froncier
tslands, Disconrent yourhs rarely linger for long to mar the
peace, as they receive formal shunning and incessant police
suggestions to sail for the colonies with crop shipmenis,
Since continued defiance of social mores generally leads
to arrest andd porential sacrifice to the volcano gods, the
Wavecrest citizenty enjoy surreal ranquility surpassing
any of their neighbors. This pacificarion is so rotal, in fact,
that the Realm barely srarions any milicary presence on
the islands themselves, though whaole fleets of naval ves
sels escort the constant flow of supply convoys outhound
o the colonies. Perbaps unsurprisingly, the stroceured
peace of Wavecres seldom keeps the interest of individusl
Celestial Exalrs for very long. The only Exalted who truly
appreciate the security of the voleano chan are srability-
minded Terrestrinls.

THE OceaN FLoor

While most Realm colonial efforts focus on raising new
islands ouc of the Wyld and populating them with a butfer
population to hold back the tides of chaos, the matter of the
intervening seas and sea beds presents a more complicated
challenge. [tis not as though the Exaleed cannot explore or
master the depths. ‘Water-aspected Terrestrials and Lunars
with the right ferms can do so triy aned others can
develop Charms or use artifacts 1o facilicare anderwater
acdventures, Marral populations require significantly greater
magical resources tosustain long-termundervwarer colonies,
however, which increases the costs to establish and main-
rain such sertlements. Life-support systems can always tail,
as highly publicized examples of aceidents and deliberate
geomantic sabotage has proven. A minor inconvenience for
a surtace colony can end with hundreds or even thousands
dead before a qualified technician can fix malfuncrioning
environmental systems, OF conrse, adapring the colonists to
the environment tather than the other way around carries
its own problems. Many morrals won't velhmrarily acquire
ruratiens, and forced eugenic programs risk drawing Delib-

alitivns,
gineering project

artal-rights

erative censure of interference by
Todare, the most successful sub-specie
toexpund “human” conerel of the seabed remains the people
of the sea. They base their tiem out of the submerged
city of Jalarin ut have colonized much of the northern half
of the Wesrern Ocean in seattered settlements. Although ir
is technically subjecr ro the Crearion-Ruling Mandate, the
prehuman race of pelagtals claims vast truces of Southwestern
waters by ancestral right, foreing the Re
expansions careful ly ro avoid uniting disparate pelagial tribes
inafurile (burfruscrating) act of concerted defiance, Berween
these rwo peoples—one a relic of the past i the ather a
bield sgenda tor the furure—a diverse mix of assorred Wyld
mutants, rare aquaric beastmen, Lintha monsters
castafts from genesis experiments, strange pods, stranger
clementals and unimaginably weird encd of sentient
nom-human species round out the eceentric fringes of the
deep-warer popularions of the Western Ocean,

JALARIN

From ics foundations northwest of Caral, the gleaming
spires of Jalarin rise more than a dozen stories above the
waves, providing moaring docks ro retuel skyvships and give
their crews an exotic “shore” leave experience like nothing
else in Creation, Adrfilled environmenral domes allow
surface dwellers a majestic view of Jalarin’s public facilities
and visitor accommod: well as house the centeal
genesis hosprial where rich or powerful morrals can purchase
the long life and aquaric freedom g
the sea, Even some among the Exalted come to receive this
transformation, with each such occasion celebrared asa ciry-
wide holiday for Celesual Exalts (or an exrended momant of
respectful silence for Dragon-Blooded converrs)

Only a third of the city has life-supporr systems for air-
breathers. The rest of Jalarin can only he reached by the tens
of thousands of gill-bearing inhabiranrs venruring through

ivil

i,

anted o the peaple of

airlocks inco the surrounding waters, There, farmers cultivate
kelp on the seabed and farm large crusrtaceans ra augment
the fruits of rheir gardens, while warriors, including one

gunzosha camp, drill with submersible fighrer craft asspecial
sub-marine commandos of the Deliberative Navy. Perhaps
the mest mportant duty given to the people of the sea is
the containment of Darkmist Isle’s shadowland, which they
have bounded with public works improvemenes o hold in the
mky warers and keep them from sprending along the ocean
hed. Unlike many surface dwellers, the inhabitants of Jalarin
know exactly where the borders of forbidden warers begin

and seldom suffer accidents wirh rhe anromared klockade
Deliberate expeditions to the sunken ruins of Okeanos are
another matter encirely. The Deliberitive has wssumed a
"dan’t ask, don't cell” stance tw these advenrures as long as
any dangerous or powerful relics end vp in Exalred hands.

Rules for plaving people of the sen (and orher sich races)
can be found on pp. 137-160 of The Compass of Celestial
Directions [I—The Wyld.
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THE CiTy OF THE SHINING REEFS
Much like Jalarin, the City of the Shining Reefs may
e accessed from the surface by a platform perched atop the

waves, replacing the searing skyship docking masts with a
single gate to Yu opened by the Primordial who cre-
ated the city below and peopled it with its spawn. In their
prime {if such could be said for them), the pelagials were a
proud humanoid race who traded extensively with the Lin-
tha and the Dragon Kings but lacked the favor elther held
amoang the world's creacors. The pelagial population endured
ehicfly because they would pecform the tasks thar Linthaand
Maosok alike deemed too menial for their honor but above
the capabilicies of human slaves. As a formal underclass of
sailars who traveled from port ta port in vast brightly colored
naval convoys, they held a certain éxotic fascination for
their neighbors as long as they didn't linger too long in ene
place. The living underwater city beneath ies Celesnial gate
turned out generation upen generation of itinerant labor,
even alter a Lintha pogrom severely depopulated the fleets
for several decaces,

During the Primordeal War, the pelagials first aimed tor
neutrality but found themselves under actack by Exalred and
Primordial farces uninterested in anything less than tatal

obedience or dicectaid. When all seemed lost, the species felc
agreat call shouting through their blood, drawing them home
totheirancestral ciey, The pelaglal refugees who answered the
call and descended the diamond elevator in pilgrimage found
themselves remade into aquatic forms far ugller and cruder,
bur beteer equipped o survive inte the Age of Splendor and
deminion by the Exalred. Historical recards acrribure the mass
transformation and del nee of the pelagials to Autochthon
as one of the Grear Maker's inexplicable acts. As with many
such late-War arributions, however, the trurh remains un-
verifiakle. Realm policy toward the pelagials is one of gentle
patronizing placation, gradually subsuming their territory as
it becomes economically feasible by negotiating rreaties and
land purchases theough the proxy representarives of the people
of the sea. While the Exalted could simply seize the land
through superior milivary foree, the Chosen lack the civilian
and military resources to securely hold the remare seabeds or
make preductive use of them, Therefore, the Deliberarive has
deemed {1 is berrer poliey tolet the mostly harmless pelagials
hold onte theie propercy for now rathet than invite the Lintha
o set up new strongholds in the chaos of war.

The Cicy of the Shinlng Reefs is not so much a techno-
logieal marvel as 2 sorcerous one, a vaguely living skeletal

liv
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superstructure combining elements of coral and mollusk
in enerusted layers of spiky organic armor. A vast three-
dimenstonal maze of traps protects the ourer walls, (n which
sprawling complexes house the mass living and cultural
s of the pelagial race in semi-amphibious splendor. Far
beneath, the original rotting palaces of the ancient pelagials
sivatound the sunken tombs of their Sleeping Princes, the
liveral shadow rulersof their species, who serve as the collec-
uf their now-Neverborn creator from its Labyrinth
temple tomb, Outsice of 1 narrow cult, none of the pelagials
know of this allegiance and would be most unnerved by the
thought thar the Exalred would slay them all inan instant il
the nuse wire everrevealed. The Sleeping Princesare not fools,
though. They do their best to encourage friendly relations
with the B so a5 to alla
of this duplicitous ign, the pelagials have tronically
expericnced a golden age for the first time in their existence
as unoffic Reulm. The Exalted reade with
them, teach them and study lore from their Collegiums of
wisdom, giving the prehumans honors approaching those
of the fading Dragon Kings, [v s passible that the pelagials
might try to forger their maker and embrace the Chosen as
patrons one dav, but their blood remembers whar their hears
deny and will destroy chem if they should ever truly forsake
Whase Whispers Chain. In the same breath, ic Is equally
passible that the destruction of Okeanos marked the first
vengeance of the Sleeping Princes, perhaps in conperation
with the Lintha wgainst their common foes, Such marters
remain alinose us murky as the waters the pelagials call home,
ackdrop of exotic and alien intrigue for Exalted
diplomas and merchants ro navigate,

GRAND EXPERIMENTS

As the lesse populous direcrion of Crearion, the West
affords powerful Celestial Exales o chance o flex and rest
theirmightwithou thesame risk of collareral damage. Rarely
a day goes by withoue some Solar sorcerer casting miracles
upon a lonely promoneory far ar sea, either to test a new
spell or to keep in practice. The region ulso hosts a variery
of longer-term pet projects in remore facilicies, sometimes
sicuated far from sight o avoid interruprion or prevenr an
accident {rom obliterating anacion, bur usuallv hecause their
creacors feel the world just iso’t ready for their genius. The
lacations that follaw represent the barest sampling of chese
experiments and hardly the most fancastic among them.

SiXTH SEASON REer

In the deep Sourhwese near the barders of the Wyld, one
of the many far-flung Realm reibutaries sits as o dot on the
map harely worthy of a named entry. Even so
Reef remains important as 2 daring Celestial experiment
that mighr ulrimacely redefine how Creation deals wirh
the Fair Folk. The colany's Lunar patron Endless Unagn
visits as often as possible; fearful that his ambitions might
unravel in his absence. He is wise to hold such fears, The

Ely

L wassals of the

providinga b

xth Season

small rribe of morral sertlers represents only one half of the
colony’s population. The ocher half dwells just offshare, a
small raksha court thar Endless Unagu subdued and spared
yearsaga in retumn for oaths of fealty, The two neighboring
r\'lTlF“]f”T.‘\ enjoy
exchange of hostages and the fierce oversight of their murs!
Lunar overlord, He aims to integrate them into a functional

i uneasy truce maintained by amicable

self-sustaining symbiosis within 10 years, teaching the Fair
Folk the value of harvesring Essence from peaceful cocxis-

tence and consumprion of social undesirables racher than

givingin to glurtonons feeding frenzies. From his humans, he
expects toleramee and patience assisted by forced intermar-
tiage tocreate lasting ties and superior magical heritage for

luture penerations. The plan seems to he on track, in spite

of detracrors wha call Endless Unagu “Fairy Farmer” and
occasionally acouse him of consarting with the enemies of
Crea

ation—a charge theeel-totem Lunar has angrily contested
by citing the eximple and origin of the Mounrain Folk. As

much as hemight wish or boase otherwise, Endless Unagu's

cloguent arguments had very little o do with his receiving
permission w continoe his experiments. Rather, he cin
thank the unlikely consortium of savants and sorcerers who
swarmed o his defense our of fear that their own pet projecrs
might come under scrutiny if the inquiry continued. Few of
thesesupporters actually believe Endless Unagu will succeed
in smy way {or really wane him to), bur many publicly wish
bim luck just to annoy their Faichful political rivals,

THE GROTTO OF LIGHT

“"’hcn QLI{:L‘I] k‘TUL‘l W?il]ﬂh amuon 10 h\:r Sl?liﬂ peers,; \‘TL‘
wears the shape of a young woman whe might be called fiercely
keaucitul if not far che alien indifference of her golden eyes.
The Twilight Caste elder detests the political expediencies
that make the lic necessary almost as much as she derests
the limitarions of the face she once wore, but she correctly
s that most Lawgivers would not understand orap-
preciate the modifications she has made 1o her flesh, Only
in her own manse does she tear off the ru
hady, nneoiling her limbs to infinsely
until only her caste mark shines unchanged upon a bulbous
cephalopod brow, Her submerged sanctary les ar the bor-
tam of a benthic chasm bene
hidden and removed from the rest of the world in order 1o
deter visitors and allow the Solar Queen 1o experiment on
herself and the race of saplent Half-Caste octopi descended
from her couplings with her Lunar mate in his wotem form.

Cueen kK Tula is nat shy about her extreme transhuman-
ist ideology, though she has given up trying to convince the
Deliberative that intrinsic mortal weakness is the anchor
holding hack Exalred evolution, Many Lawgivers simply as-
sumé she spends most of her time in her manse sulking ar her
unpopularity, when they bother to think of her at all. Those
whe question furcher losé interest when they look ar her
breeding program, which appeats liccle different from those
ot othersavant-engineersand hardly gossipsworthy compared
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Is It WorkinG?

Endless Unagu's experiment is reck lessly bold in
itsscope. Hebelieves tharsufficient social condirion-
ing can alter the fundamental nature of the raksha,
changing them from predatans to symbiotic protectars
likée wolves changed rosheepdogs. The question em-
bodies the timeless dilemma of nature versusueture,
and the answer remains deliberately unresolved for
Storyrellers to decide since the ourcome might pro-
foundly affect the Realm's Fair Falk palicy.

Option 1: Success. ndlless Unagu discovers the
secial formula thar can tame raksha, If the formula
can be reliably duplicated; the Exaleed might move
toward coneentration-camp-style rehabilication for
conquered courts rather than wholesale execution,
evenrually creating a substantial buffer zone of
“friendly” Wyld territories toward off the horrars
of deeper chaos. A more modest success might help
Sixth Season Reef achieve domestic trangquility, but
in such a way that he cannor immedinrely duplicate
the results (perhaps necessitating further research).

Option 2: Failure, Endless Unagu is doomed o
tail The Fair Folk are of one kind, ru;!uy another, and
there can he nn]\:enrn:ry betwoeen them, The raksha
might play along, enjoying the noveloy of doing so,
bur they will eventuatly ser hored and revert back to
type. Worst of all, they might be playing along simply
ro delude Endless Unagn with false hope, perhaps
setring him up o have his form and sanity unraveled
by the Wild at a later date.

e

with ather Solar fetishes. Such assumptions suir k'Tula just
fine, Hers
run awry, being rather a deliberate and calculanng acrempt
1o ereate a superior host for Solar Exalranon. Although she

wn represent more thananunchecked peceadillo

iz

"t quite reached a level ol contemprt to advocate human
cxinction, she has carefully cansidered the ramificarions and
sees some merit o a foreed “rescructuring” of Exalrarion,

In keeping with the parameters and goals of k'Tula's
cxperiment, her spawn do nat wield Essence wirhour ex-

tensive thaumaturgical taning, since integral Essence has
heen proven to distupe the Exalrarion process. Furthermore,
despite almast completely octapoid external morphology,
the race incorporates vestgial internal elements of human
physiology and spiritual structure to retain the porential
for Solar Exaleation. From the outside, her children just
appear 1o be octopt, albeit nearly human-sized teleparhic

wol-using cctopl.
According ra Queen k' Tula, her Lunar husband, Nakik,
died in bartle against the Fair Foll centuries ago. This story

is widely believed, though conspiracy theorists and gos-
sipmengers point out that the fact thar his Exalration has
yet toappear in a new nearnation is an ominous sign. The
rruth of the matier, known only to kK'Tula herself, is that
Nakik volumteered totest one of her mutagenic experiments
Unfortunately, she lost conual of the Wyld energies, and
the onslaughy stripped away her hushand’s caste and saniry
sxperienced untold subjective centuries trapped inside
a temporal vortex of Pure Chaos. He now remains a pris-
oner in the deepest levels of her manse, 4 massive inchoare
kraken constantly struggling to escape his bandage. [t was
a combination of grief and guilt thae drove k'Tula to her
transhumanisim, since both flow from her human nature as
qualities she would gladly rise above. She has rationalized
a preater gocd for her children ro play and forged herself in
the “perfection” of her husband's rotem, but her denial isan
exejuisi adness cultivated in response to the unbearable
remorse shie feels in the theoes of her Limit Breaks. Although
she tells the world thar her husband is dead and trears him
mitinues to bear his young and holds a
seeret hope thac she might be able to fix him one day. She
doesn't know whiat might happen if his unstable Exaltation
reincamnares without being mended, but she fears official
investigation and reprisal if Nakik's successor suffers his
unformed midness.

Dueen k' Tulas children know nothing of her secres, of
course, They sineerely believe they are the furure hostsof the
Solar Exalted. Ta this end, their savants and thaumanimges
virelessly pore over reparcs from Xur, hoping they mishr help
their mother unlock the Exaltation formula and secure their
eternal grearncss, They do not hate humanicy, bur they see
their predecessors as a species that curiously fails ro recogmize
munpc_ndm{c=lm.|§w_cr\ ¢, lacking even the savage dignity
Jragon Kings.

ashe

s monster, she o

of the Faditig Dy

THe ArcH OF UNDREAMT ETERNITIES
Onabarren island rhar has no loeation sitsa tower with
na windows, doors or fare. Wirhin the rower's one room
scands an arched gare of stmeral encrusted with emeralds,
Ifits empry hinges once held rwin doors, no trace remains of
thiem, but it is just as likely thar those doors will be forged m
an Age that might come rop
relarionship curside rime and fare. Only those owside face
can find the island, and then only if they travel due west of
the Element Pole of Water until five days after they doubt
their way and sincerely believe they must tum back, The
Sidereal who first tonnd it was walking outside fare ar the

s, griven the structure's unique

time, stalking a demon of ill portents who conld sense the
subtle vibrations af destiny, Thedemon ran across the waves
out inta chaes, bur Lady Zephyra pursned rirelessly behind,
tracking the maonster up the shore of the smmpe isle and

through the riddle of its nonexistent rower to stand hefore
thearchirself. Seeing this monelith, the demen remembered
the dances of the gilmyne and mistakenly called the portal

Saigoth. In expecring Saigorh, however, the limirs of that
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mythology defined the limits of the demon’s understand-
ing; so the creature died failing to comprehend the true
wature of irs discovery. Lady Zephyra proved wiser and
refused to name the nameless, accepring i for whar it was
and opening her eves to its transcendent realicy, Through
irs apening, she wirnessed the dreams and nighemares of
many furures. She rerurned to Yu-Shan forever sadder and
wiser fur her vision

Sinee itsdiscovery centuries ago, the structure still bears
no name, though some Sidereals ross about the meoniker
Arch of Undreamt bremnities as a title, hoping they will
nor inadvertently limit thelr understanding to fic their
expecrations. Lady Zephyra thinks the title has already
diminished the arrifact and staunchly refuses 1o call it by
any identifying phrase, but her colleagues think she goes oo
far in her caurion. To say thar the Sidereals understand the
arch would bea gross overstarement. They barelyunderstand
its controls, ler alone how or why it works. As best they can
deduce, the arch leads mravelers into possible futures until
prowing disconrinuities of Paradox rerurn the travelers back
to the moment they never rruly lefr. The Sidereals keep the
2 tightly guarded secrer, even from the
Solar Exalred. The Five-Score Fellowship does not need a
glimpse of the future ro know how dangerous the arriface
could be in Solar hands, Merely artending one Calibration
Satgorh Gare conrest in Clepsys is sufficient

manse’s “existenc

cally limired from N/A by its ttle). Drawbae
Hearthstone 3, Fragility 1, Habirabilivy 2, Maintenance 1 {ro
retain its full power, the arch must not be named). Powers:
Divine Observatory (3; although lacking the traditional ac-
coutrements of an observatory, the tower similarly resonares
with fate and provides comparable henefits), Temple Manse
{3 the Sidereals do not know who or what power made the
mansc, but all attempts to attune to it merely fray their pat-
rerns to no effect), Ouwside Fate (4), Wyld Revocation (4;
the island cannot be found by any means except the outlined

ritwal; all othermethods of diviningits location orreaching ic
aucomatically fail}, Otherworld Gare (5). Traveling through
the gate requires a difficuley 1 (Intelligence + Crafe [Fare])
roll thar aucomatically fails if the rraveler has ne dors of that
Craft. The taveler may select one condition for the journey
per success, which may include an exact passage of time or
something more exotic like, “What if the Selar Exalred all
perished ™ If the roll succeeds, the wraveler appears in the
future at the convergence of time and space that best meets
the criteria for the journey (or a random event constructed
by the Storyreller in the case of vague o indéterminable
conditions). The traveler expericnces the world exactly as
if he had teleported to thar point, but the timeline exists for
only five days from the point of entey. Afrer thar, the trav-
eler finds himself having walked through the arch withow
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iy apparent effece, but with disorienting memories of the
experience that drainall Willpower points. The intelligence

ar metiphysical proc
from meanmgtully counring roward teaining time for any

< governing the journey prevents it

rrait. Furthermere, the prognostication cannor guess rhe

actioms of entities outside fate except w the degree those

actions are assumerd using activation successes, so any pos-
ssubstmtintly

sible furures experienced withinavision devis

=

from timelines in which such entities do anything imporeanr,
Mulriple rravelers can experience the same vision, provided

ill enter ar the same point using the lowest number of

thuy

activation successes and apply those successes o the same
conditions, Storyrellers should remember thia the archonly
explores possibilities. Anyone whe rrears a prescient vision
as an unalterable rruth dees so ar his own peril,

DEFIANT [sLANDS

I the perniod of heavy colonization during the early
Realm, the Exalted met with little resistance, They were,
after all, the heroes and likerators of humanity from the
weranny of the Mrimordials and the ultimate weapons of the
gods armed with the Mandare of Heaven to rule dhe world,
Setting aside issues of heresy, no mortal nacion could stand
a mondest strike force of the Chosen, let alone the

agai

Deliberative Navy. Yot some dared anyway. Methods and
reasons varied. Some dslands put forward roken protest, of-
fering unconditional surrender if a Deliberative champion

could defear their vwn hero, preserving a shred of cultural
dignity despite the certainty of defeat, The Cheosen wisely
accepted these ducls, though ona few occasions the bravery
and heroism of the native champion led to his or her own
Exaltation and a much more difficult tighr than anyone ex-
pected. In some cascs, they arrived to find a local Celestial
Exalt already ruling the people; which led to more delicate
and gentle negotiations, Other nations rook a fiercer stand,
eirther resigning themselves 1o annihilation rather than the
ignominy of assimilation or vainly imagining they could
triumph. The Chosen shoveed lirtle mercy to these peoples,
bur prudently left encugh survivors to spread the stories of

the bartles as unwirting heralds. In this way, legends of the
Exalred preceded them and reduced further defiance, ac-
celerating the pace of conguest.

HEARTWIND ISLE

During rhe Primordial %ar, most of humanity uniced
uncler the hanner of rhe Exalted o overthrow their mas-
ters, They had so lirele: char any destiny seemed preferable
tocontinued suffering under the capricious cataclysms of
Yer. there were humans who sided with the
—some aut of fear, some out of pious respeet for
-hy and some because they enjoy
berrer stundard of living than their brechren as favored pers
of a particular Primordial, Those whom the Exalted could
not convert to their cause, they massacred as enemies of the
gadsand trairors to humanity, continuing the slaughterwhen

their mikers
Primordi

the established hiers

rthey encountered lingering Primordial supporrers following
rhe War |Heartwind Isle offered something of a special
amongnarions blessed by the world's creators, howe
the inhabirants enjoved the patronage of Gaia.

THistarians do net accurately record how the island came
by this favar, though mosales on the island seem to depict
a trihe warning Gaia of a raksha plot o murder her with a
weapan shaped from the shadows of her own nightmares
The depictions ger more abstract alter that point, but suggest
thar the Elemenral Dvagon of Warer rose from the
devoured the assassins, dragging the weapaon into the deepest
crevasses of the ocean. [n reward, Gaia birthed Hearrwing
Isle, n paradise of malleable life thar would eare for the tribe's
descendenrs for all time

Regardless of the truth in this legend, when the Exaleed
ships beached on Hearrwind Isle, they found a tribe unswery-
ingly lovil ro Gaia with hiorechnology more advanced than
anyrhing early genesis labs elsewhere could produce. Asser-
tioms of common cause and alliance with Gaia could not
persuade the narion o join the Deliberativ
dismissed the Diragon-Blooded as impure reciplents of Gaia's
grace. Enrreaties grudgingly rurned ro veiled thr the
Exalted covered the Heartwind biotech and would not be
dended. Negoriarions dragged an for years, as the Chosen
couldn’t he sure how much favor the islanders actually held
wirh Uinin or whar the Primordial might do in reraliaton if
they tried to take the land by force. In the end, avarice won
over caution ad rhe objecrions of Terrestrial subordinates,
espectlly after orher nations began lacking o Heartwind
as an underdog inspiration to their own resistance. Citing
the Mundire of Heaven, the Deliberative declared
Heartwind by launching the first thousand-forged dragon
Unfortunarely, the weapon proved too effective and ex-
rerminuited] most of the island’s ecosvstem along witl
anes, Renlm forces scavenged whar they could and
sterilized the island ro prevent samples from making cheir
way intathe arsenals of rogue states, and the {sland remains a
Theistand’s only known legacy
artwind!” on the lips of Western
1l

T, Ace

and

which even

Al

its

blasted wasteland ro this day

is the cry of “Remember He

dissidenes, o bartle ery Lintha terrorists have gleefully spr
t of their anti-Fxalted propaganda,

THE INpico CHAIN

Betore the Exalted pushed hack the borders of the
world, the Indigo Chain stood ar the edge of rhe Wyld more
than 1,000 miles west of Okeanos, wracked by seasomal
chines typhoons rhar seeded the islands with all manner
of barely plausible and extremely dangerous organisms.
The archipelago had no sapient inhabitanes unril 8 ragged
florilla of rafrs arrived on the beaches. Less than a hundred
people arived, our of mare than five times thar number whe
had set out on the voyage. They had all heen condemned
criminals awaiting sacrifice in a Dragon King prison island
west of Okeanos bur had murdered their jailees and seayed
just ahead of pursuic unnl the Mosok wrmed hack rather

as
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RemempER HEARTWIND!

When negotiations with the Deliberarive hegan
ta break down, the Genesis Lords of Heartwind
began work on a conringency plan. They knew they
could not hope o repel an Exalted invasion, but
they could ar least make sure thar some part of their
culrure survived. To this end, they engineered two
organisms without the knowledpe of their chieftains,
hopingstrictest secrecy would buy them time to finish
before war broke our. The first, asynthetic hehemoth
“:hﬂ.‘i!‘ Ciﬂ-rlﬂd a C[“]lp]’ehﬂl‘lﬁ}\‘i:‘ I‘.Wnl’t!nl]’"mc ]".‘L(?Td
of Heartwind rechnology within its own Shaping-
resistant immortal physiolagy. They ser this whale
Inose inta the Wyld, hoping one day to retrieve it
and rebuild if the worst came o pass, [thas not heen
seen since. 1

The second OIganism was far more insidious, a
I\llTT]il\]‘[]l]“,‘ pt'rl:v'”ﬁ anfi]]ti:d \Ni l’h rilc T‘\:UI’E]I(
personality matrices of the Genesis Lards themsebves,
Thisdisease has Virulence 6, Untreated Morbidicy 6,
Treated Morbidity 6, Difficulty to Trear 3 anc isspread
by physical conaet with infecred hosts or their pre-
served pssue, Vietims infecred by the disease show no

cal

OUI’\'J}U[] h‘r’"]pfﬂmh. 'rlT“l [hl‘ L;‘UTT”:]I‘IT dihLdS(’. cannot
be derected even through magical diagnosis withouta
stul difficuley 10 (Perception + Medicine) roll.
Omly several dozen strains may be active at a rime,
one per Genesis Lord, at which point the disease still
shows no symptoms but can be detected normally.
Active strains do not harm their host body, Instead
each month of active infection confers ane dor in
each of the following traits as a Training effect until
allhavearatingof 6 dotszall Mental Attributes, Crafe
(Genesis), Lore, Medicine and Oceulr, Whenall ceaits
reach their maximum level, the victim's Motivation
changes to “Avenge and restore Heartwind” as the
personality of a specific Genesis Lord overtides his
ownmind. Thenew incarmation magically remembers
everything from irs original life, all successive lives
as an imprinted copy and the host's life. Hosts cured
of the possession lose all conferred traits, repaining
any experience points paid to acquire them. Upon
the death of the host or being cured, the Genesis
Lord activates a random dormant strain infecting a
non-Exalted host o continue the line, Since they
do not control where they will emerge or what form
they will take, Genesis Loeds have developed a set
of codes by which they can identify each other and
coordinare their subtle, long-term insurgency.

SHCC

than follow them near the Wyld. The refugees and rheir
descendenits Inbored o rame rhe ishimd and evenroally did

I'he Indigo Chain barely noriced the Primordial War no

ane Exalred among them, nor did any of the bartles come
near the small chain. Theretare, when rhe Deliberarive
ily. They
{ Glowing Men from the

colonialists arrived, the narives greered them

had heard rales of the oil-tongue
Fair Folle and the neighbors they harrered with, and they
were ot inrerested in becoming anorher vassul state, For-

runarely tor them, the Lunar in charge of the negotiations

tound their pride commendable and chose to seatter the
populace through forced relocarion 1o other parts of the
Renlm and Threshold rarher tham exterminiare them, which

wasconsideredamexmemely unorthodox serategy ac the time,
The success of the Indign Chain assimilation prompred a
change in Deliberarive palicy. Ther

reserved for the most wggressively re

trerexrerminarion

15

rleitrant narions, The

only real casualry of the forced diaspors was the distinetive

indigo dve tor which rhe ishmds received their name: The

narives never revenled the formula ro cheirconguerars, nor

could alchemises duplicate ir,
Todk
Realm inhahired entire

¢ the Indico Chain isa productive prefecrure of the
o]
om building cne of the critieal engine components used in
W
emploved arthe facrory-cathedral on the largest islind. Other

¢ colomisrs. Its ccomomy cenrers

threalker-cl sels, with more than hall’ the populiace

5

eolonists fish the sea for food and provide auxiliary services

oy the faetory workers, including restaurants, whorehouses
amd erher essentials, The Dragon-Blooded forewoman at the
facrory files repores with her Selar Prince on the Blessed Isle

by means of [ AM, bur receives loose autanomy as long

shie meets production quatas

THE INDEPENDENT PROTECTORATE
OF VAJKAIMAL

When an island offers symbolic resistance to the Exaleed

by i chullenge of single combat, the general assumption
is that the Realm hero will triumph. The Chosen know
andets know chis, If the fight eases local pride

this, The isk

and smaodthes the trans

s without committing milicary
resonrees, the Realm can affc S

d 1o be magnanimou M-
times, however, plans backfire. Vajkalmal is a single atoll
900 miles north of the Coral Archipelago whose mostly
datmant volcano warms the lagoon enough ro make the
island surprisingly remperate despite the freezing fog around
it. The mineral-rich lagoon grows organic cryseals suitable
for data imprinting, making the land surprisingly valu-
able despite s size and remore location, which (s one of
miany reasons the Deliberative sent a delegare to abserh s
populace. In the middle of the resulting duel, the local hero
Terrakun received Exaltation as a Lunar and promprly bit
thie head off his astonished Solar opponent. By the terms
of the duel; the Deliberative had ta leave the island alone
and honor its sovereigney. While milicary force could have
certaitly prevailed over thewartle-totem No Moon, reneging
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rous precedent for furcher duel
and ru|-un.d fur more resonrces larer, so the

would have set a very din
negotiatio
Deliberative ordered the team o wirhadraw, Inthe centuries
since, Terrakun has opencd friendly rrade relations with che
Deliberative, cxporting crystals in exchange for all manner
of civil
1sland isn'ta Realm prefecture, since it is virrually indistin-
cuishable from one at this poine. The nari
chieftain’s victory every year with a fease day, bur orherwise
donotdraw attention to the fact at hisinsistence: (He iswise
enough not to antagenize his neichbors. ) While the Silver
Pact is too circumspect toshow overt favor o Tertakun, the
circumstances of his Exaltation remain a private folk-hern
tale among the Stewarcls, Besides earning Terrakun asmall
cultof his peers, thisstatus has helped him access turors and
mentors so that he could keep pace with the expecrations
of his age and experience,

THE LINTHA

When the Primordials creared the Dragon Kings to
oversee the Threshold and tame its savagery beneath the
hierarchy ot the gods, three afthe breeds spread to the edges
of Creatlon and claimed unmatched hegemony over the
other Primordial-spawned races, Uneil the rise of Qkeanos,
however, the crocodilian Mosok in the Wese fuimd them-
selves blocked at every tum by the awesome naval might
of Kimbery's God-Blooded children. Jealously loval to
their Grear Mother with almest monotheistic fanaticism,
the Linrha rejecred the notlen thar they should broaden
their pantheon to a larger Celestial hicrarchy. Instead, they
rurned their

aninst the invading Mesok in a bloody centuries
fendd thar culminated in uneasy stalemare when both sides
rired of the conflict.

Insularasthey were, the Linthabarely noticed humanity
at first, excepr to visic rerrible wrath on migrarory raft fleets
that unknewingly trespassed into rtheir ancestral waters.
Larer generations ot Lintha discovered a taste for human
flesh, though the mear always remained a delicacy since the
only way to ohrain capeives was by taiding Mosok-conrrolled
rerritories or bribing corrupt Dragon King officials to look
her way. Then the Exalted came.

I'he Western Theater of the Pramordial Woar was prob-
ably the most spectacular, if only for the sheer size of the
emoths and orher monseeosities lielded by the architects
af Crearion against the navies of the Chosen. By comparison,
bartles berween Exalted and Lintha ships seemed almost
mumdane, if such a term could be applied to clushes berween
navies thar covered more of the sea than many acrual island
formarions of the rime. Exalted admi ted
the Lintha campaign to stretelh on for several humdred more
5 atter mast hostillties e
the side eff

[

amenities, Most people don't even realize the

scelebrace their

behemoth cousing and aurcmaron soldiers
lomygr

the

s grimly cxp

sed, but Kimbery's surrender
:or of imploding every level of the Lintha
infrascructure, which hiad relied on reformat-
ring rheir mocher's component souls. The bloady conquese

technologicnl

wirned o a bloodier rour, and within a vear, the broken
vestigesof the Lintha no longer presented a credible milivary

threat to the Realm,

Int the rime since their near genocide, the Lintha have
replenished some of rheir numbers, though virually none
of thetr glory, In an irenic rwiss of tormune, the remnants
have turmed e cheir former food for breeding scock, sullying
Kimlb legacy with the blood of thelr own conguerors.
-'\llh‘\wrll they cannor hope to arrack the Exalted directly or
challenge naval convaoys, any vessel toolish enough to ravel
alone thraugh Southern seas risks being attacked by maraud-
crs. Subtler Lintha acr rerrerises throughoue the West, helping
o organize and ourir rebellions and civil unrest throughout
the region for the sheer malicious joy of draining Deliberarive
resources and encoyraging the Exalred to crack down harder
Alrhough many of these terrorists have so
fitdde Primordial Blood rhar they might as well be fully mor-
tal, more powerful members of the Lintha have developed
elever ways ro hide their nature, such as veils of fathomless
wickedness. Both rhe Exalred and Lintha consider the coun-
terinsurgency campaign known as the Lintha Suppression of
305 asamagor victory, with the Exalred havi
wiped oue hundredsof Lintha-backed infernal teree
the costof many thousands of civilian casualries, Modern-day
Exalts aren't sure wherher the suppression was as suceessful
as itseems o1 whether the Lintha are simply lying low until
they can plan their nexe move. [ listory, however, suggests
the latter is far more likely,

T'roor Na

Thehehemarh arell of Lintha Ng Oroo once surpassed
Okeanos in size and grandeur, unsurprising given thar
Kimbery spawned it o challenge the Blessed lsle and as o
sameruary where she could dwell apart from the ocean as a
lagoon. Eneircled by the embrace of her daughrer and dor-
ted with the islands of the continent’s sacred capital, Tfoor
N, the hlack sea of the Primordial spawned every possible
womler the Lintha could ever want 1o enrich their glory.
Hadthearoll grown unchallenged, it might eventually have
fulfilledits mother’s hopes, tilring the symmetry of C
toward a new omphalos. The Primordial War ended these
aspiranions. and destroved the continent, howeyer, leav-
ing only « fragmentary seed of the immertal behemorh o
drift away and regenerate in sarg I'he
crepture’s corpse broke apart inco fragments lirrering rhe
ocean floor, her poisoned caral flesh murating all the beasts
that ate of it inte monsters loyal to the Lintha eavse. These

on their vassals

ing successtully
st cells

Ation

0 sens 1o the ease.

lesser behemoths have intermittently plagued the Exalred
throughour the Age of Splendor, though far less frequently
since the Suppression of 3405, Linrha terrorists oceasion
ally prind fragmenes of their tormer hameland o powder
and inrroduce them into a seclement's water supply as a
biological weapan, especially sine
tive Army response to such an autbreak is to exterminate
the victims and srerilize the area.

e the standard Delibera-
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crearure of darkness donning such an item may
spend one Willpower point (or theee uncoms-
mitred mares) ro power it for a day, thereby
cloaking her unholy nature, For the duration

of the enchantment, the characterhas Essence
1, no Essence pool and no access to Essence-

fueled powers. Her bady also changes any
extremely minor cosmetic features such as

skin tene to fir within human norms and
appears complerely mortal to all known
forms of Essence detection, Since the

Of the origiral continental mass of Lintha Ng Croo, only
half-sunken T'foor Na remains, so choked with Kimbery's
and sorcerous hare that even the vicrorious Exalred
thouglit it wiser 1o leave the empry city alone than waste
resources dismantling irs rorring foundations. Nowadays,
the former capital is a wasteland of blasphemies that fouls
the watees around its organic spires, a haven for Lintha and
other infernalists who wish o pay homage to the captive
Primordials. Admiral Leviathan keeps a serike force under
his command i the viciniry of the istands, using the city
as a lure to arcract and annihilare the infernal pilgrims en
rasse, Nonetheless, they continue tocome from every corner
of Creation no martter how many bodies the Exaleed leave
impaled on the beaches or shartered hulls they send to the
mercilessdepths. The admiral has to rorate crews for che strike
force each season ro mainrain morale. The runs of T'foor
Na are locared to the far west of An-Teng near the borders
of the Wyld, as the continent of Lintha Ng Oroo originally
dwelled beyond the horder of Creation in a packet of stable
reality sustained by her Grear Mother.

BLUEHAVEN

Although she isburamerescrapof her former continental
glory, Lintha Ng Oroo remains one of the largest behemoths
still livingin Creationand one of the mosepersistent adversa-
ies of the Exalted. Her current form is that of'a lush tropical
island roughly 30 miles acrass, with innumerable flexible
saraassum rendrils more than 100 miles long spread around

cur:

el W

Vi oF FATHOMLESS WICKEDNESS (ARTIFACT
Created by the Lintha to help them move unnoticed through Exalved-controlled lands, these infernal artifacts
take many forms from lireral veils and masks to more innocuous jewelry items such as rings and pendants: Any

wainred Bssence that defines the bearer as a
creature of darkn actually suppressed, thar
label doesnor apply for the duration, and the

veil cun't be contested by effeces that pierce
illusions (although perfect rruth effecrs such
as Eye of the Unconguered Sun are not
deceived). If the bearer travels more than a
yard from the veil or voluntarily terminates
“irs power, the enchantment collapses and
the artifact cannat be reactivated for the
rest of the day.

her like the tentacles of a jellyfish. This body, however, is
merely a shell sulfused with her immortal spiricual Essenice,
much like her distant cousin Mother Bog in the East, The
Lintha who dwell upon her call this daughter of Kimbery—
ropether with the many derelicts snared in her tendr
labyrinth of planks and decks—Bluehaven, (The name
reference to the cerulean hue of her seaweed and an homa
to the liceral translanion of Tfoor Na, the Blue Ciy thar was

omce the centinent's heart,)

Lintha Ng Oroo retains her original porpose of endless
arowth, but has enough sense to tike i long-term approach
te this goal in light of her diminished state. Moreover, she
also recognizes that she reflects her mother's imprison-
ment. What nce divine las became infernal, vwisted
away {rom its original alien aestheric toward a more hare-
ful and monstrous existence. The beings she now spawns
upon her shores are fundamentally unclean, as fallen from
the wondees of old as the degenerate mixed-blood Lindha
compared with their ancestral grace. Try as she mighr ro
work around this curse and be what she was made w be,
Lintha Ng Oroo cannot escape the envencmed pain and
rage of her mother. Her efforts to keep this savage evil in
abevance consume much of her attention, so thatshe speaks
tor the Lintha from her cavern mouth only when she has
something important to say or when they invoke her with
rate prayers.

Asanislandcity, Bluehaven isfairly primitive by modem
standards or those of the aneient Lintha, with buildings hewn




THE LinTHA

HORRORS OF THE SHATTERED REEF

¢ mortal animal that cats o piece of Lintha Ng Orao absorbs some of the behemorth's Essence, shaping its
beudy aver the course of houts into i nighrmarish expression of Kimbery's hate. This transformation is nor dissimilar
to the changes wrought by extreme exposure to the Wyld and should be modeled by stacking miutations onto 4 base
animal remplate. Newly infecred ereatures immediately gain the required negative mutations of their state and gain
one mutation point per hour until they have all required positive mutations listed here, These mutants are sterile and
tied 1o Kimbery's Essence rather than the Wyld. They must return to the tainted warers near Tfoor Na or Lintha Ng
Orao or lair in any of the thousands of hidden grottos in-the ocean floor where the Sea That Marched Against the
Flame once swam before the War. Eating fragments of Lintha Neg Orio eannot change Essénce users, but they react
to the coral as they would to Yozi venom {see Exalted, p. 131).

Initial Mutations: Kin Sense (1; recognizes beings descended from Kimbery), Infernal Assimilation (2; as Wyld
Asstmilation; likewise protects against Wyld exposure, but instills dual Morivation of “Obey the Lintha” and “Avenge
Kimbery” as overriding goals), Creature of Darleness (-4), Ongoing Muration (-4; use the required listto guidle worsen-
ing changes, fallowed by the suggested list when these have all been aequired)

Reguired Mutations: Mighe Vision (1), Warer Adapration (1), Fanged Beak (15 as Fangs), Gills (2; No Atrophy),
Tentacles (4; eight tentacles), Diet (-1; human tlesh or body fluids), Hungry (-1), Ugly (-1)

Suggested Mutations: Air Adapration (1), Chameleon (2), Fanged Beak (2; as Tusks), Frog Tongue (2), Impos-
sible Joints (2, Inexhaustible (2), Toxin (2), Armored Hide (4), Barbed Suckers (4: as Quills), Enlighrened Essence
(4; often gaing 1 number of demon Charms, including Measure the Wind and Principle of Motion), Gripping Suckers
(4; as Wall Walking), Dragon’s Brearh (6; caustic ichor ), Gargantuan (6), Immartal Flesh (6; this mutarion develops
in these monsters only after abour a decade of steady transformation}

New Mutations: :

Kin Sense (Poxl; The murant can supernaturally recognize any heing in range of her normal senses to whom she
is related and can gauge the overall strengeh of thar blood tie.

Ongaing Mutation (Deformiry): The mutant is infecred with a form of muragenic cancer and continues to change
even in the absence of Wyld exposure (or other origin). The character's player chonses a new mutation, which
rakes a number of weeks equal to its mutation point cost to appear. Then the pracess repeats. Although the player
choeses new murations (with Storyeller approval), the character is nor at all in charge of the process and has no
idea what to expect. A

Gargantuan (Abenination): The mutant 15 four times the average size for its species; gaining +4 Strength and
Stamina as well as the following extra health levels: -0x2, -1x4, -2x4. This mutation may be raken multiple times
ta stack bonuses and propertionally increase the size factor o these bonuses, although such ereatures almast always
suffer equally prodigious negative mutations appropriate to their hulk.

Immottal Flesh ( Abommagion): Whenever the mutane dies, unless he is killed by magic that ean permanently slay
spirits or his entire body is destroyed (such as by immersion in an acid hath), he eventually regenerates from the larg-
est remaining fragment of his tissue. This process takes (6 - Stamina) yeass, to a minimum of one month, and may be
delayed by re-killing the regenerating body. If the character died of old age, the body regenerates back to its prime.
Otherwise, it remains the age it was when it died. Apart from Lunar chimers, Exalted cannot have this mutation; the
Chosef may attain immortality only by their own power.

e W =y

of timber rather than grown whole with sorcery or shaped
out of embaodied Primordial souls, Despire rhis ourward

primicivism, the Lintha enjoy a standard of living

raling
many Exalted, with effectively unlimited food und narural
resources supplied by Lincha Ng Oroo and myriad species of
First Clrele demons descended from Kimbery serving as pers
and slaves out of loyalty and kinship rather chan sorcerous
hinding. Although only rhose of acrual Lintha blood may
teotupon the ishind, purely human allies who swear fealry to

ser

them fincluding many ralenced infernalists recriived rhrough-

out the Threshold) live in sizeable numbers on the artificial
reets of v s tangled in the sargassum. The ourermost of
these districts are lircle more than slums and slave pens rife
with pestilence and the accasional hungry demon, bur the
innerringsettlementsare virtually indistinguishable from the
island in fuxury except for the artificial composition of the
teerain, Mortals from the innee rings wear distincrive facial
piercing todenote theyare net permitted on theisland proper,
while those of lesser station lack them {on rhe grounds thar
they won't even be in a position to trespass).
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Muotivation:

Cirow bigger than the Blessed lsle
Attributes: Steength 30, Dexterity 3, Stamina 50 Charisma 5,
Manipulation 5, Appearance 3; Perceprion 6, Inrelligence 6,
Wits 6

Virtues: Compassion 2, Conviction 4, Temperance 4,
Valor 3

Abhilities: Athletics 5, Awareness &, Burcaucracy 3 (Primor-
dial Law +3), Integrity 6, Investigation 3, Lore 6 (Lintha + 3,
Martial Ares 5, Oceult 6 (Kimbery +3), Performance 5 (De-
scendents of Kimbery 30, Presence 3, Sail 6 (Herself +3),
Socialize {Ancient Lintha +3), Survival 3 (Tracking +3},
War 6 (Primordial Forces +1, Piracy +21)

Backgrounds: Allies (Lintha) 5, Cult {Lintha and Infernal-
ist2} 5, Influence 4, Mentor{ Kimbery) 3, Resources NfA (can
create vircually limicless bounty upen herself)

Essence Powers:

Cartographer-Rebuking Geomaphy—Lintha Ng Oroo exists
outside fate, her purpose imbued with the incomprehensible
infinitude of her mother. Moreover, any attempr to locare
or track her current location by any means adds +10 to the
difficulty, contesting magical effores with a dice pool equal
wher (Willpower + Essence) and + 10 successes, Individuals
descended from Kimbery may ignore this effecr as long as
they have an Intimacy of loyalty toward their Grear Mother.
Forcing a Lintha navigator to betray the current location of
the island disrupes the Intimacy and invokes this power.
Girear Mother's Brood—The behemoth may summon a Firse
Circle demon descended from Kimbery (such as erisoufa) by
spending 20 motes as a diceless miscellancous action. These
demens obey her lovally without any need for binding. She
cart only use this power at night and may no longer summaon
Second Cirele components of her morher as in prehistory,
since doing so would be a violation of Kimbery's cath.
Horrers of Infinite Parac Lintha Ng Oroo can alrer her
ody as if using Wyld-Shaping Technique as if she
wete a region of Pure Chaos {sec Exalted, p. 218), bur she
nay create only land, wealth orantmals (such as people, bue
nen-sentient beings only). Things she creares
but twisted by Kimbery's imprisonment and cthus crearures
of darkness or infernal ohjects. She may also mutate heings
on her surface as a blessing or curse as per the rules for Wyld
Cauldron Technology, though they muststay on her for the
efitire p

are tully veal

ind of shaping.

The behemoth rerains 1 conduit to her
mather's Essence, allowing her and anyone descended from
Kimbery who stands upon her ro regain 20 motes per hour,
Oroo Speaks—The rumbling words thar ssue from Lintha Ng
Oroo 1mouth speak directly to the blood of Kimbery
Those descended from the Great Mother understand the
behemaorh regardless of whar languages they know. Others
hear onlycacophonous gihberish whose disturhing inflections
demand thar interlopers leave the island unless they spend
one Willpower point per scene to stave off the unnatural
mentdl inflluence.

Stipseream Whirlpool Escape—YWhere Kimbery swan, currents
of dark Essence still flow in paccerns hidklen from the sight
of the world. By descending into one of these currents and
spending 100 motes, Lintha Ne Oroo can vanish ina great
whirlpoal ane rise out of the waves anywhere clse in the
Western Cicean, taking her inhabitants with her, Although
this power was onee effortless, its ease has diluted with the
hlood of the Lintha. Currently, the hehemaoth remains ina
stare of helpless quiescence fora month following cach rele-
portacion, It is by means of this power that the Lintha have
evaded destruction by Exalted forces oime and again.
Terresmial Circle Sorcery—Lintha Ng Orooisanaccomplished
sorcercr with a vast repertoire of spells, many of which incor-
porate the magical rituals of the ancient Lintha wich effecrs
unknown e the Exalted.

Join Battle: 12

Attacks:

Sargasse Tentacles: Speed 7. Accuracy 30 {By simultaneously
arapplingwith rthousands of rendhils, the behemoth may simul-
taneously apply this clinch arrack roany number of targes on
the istand or in warers wirhin 30 miles of her, Clinched vessels
use their piloting rell ro win control of the grapple and break
the hold.), Damage 608 piercing, Parcy DV —, Rate |
Seak: 30L {immune ro hashing damage and attacks that do
not use an artifact weapon, Charm or some other magic)
Health Levels: -0x [00/-1x200/- 25 300/-4x400/T/Quiescent
{Like many of its consins, this behemoth cannet truly die
unless a unique conjuncrion of unlikely circumstances oc-
curs as selecred by the Storyreller. It recovers rom any lesser
demise after & cenrury of rorpor and heals as an Exalt.)
Dodge DV: None. Willpower: 7
Essence: 8 Essence Pool: 500
Other Notes: As muchageographic feature

Infiemal Wellspring

Y

ntity, Lintha
n and any other nega-
tive effects associated with conventional blology, She can be
wounded, bur her dearh is a doom no of this world, so she

Ng Oroo s immune o disease, pois

scorns death by chis world’s hands, She was once entirely im-
mune to the Weld, bue that immunity Gades with the waning
purity of the Lincha race. She dares not travel beyand the
Bordermarches anymare for fear of what she might become.
Although traveling the hidden currens of Kimbery is her
fastest mode of travel, Lintha Ng Oroc can also swim at a
speed af 24/50mph.
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CHAPTER SIX

cd€ NORTE

Maost people in Creation regard the people of the Norch
as the least civilized. The Realm absorbed it second-ro-last,
and it remains toxday the least thoroughly civilized direction,
Histaries of the North record timelines of wars unbroken by
fires, parleysor rruces, Blood and swearbroughecivilized
behavior to the North, not treary or marriage ties or peaceable
union. Mortals ¢ whoare aware of this historv speak
ot the North in terms of crudeness or barbarism

Yer reflection brings an awareness of the much. More
than 1000 years have p triders bacrled
here tor supremacy. Since then, the Sun's Chosen have builr
cities amed roads, nqueducts and manses. Today, the land is as
sertled as it might cver be. While cthey haven’t penetrared
rywhere, civilization’s benelits have made sufficient in-
roads thiat cight out of every 10 peaple are literare and life
expectancy {or mortals averages seven decades. Even the
honor-killings so common in hologlyph dramas and plavs

are almost cxrinet,

WITHIN THE REALM

The North's glittering cities stand in direet contrast o
the broad plains, rolling hills and ghcier-covered mounains

[

ewh

xd since Solar w

-

of the nearhy countreside, Anyone who can do so acquires a
travel permit or residency papers and moves from the back-

arat least ta one of the intermediare

COLINETY tO 3 grear it

tarions to be found hetween the brighe centers,
Few willingly remain in fragile and frozen hinrerlands where
hiccer winds howl constantly.
Evenso, notevervone gains
ro dwell in the Norrh's shinir

i“'(‘\-'(‘ll.‘i('L‘ka!]t‘I[nL‘iS]{‘n
owers. There are better

places to fearn martial arts, soreery and thaumaturgy than a
greateiry. Also, Exals and mortals somerimes choose to test
themse lves against unforgiving wilderness, Finally, Creation's
enemiesrarelyartack the North's power centers. Theyappear
on the fringes, where their power can grow before the strike.
Theretore, even this most sparsely papalated of directions
rernaing inhabired.

Northemn populations are concencrated. Towns and
ciries tend to be small and centered, conserving building
marterial smed hear. Surrounded by Essence-powered weather
shields, some Northern communities have orange trees and
hikiscus hushes Blooming even in the middle of snowsterms
Rural production complexesarrmge rightly planted buildings
around glssed-in arrin and corridors. Towns lacking Essence
engines build with underground arcades or courtyards glassed-
in against bad weacher. Living our of doors is an uneommon
experience for most Northerners,

At lenst some do go outside into blizzards blowing from
the Elemenral Pole of Air, however, The North possesses a

nearmonopoly om wilderness tourism, with aseries of reserves




WiTHIN THE REALM % ORCHARD IsLES ProVINCE

designed twappeal toadventurous mortal and jaded Exalralike
Hunting, hang gliding, skiing, snowshoeing, lce boarting and
even glacier climbing form the core of challenging vacations
inn the North, People mravel here from all over Creatlon

enjoy the pereeption—if not always the realivv—of

ORCHARD IsLES PROVINCE

Seven provinees obey the Deliberative and the Realm's
Liawes,

Ihe firse of these, the Orchard Isles Provinee, consisl
slands jurting into the Western O

L Berries,

isle, named smost prominent fruit erop—Apple

il Plum o minor Solar as

s principalivg assi

a proving pround and experiment :IJ st -bed. Wh\lc_ <1|| four

for aspecific product. Orchard men vie with one another 1o

proxluceniew hybrids, and festivals and firscelebrare different

vartenies. Amethyst plums are recent cultivars, being sweet
10 the tengue and translucent w lighe

Rubject to storms rolling i from the Western O
the Crebuard sles are rainy amd lde visited by Exalts, though
. The solation de
shoro work on private projects bar from
wgh. Lakoratorics dedicated to biological
ortal

Can,

they welcome the mcome at tax rim

attract o few who w
public s

[orms are Not uncommon

Many of the manses of the Chrehard Liles are enclosed

gardensor greenhouses for exatic vegetables, ororchards of un-
ustal fruit. Some ave hothouses for foreing the growth of spectal

orchids, while orhers are incubators for cutlandish pets.

PRINCIPALITIES OF THE ISLES

Apple Tsle 15 the lznored middle child of the Orchards.

dered o produce cider, it churms out hundreds of tons of
Low-gualiy swill. Commanded to produce apples, 1t s
thousands of barrels of mealy, tastelessapples toall of Creation.
A few orchards produce high-quality product, but thev are the
exception, rather than the rule. Manufactories once famed for
lenses and ng tienal instruments now produce medium-
ed weapons, available ar Resources o ¢,
The Isle of Berries 15 barely large enough o count as
a principality. The Celestial Housing Auchority records it
as having only two known manses, in fact, The flac isle is
BveNn Over [asc

quality mass-p

hbled fields of low-lyving plants, and few
of s trees grow taller than 20 feer high. The Deliberative
maintains a schaol on the Isle for mortals. Respected gradu-
ates
n Norchern tervitories.

the School of Twining [vy usually hecome bureancrats

Pear Isle, the largestand most developed of the Orchard
Tsles, is a marured pleasure ground for Exalts and morcals
Amid elegant orchards stand palaces for members of the
Solar Deliberative, moon-viewing pavilions for Lunar Exalts
and gaming grounds for the Dragon-Blocded. Many Exalts
maincain "experimental farms” here, where they

an engage

in special breeding programs, ar simply play farmer fo
weeks between expeditions or adventures.

. o S

THE NORTHERN CALENDAR

Despite its harsh wintes and difficule springs, the
Noreh seill expects four major hatvests each vear from
its RPCs. The first crops are wheat, hay and beans,
harvested lare in Descending Wooed and continuing
1o Ascending Fire. In Resplendent Fire, agronamists
bring in cortomand flax. Descending Fire sees harvests
of millet, rice, hops; cars and tea. No harvest is made
during Calibreation, exceptfor fruits brewed into wines
and brandies for sacrificial offerings. Ascending Air
brings grapes, apples, pears and plums.

Northern RECs also raise animals, White River
fisheries produce salmon, trout, abalone, freshiwarer
mussels, scallops and perch: People in alpine meadows
raise sheep and goars, while Northeasrern plains folk
raise herds of dairy mammeths for cheese and wool.
Carttle and veddim are rarities, bur tame sille-spider
herds quartered near Opal Spire produce 5,000 yards
of high-quality arrow-reststant cloth a year.

The six months of Airand Water are cold; but
usually refreshingly so, with only Ascending Warer
being brural. This rends o be the tourist season. Ski-
ing, ice skating, snowshoeing andsleighing are popular
activities, with many resorts built near geomantically
enhanced hot springsandarrificially warmed lakes: Lare
in Warer comes hang gliding and long-distance soar-
ing. The 1,200-mile acrial obstacle course Tzacli Race
beginson the midday of Descending Warer. Ascending
Earch marks the resumption of planting: Ar the same
time, herds usually leave lowland shelter and move up
ta high pastures early in Resplendent Earth.

- RS

Plum Isle is of middling size, and the best managed prin-
cipalicy of the Isles. Low-lying and fertile, it is well tended,
with prosperous, peaceful towns. In addition o s famous
plums, the [sle produces furniture, game pieces, paper and
potrery of luxury quality, requiring Resources == ® ta buy

VARATTUL

Varajrul is che capital of Pear Lsle
largest city in the Orehard Isles, Two days north of Gateway
37 intw Yu-Shan, it sits on the flanks of a mountain over-
loeking a marrow ford of dark blue, cold warer. les brighely

Prefecture, snd the

colored stome and plaster houses have yellow or orange walls,
and most have roofs of purple slate. Among the houses,

dopwoods and cider-apple: trees create oases of comfort in

the eiry conrer,

OFf all Noarthern cities, Varajrul is most livible. Ramps
and steps connect shopping plazas. Glassed-in courtwards
define the centersof public buildings. Wrought-iron balconies

i
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overhang nartow streers. People dress in bright colors. A corniche of lusury shops and
reahouses faces the harbar; which 1= farge encugh to accommodare both the yachts of
the Exalted and the cargo ships rhar call bere. A second harbor in the nexe ford sup-
ports mortal pleasure sailing.

Varajrul founder and master, the Salar linguist Speaker of Reneficence, huilt the
city as a refuge from the cares of the Exalred. As a result, all Essence-powered devices
are subtly worked inre the urban frameworl rarher than ostentatiously on display, Two
manses, one by the harbor (®## ) and anocher on the mountain (@ s e ¢ ) above the ciry,
power streerlamps, fountains and privare warer supplies and the ner of | AM terminals.

Yet Varajtul does norerectany barriersstronger than a weather-bender, which prevents
snowstorms fram burying the ciry every winter. Therefore, the ciry has e
seasons with steady variations in remperature and storm conditions.

Varajtulians are devored ro their lord and master, speaking a lan-
suage he designed —which is poertic and subtle in nuance—in addition
o Skytengue and the Realm’s speech. This language s well suiced ro
negariating modern life. Becanse miscommunicarion is so improhahle,
nomurders have oceurred i Varagrul in half a millenmium,

Speaker's Lunar partner, Satiation Beneath the Crescent, also gave
a magnificent gift to the city in the form of a perfected cuisine, containe:d
within a cookbook called The Ten Thowsand Delectables. Traditional
six-course medls in W

arajul consist of @ warm spicy drink, artistically
sliced fruit, cold soup, fresh fish {poached or pan-fried in spices), savory
noodles and a sorhet. Perfecrly balanced rotime of yearand dier. Varajral
cuisine is barh varied and healrhful. The city hosts monthly comperi-
tions ameng mortal cooks, and a variery of restmants provide elegant
dining all vear round.

SiLver MEADOWS PROVINCE

Approximately 1,500
grasslands, home o cone

ears aga, the Silver Meadows were rolling
s, sheep and elephants. Morral nomads herded
here, raising meat for the Realm. Cecasional towns concentrared an bas-
ket making and the construction of gerts, the round renc of the nomads.
Dairy was cricical to the local diet. Cercain Lunars prevailed upon the
Deeliherative to reshape reality here, however, as it was too boring for
themas originally conceived. The Maon's Chosen craved more elaborate,
more “realistic” and more challenging environments. This reshaping

continued for more than two centuries, as successive generations of

Lunars tweaked the region to suit personal tastes.

Today. the Silver Meadows are rarely meadows. Insrend,

the land is a e

~qquilt parchwark of rerrain and landforms,
with sandy dunes lying alongside steep forested hills and
entrophicare ponds alongside swife rivers in deep ravines.
Running through this bizarre ground exrends a spider-
weh of roads, towns, villages and fields— remnanes of
the old narmality.

PrRINCIPALITIES OF
THE SILVER MEADOWS

Three principalities in the Silver Meadows
have lomg been o

ned toimportant Lunar Exalre
whose duties require them to have incomes and
bases of operation, hut wha still need rerritory in
which torun, bunt and play. In their lainds, mortal

communities clusrer close to rare roads. Ciri

e
merely overlarge towns. Silver Meadow terrain
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! Lokt OpAL CRAG
ss cach other strangely. r\mm:\]‘:s MOUNTAINS PROVINCE

the most famous slittering, snow-capped vistas,
“rags obey the Deliberative reluctmily
huphazardly, In east-west gorpes, the Unramqucrcd

shines cvery day on clean water and good £

the Realm rules o happy, contented [‘l]]‘uldLL I v |!L

dells running north and sourh, che sunshines bur afew hours

benenth s veneer of grim obedience

rheir mountains

rhe Deliberarive and the Age of Splendor,
exchange, | AM delivers newsand lecters o villag

Larer here the

often weeks old (ifnor months).

vinble o civilized living, This region proves how |

ablest and most south- PR'NClPAL[T]ES OF
THE OraL CRAG MOUNTAINS

Four principalities subdivide the Opal Crag
Each centers on one of the major passes running between
the Windlands and the Silver Meadows, and twe or three
prospetous valley

with opal, the wibutary
and di

Bent Spine Prefecture lies sull facther south, Here, the
mountains rake on a gentler aspect, with less steep
ween mountaing so that the light of the
n peneteates deeply, The principal ey here,
Fellara, is famous for its walls

Fire Opal Principalit

and more cuts |

Unconguered 3

linge
tor serious offender:
meuntain,
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The Opal Crag Mountaing run north to sputh from the
Inilind Sea ro the edies of the Whire Valley. Major mining
projects scour the mountain (fanks, deawing out hundreds of
aland marble, and thovsands ol tonsolconstrue-
riom marerial every year, Now the mouning are misnamed, as

Black industrial slag and obsidian haze from toxic dustobscures

arwl
Sun
and

il

evervon the brightese days onnarrow, lessprosperous ravines,
whose mines lave long historics of accidents and worker
mistreatment. People in those couloirs often plot rebellion

The peaple of the Opal Crags are a hard folk covered in
a Jayer of black duist. For thousands of vears, they b

and mined fine materials for the service of
Lirtle rerurns in
and towns
vit does ul-\uwh;‘n- in Crearion. Information is
nferring Trade
Pattern relies on some areas’ l seing less auulﬂ{ le and less
arcd thint
aspect of the Parrern can be on thar fringe of civilizarion.

fountains,

ral more
vorth-south dales comp! slete LdLh [']lllupihl\. Gdtumv
Prefecture, the most nertherly
Mountain Gateway and many mines for iron, copper, j
and even moonsidver.

Glittering Peak Principality is next on the major routes
te the Inland Sea. Famous for timber and for marble veined
s nototious for rebellous atitudes

slopes

is named after bright, red-hued
stones wined from deep valleys, A pervasive red dust often
The Deliberative maintains a prison
i a red jade mine deep under the
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Lunar TRIANGLES

Throughout the Opal Crag Mountains is a series
of triangular stones balanced on their narrowest end:
Set up by the Luniar Exalred to mark songlines and
sited of vision quests, these stones can range in size
from a few ounces up to several tons. Many of them
seem to vibrate precariously, as if about o fall in the
hesvy gales. Yer, it is the mind of the observer rather
than the stone itself thar rrembles.

Astute observers narice thar many of these stones
are armanged in patrerns across the landscape, often
tending toward arrangements of triangles within eri-
angleswithin triangles. These Lunar triangles, as these
stone shapes are called, are something less chan Firse
Age marvels bue somerhing more than mere childish
games. They are spirit-traps and elemental lutes, de-
signed o reorient dragon lines ta bring energy—and
Essence—taward a specific point. The goal of this
work 15 to creare a demesne suitable for capping with
a Lunar-aspecred manse.

A Luriar Exalr establishes a Lunar uangle by
placing three stones of varying sizes in a triangle upon
the landscape so that three stones are within line of
sight. Doing so requires at least three (Dexterity +
Craft |Earth]) checles, with ar least five successes each.
Additional Lunar rriangles must then be crafred within
the region set out by the firse trio of stones, and each
stone invested with-a more of Essence. Oncea region
within this aren accumulares 100 motesof Essence and
500 successes, the stones all fall with 4 simultaneous
erash, and the area becomes a one-dot demesne. Ad-
ditional work can empower the area further.

Stones blown down or deliberarely moved before
the work is complete negate the whole working, which
i3 bﬂgm ANEW:

THE CiTy OF THE MOUNTAIN GATEWAY

Alrhough it isnot a teurist destination ar even a by-way
veling in the area, the City of the Mountain
avids among the plories of the Firse Ape. Carved
from amountain, from the three ohservatories on rhe highest
level to a spectacular garden on the lowest, the city's high
ceilings and engraved walls display a splender unmatched
autside of

The City of the Mountain Gateway, informally kniown
as Six Gates, is the secondary command center for the
Deliberative, Locared beneath the tallest mountain in
the Opal Crag range, Six Gates is s shorrour che military
constructed berween the Elemental Pole of Earth and
Creation’s Northern froneiers. Four grear tunnels with

for those

Graatewny st

portals of jade and orichaleum join Six Gares with the
wider world o north, south, east and west. Two more
gates in the deepest, most defended parts of the ciry join
heaven and carth, lirerally. One of these gates, buile of
slalss of black jade, enters the realm of the Mountain Folk
dwelling beneath the carth, The secomd
of white jade, orichaleum and moonsi
Yu 1. Inthis way, the mountain of
as & secondary axis mundi, in rhe rare eventuality thar
Creation’s cenrer, Mount Meru and the Pole of Earth,
should be eocked or damaged.

Therefore, the city has tremendou

foor, comstructed
et s Giate 31 into

(Gates serves

sly tipht securiry.

such as tend-

Ordinaty mortals (ll minor jobs in the ciry
ing the gardens and

greeting visitors. Fewer than 20,000

¢ sorts of tusks. A larger population of
000 God-Bloeods and Dragon-Bloods handles rourine
and extracrdinary security
open only o them, with security doors that appeasr to
be solid rock uneil an anima hanner flares nearby. Even
then, special keys or churms may be 1
heneath the mountain are secondary debating chambers
and conference rooms for the Deliberative,
and its funcrionaries, as well as private guarters
of the Celestial Exalved

On the cin's deepest levels, in areas sealed against

Some levels of the city are

ded. Locared

irs generd

or each

casual visitors, are Essence engimes designed to harden the
mountain's reality
threats. These anm- could mak
could become
of Earth, The engines have never been rested, bur elders in
the Deliberative know that Creation could be re-established
around this central pole, in the event that the Ble Lsle
fell voa Wld iny

As an added side benefit, the city links Creation with
the Mounrain Folk. Seven caverns, widely separated from
the security zone around the Celestial g
the diplomatic guarter where Mountain MJH: Comprey
Deeliberative spies believe the Mountain Folk have nonnels
connecting Sty Gaces to the underfells of Mount Meru on
the Blessed Is of ye

FeLLARA

Fellars in Benr Spine Principali
with fantastic views east, west
aned sourh. Famous for its medical schaol and for luxury
items of mammorh ivory and wood, the ciry has a |~'||~ulf\
100 people. Many work in the city's
wduce small pares in
ence-powered mac hm
A steady stream of cogs, gears, logic wheels and o

Fair Folk incursiom and other

% Chntes so real that it

a second—if less powerful—Elemental Pole

AL,

L bue they Liave no confirmation as

¢ rises from the

shoulder of » mountain,

tion m exeess of 300

ade,

four facrory-carhedrals, which pre
orichuleum and moonsilver for

ery. er

precision-shaped parrs flow out from the city to every pare
of Crearion. Fellara enjovs a high standard of living from
the resulring revenues.

Thecity government isunnsually demoeraric, reflecting
the thorough educarion of rthe workers there. In an experi-
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. menral use of | AM, citizens vole for cach proposed law
thiat is properly registered with the city manager. Political
‘ demomstrations in the streets are common during holidays,
and more than 40 local political parties are acrive. The
| result 18 rancous and chaotic during controversial votes,
bur all commorion is left outside factory doors. Workers
et proud of their coneeibutions to Creation o

here
risk fighting ar work,

WHITE VALLEY PROVINCE

Spidersilk Darn, a 2,.800-mile wall of cable and crvseal,
curves inta the Great Wesrern Ocean to hold back the wa-
rers, Essence engines hidden within this consceuct tileer and
desalinate water, sradually releasing it into thousands of tiny
streams, which eventually merge inro the White River—an
artificial ut navigable river minming west wo cast through
V'hite Valley.

Spidersilk Dam provides fresh water to mortals. The
mansesanchoring irstermini bring together flowsof Earth- and

ithin the
he power source [or mani-
facto vehicles, residences. preenhouses, orchards and
public buildings downstrenm. Each such seed, tagged tw an
appropriate destination, is set drifting in the viver to find its

way ro the right location. Most arrive minuges before the
previons erystal dissipaces.

Halding back the sea created a fertile valley-land 800
mileswide ind thousands ofmiles long herween the Diamend
Hills and rthe Opal Mountains. The river flows berween the
Giares of Wind inw Frost Lake and thence Whire River
Glarge Park, a wilderness preserve on hoth sides of the river
covering thomsands of square miles. There it hecomes the
River of Tears, which winds down o the Yanaze Raver
where its warer rejoins the Inland Sea.

Few recall the White Valley's arigins. Old Solars re-
call the Spidersilk Dam being constiuceed as a weapon of
the Primordial War. The White Sea was the home of the
Primordial Ta'akozeka, and the dam cu off the Grear Ten-
racled One from the Sea, withour which she wichered and
died. Teuday, 40 million peaple dwell an farmland enriched
by her decaying form.

The ground berween the dam and Frost Lake is the sec-
ond maost fertile region in Creation, after the River Province.
Where the River Province provides grain and grape, White
Valley orchards produce hoth eating apples and cider, while
Whire Valley horhouses force bulbs of long-lasting purple
amaranth flowers. Manufactories in the White Valley pro-

duce toys, furniture, Essence devices and weapons of war ro
defend Creation.

Alr-aspecred Essence romingle with those of Warer-aspecred
Essence, This Esser srystallized in factoties
dam, is sent downstream to be
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WYLD AMARANTH

The Solar known as Magnificent Garden care-
fully bred Wivld amaranth 2,000 years apo as part of
Criarion’s defense systems. The unusually long-lived
purple flowers strengthen realivy with their presence,
Theseven perals represent the five directions, Yu-Shan
and the hope of reincamation, while their purple hue
sugests a melding of the colors of the five directin
Their three green leaves symbolize cooperation among
pods, Exalred and mortals.

Now commoen throughour Creation, they are
particularly loved in the North for their capability to
hold back the Wyld, Raksha decest them, forthey h
trouble performing shaping attacks in their presence.
All Wyld shaping techniques performed within their
line of sight suffer a -2 circumstance penalty.

AU

PriNcIPALITIES OF THE WHITE V ALLEY

Linlike other parts of Creation, the principalities of this
region inrermingle with each ather. Six princi
different parts of many cities and towns in the North, rheir
borders and cheir territories remaining Muid, The cities of
the Whire River sing, quite lirerally. Each principalicy has
its own sengs, and the towns—people, animals and buildings
alike—all have rheir part in the music,

Oxhow Prefecture is a farm collective lying in the
borromland of the river. Affecred hy
biennial rising warers, its principal crops are grasses, such
as vats and hay, and fiber, such as coton, hemp and linen.
Irs sun-fired brick communities constanrly rebuild on the
monnids formed from fload-shartered rowns. Temples to the
Unconguered Sun crown these artificially elevared civies,
famous for spicy food and veiled women. Here, the constant
wata of the summer river and the allegro of the
river i flood.

Swift Waters Principality consists of hill towns on the
fringes of the White River, where streams come down inte
the valley from nerch o south. This principality isa land of
facrories, with pawer wheels flashing in steeams and hillow-
ing steam-chimneys, accompanied by the cmeful sound of
bammers on anvil: The songs tend toward srately marches
andd stirring hymns to rhe Unconquered Sun.

Long Wharf Principality vibrates with the bustle and
commerce of riverfront counting houses and warehouses and
rhe clamor of shipyards. Workimen make hulls ready for river
and ocean rravel. Chandleries rock with the sprightliness of
sen chanteys and the minimalist tocking of bra
in the instrument shops. Runaw
bodied sailors, and both sing J.mvh;ng trills about women

Ve

alivies hold

ceasional oods and

smyp s the

on hrass

rub elbows with able-

after a vovage home.

When entering Covered Marker Principality, visitars
sense the sudden shift in musical rones, s major kevs give
way to minor and bright harmonies give way to clashing ca-
cophony. Too-hrighe dyes make corton and silk flureer in air.
Rutre spice-seents attack nose and rongue, as cardamom and
cinnaman flear in the breeze, Armnged in pockers through
all the athers, this principality is a land of wheeling and
dealing, bargains soughr and ourrageous scams completed.
Conmen and vx collectors march wits under indigo-striped
awnin

Merchans'shoutscchooffsundstone wallsof banks

and colfeehouses,

Scholars’ Court Principality comprises the schools,
colleges, universities and orher insritures of higher leamning
that are seattered through the Whire Valley. In cloister and
courtyard, studenes srudy bureaveracy, martial arts, religion,
ealligraphy or engineering, as their abilities pull them. In
academy and apprenciceship, mortals and Exales alike leamn
the arts of eraftsmanship and graceful living. Nowhere in the
Northare these skills eaughr with such refinement as among

these markled healls

Turning Stone Principality, the list of the disericts of
the White Valley, is a land of windmills atop bare hills, and
lumbermen climbing high in crees. It i¢ a place of quarries
and mines, where industrious workers glean wealth from

wilderness for comnery rowns and riverside manufactories
1oy shape andd dmprove: Here, songs speak of roaring gales.
Woodwinds trill merrily of foreses in spring, cur off suddenly
by the eymbal
SEPPORIL
The largest ciey on the White River is Sepporil. Ap-
Trearivigzas an soc ition of towers and domes rising o hill
ar the river's edee, the city hoasts a populacion of a million

shoafa felled rree

people. Essence shields shelter the ciry from winter storms,
and perperual spring reigns within, Daffodils, magnalias,
irises, tulips and dogwoods bloom in sequence each manth
of each season.

Borany is Sepporil’s largest industry. Flowers and herb
gardens blanker irs sumrounding fields and rerraces, while ies
laborarories breed new strains of such grains
whear and barlev. Special research stations in nearhy 1owns
work on fiker crops such as cotton; silk, Hax and hemp
Thanks ro scientific advances and sorcery, many Northern
states have experienced a hundred-fold increase in produc-
riviry over the last millennium. The innovators of Sepporil
are always pleased o take rhe credic.

Oine of the ciry's more interesting diversions is the C
nivoreus Flower Show, held in the month of Resplendent Fire,
The city’s botanises try to ourdo each other (and themselves)
in this conrest,

rice, millet,

T

ane many

Solars compete against mortals as
well. Past winners include the Guardian Vine, whichentangles
small animals ar men whe approach tao closely ta the plam
andl then pradually srrangles them. Many remember wich hior-
ror the winning plant from a decade ago, which ate an entire
mammoth in three minutes. These and other monstrosities

Ho
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VaLLEY SoNGs
e often starthed, then amused or bewildered, ra discover that the Songs of the

Visitors to the White Valley
Valle
the middle of ordinary endeavors. Teahouse patror
tion. Whaole markeeplaces have hecome music-infe

The White Valle
and dramatic swelling of orches
sloppy harmoni
region—one Silver-Voiced Mighringale-
has plenty of support in the Deliberative.

Hordes of music s
inta the continuing evele of sengs: Others grow so
that they inflict it upon others—native
until they become roo tedions and reper

This ordinary-life music i3 o

hehind ordinary dail

ve to bear.

irits surroumd any mortal wirh a2 modicamn of
attached to a particular compe

¢ are not meraphor but reality, Citizens of this region break into complicated song and dance routines right in
s stage elaborate
steed, as cotng change hands o
ant music s a source of much rension in the Delit

shadow puppetry to prlmn their palitical posi-
il 8 Song's purposes.
itive: Some object to the ope;

activities, Others deplore its qualivy, which tends toward
s and repetitive thythms. Yet the Lunar Exalt who helped design the Spidersilk Dam and the whole
quite content with what she's wrought, and her proud Solar mate seill

lent, hoping for 4 chanee to insert a brief solo
ion Chowever bad it might be)

nd visitor alike. Thus can specific songs become popular forweeks ormonths,

wajor export of the White Valley wo the rest of Creation, While few places take

to Valley Songs with guite the same enthusiasm, ditties about blacksmithing or sailing can suddenly become quite

populareverywhere for no ohvious ez
or original singer (when he or st

son. TAM eraclks these sudden outburses of music and vsually g
e be found ) with @ one-time gift of wealth,

the compuoser

(el the oc

FrosT LAKE PROVINCE
The White Vall

¥
with ice. Bone-like joimt

ern end widens intoa lake thinly
| warys and floating
s surface from coastal Lowns

sheath.

U

platforms How out onto the Lk

and cities, dividing it up into thowsands of triangular pane
of warer. Two million people live in egest

om the

Il-hued hous

floaring pladonms.

The Solar general Fearless in Banle's Face created Frost

Lake specifically as an industrial fis
protein and ve
Beneith the 1
birth t
Ciiganric nersands
shiellfish and fis
I

hery to provide marine
table matter for Creation’
3 nnp}‘uhl*\\_‘ :'1[\f{r\)1hi.glv-

humgry soldiers.

arich, org

i1

1 thousamd dif

in

iriesdrifr, }c\rmmg_

Manufactori

s on the surface trn living

irtor Jars of packed mean for milicar
prion. Others whone into jeweley,
Homtinge platforms. Factor
ride on jewel-covered ralts atop wate

shiom the seraps

and more

surface, while
hundreds of fathoms long rether them to demesnes
arater bubhle

and lobster chitin form living and working

on the lake’s floor, Unde somstructed of crab

aces for strip-

mining the eir living abundance,

Frost Like s form a principality oo
themselves, joined with rhe comsrrucred platfurms thar
tromy waters and ice (o s and miners, Fish
harvested here form an important pare of the die Jclr the

whale of the White Vall

wosupport fish

breed further upstream in the artificial warershed dewnstream
(rom Spidersilk Dam
VARILISTU

Ar the center of the lake rise the

shining white spires
of Varilist, cheying rthe rulés of mathemarical sequence. A

series of plarforms, ench with irs own tower, accupies the
peographic center of the lake. The central rower rises 1o a
heighr of 21 stories, and it extends 21 storics beneath the

Take's surface, A ring of eighr 13-story boildings surrounds

ir, uned v ringof 16 cighr-story buildings surrounds that ring.

2 adorned with rrees

Each spire stands at the cenver of a plaz

wniel pairterres suitable for o royal palace. Beyond is an even
larger ring of five-story buildings, and then seructures three
stories, two storics and, finally, one story high, Fishponds
doubling as reflecting pools surround the civy on all sides,
except along rthe roures of cight causeways thar join Variliseu
o the mainland,

Even in the poorest apartments, Varilistu is gleaming
whire, srudded with pearls and mother-of-pearl. Sculprures
fill miches and adorn every pillar in the city. Thirtyfour
anchor cables rether Virilisen ro manses on the lake botom.

ssence channeled up these cables helps refine the city from
the minerals present in the warer. It also gradually rebuilds

any damage done to the city's walls or plazas. The iy fself

Tunctions s il it were o hearthstone of delicious dream. No
one in the city Tws troobled dreams; every night's sleep is
reseful and beneficial 1o one's health,
Varilistuexistsprincipally as a gleamingshowpicceof the
North's Era of Direams, Notas remote or assecuricy-conscious
as Teneli, norms religion-obsessed as Ondar Shambul, it sacivy
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intended for rourism and pleasure. les towers are horels and
mscums. [us pl s and sculpture.
It is also a center lor the production of gliders and airships,
at the edge of
city are hangars and comstruetion facilities.

are wdorned with g

ol the one- and two-story buildir

ilistu is small in comparison with other Northen
cities. Fewer than a million people live on this artificial
riulness make it a popular
< could prove ics

island

et the city's beauty and re
t:

ation. Indeed, its very

undoing. The nighttime restfulness that talls over the ciry
atrracts unusual and danperous sentient predators thar find

peacelul dreamers roo tempring to resist.

DiaMoND HiLLs PROVINCE

arth of the White Valley lie the Diamond Hills, The

provinee o salities, whichare named One

because of their low populations. The eighth
is Tzatli, the nominal home of the famous flying cicy.

The land is harsh. Perpetual winds ruffle scrubby grasses,

the land undlulate. Permafrost crunches un-

hend double under the wind. Few people

orany great kengeh of time, and most rarely know

hing of the Realm mare recent than eight months past.

People come to the Diamond Hills o ger av wm the

res loyalty. |

onsists of e

through Seven

maki

derfoor, and e

here

Deliberative, even though this region still pled
AM nonethe

wanted for erimes, When they ti

eps tubs as best it can on those persons
s of theirself-imposed exile,

The Diamond Hills are famous for mining and wild
harvesting, Two thousand miles closer o the Elemental
Pele of At than the White Valley, a rich array of medici-
nal herbs useful in treating respiratory diseases grows in
the permaltost here, Beneath the he
rhe icy warer table lie crystalline metal ores and veins of
minerals that are light but strong for building airships and
swift weaponry, No great manufactories produce final
products here, Bands of official and unofficial exiles can-
not be permitted to run weapon manufactories. [nstead,
airhoats make regular visits to the Diamond Hills to carry
refined me
and tract lahorers north.

Scattered across the region is a serics of slender steel
needles, hundreds of feet high, reinforeed with white jade
alloy, These poles thrum with energy, and lighming arcs
aut from them to strike anyone standing within 100 feet of
their bases or to airships raveling within 100 feet of them
in the air, Those spires close to transportation routes carry
lanterns as warning beacons. Many more are unmarked and
ditficult ro spot. These lightning rods act as energy collee-
tors for the city of Tzatli. It takes a tremendous amount of
Essence gathered from the Elemental Pole of Air to keep the
cityafloat. These lightning rods collect the Essence and relay
it along moonsilver cables tha flex and change position in
respanse to the ciey's motien. Whichever lightning rod s
closest to the city actually beams Essence up to it in a single
rning-

ground and helow

s and crystals south and o bring prisoners

are of contimons
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rincipal city, fev
in the provinee. Towns huddle under Esser

heere inca land of rough living and rougher civilization.

Tzatul

The flving city of Tzatli is 2 marvel of the Age known
and celebrared in arr and H[emruw all over Crearion. | AM
regularly Tepores to wwestnick
reechnical marvels built into the ciry

[ts founder and builder, the Solar arrificer Bright
rered lee, regards it as bura playching or a clubhouse for her
and her circle. Irs brilliane towers of white false

c and envious mortals on the

Shat-

stome arud

blue crystal rise from a semispherical hull whose mirrared
surtace reflects the countryside below. A perpetual column of
lightning rising from the region’s nearest lighring rod below
leeps the ciry in rhe air. Every half-hour, local shurtles and
skyremes carty travelers berween the city and destinarions
all threughour Crearion.

W har visitoms discover, although ivs nevermenrioned in
| AM's news repores, is how sterile and cold the ciry seems.
No flowers adorn the city streers. Civilians hurry about their
work in plain robes of whire linen and wool, Decorarion is

modestand minimalise, Teshouses are studied and formal and
drinking houses are subdued. The comstant music of the city
is erhereal, even awe-inspiring, bur ir lacks human warmeh
sthowgh Brighe St

all her passions, has pulled the pa

or deprh. Iri rered lee, in building n

ciry ro indulg

SIO0S OUE

of everyone ¢

Even so, Tzatli keeps ies people. While tourises and visi-
rors om business can visit with minimael fuss, cirizens hav
considerahly more difficulry leaving, Brighe §

Shatrered Tee's
adamarir legiomaries (similar ro the brass legionmaires on
. 103 of The Books of Sorcery, Vol. I—Wonders of the
Lost Age} guard the ciry's exits far more closely than the
murditsentrances, and the cirdshighly efficient bure

ucracy

rarely issues passporrs.

There are always at least 136,281 citizens in Tzatli en-
aged inflighe-crivical tasks that keephe iy functional, An
ackditional 156,281 engage in economic prochueion, while a
rhird
fourth group sleeps or rests with family ac home. Only once

din leisure netivities, A

oup of the same size is e

those conditions are mer are amy citzens allowed 1o depar
the city—which, of course, makes it barder yer ro leave.
The upper towers of the city are likewise separated
vt by casee, The uppermost stories of the city towers are
reserved for Brighe Shaveered lee, her circle and similarly
Bigherankivg guests. The middle foors are gven aver 1o the
ragor-Blocded whio manage her bureaucracy and officer her
parrison. Lower floorsand the hulls deprhsbelong to moreals.
Ordinary humans fir inro one of 16 sub-groups: Officials of
the First through Fitth Ranks, Arisans of the First through
Fourth Ranks, Workers of the First through Third Ranks,

Peacekeepers of the First and Second Rank, Merchants and

Supernumerarics, There litele progression or advanee-
ment outside of one’s blrth caste, Only clever and brave
Supernumeraries have a chance of passing examinaticns o
enter one of the other castes, As redundane cirizens, they

e it an emergency so that the

st Lo be ready o substi
eity continues to flv.

Such emergencies and accidents are all oo common
in Tzali. The law code is harsh, 1dling oo much during
working hours or arriving home too late for “family time” is
punishedseverely. Whole families have been rounded up and
imprisoned forarguing too loudly over dinner and disrupring
thie city's happiness, I AM is obliged o report to the ciny’s
secret pollee on just who s disobeying the law. The city lacks
safery railings—a grave hazard during maneuvers to avoid a
b d or torade. Despite belng Tzali's poorest eitizens,
the Supernumeraries all carey portable hologlyph terminals,
50 officials can summon them rapidly o new assignments
Groups of Supernumeraries have sar down to warm dinners,
after police hauled away the ariginal diners

WINDLANDS PrOVINCE

¢ between the Opal Crag Mountaing, the
R,u-u the White Valley and the Inland S
Windlands make op the larggest of the Nonh's provine
Eleven principalities arm the even, fertile landscape
crating on roads and irrigation. Manmeoth, sheep and catle
herding are commean here. RPCs concentrate on raising
animal-feed, while greenhouses raise flowers for the wealthy
all over Creation

ONDAR SHAMBAL

Ondar Shambal is the ciry of the Unconguered Sun's

Whire

s, The

| coop-

priescly followers in Creation. The Zenich Caste Solar,
Righreous Guide, builr the ciry of white granite abour 700
quire small by

rhe standards of the Era of Dreams, conmaining nor quire a

yenrs ago. This firse ciry of the Windlands i

million persons. Specracularly ser among the Opal Crags'
few remaining glaciers, its towers and walls glirrer in the

light. Spires gleam pink in the dawn, whire in the noonday
stmy, yellow n lare sfremoon and golden in rhe sunser. At
rwilight, shadows of roval purple stretch easrward across ies
plazas
of the god himself, no one is quire sure. Scen frow

Wherher this is 4 quality of the stone or a blessing

above

as the Uneonguered Sun would see i, the ity becomes
pertect mandala of the gad himself.

Omdar Shambial's mandala is nor simply o paean o the
Unconguered Sum. Bencath the ciry, pears and clockworks
move the cinds sereers and plazas slowly and subtly, so thar
the city’s archirecrure irself comstanely praises the foremosr
B

art of the eiry's magic assures thar everyone wakes

wirh the right meneal map of the ciry, no mareer how much

o,

has changed. Only those priests and monks whokeep warch
it the night, preoceupicd with keeping rime in order and
serving the god honestly, lack the knowledge to find their
way abour. They must renew their emdersranding of the
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city daily. Devoted monks forget their disagreements with
one another in the joy of experiencing the marvels of the
white city each morning

At the ciy's center is the Solar-oriented manse called
the Nine Towers of Day, Just as the ciy subtly rearringes
itsell” every day, so do the towers of the manse remake

themselves in the night. Some days of each month, they are

square; on others, they become octagonal or round, Bands
of arichaleum and jade upon their surfaces fomm continu-
ous praver wheels humming a message of peace, prayer and
holiness upon residents. Within the manse, windows ol
translucent jade send light down ot remples and shrines
containing relics of the Unconquered Sun—Ilocks of hair,
drops of sweat, téenail ¢lippings and ribbons of yellow silk
from his robe. Several libraries within record the history of
Creation and store knowledge of the oceult, medicine and
many other disciplines.

Allis not well in Ondar Shambal. Some years ago, the
Unconguered Sun asked Righteous Guide to construct s
pilgrimage road from the city's south gace 1o the Inland Sea
The road, decreed the god, should be free from all death or

hure, so that those who made the pilgrimage would nothave
Lo tread upon the blood of the laborers. Righteous Guide has
not returned to the city since. In his absence, monks and
nuns and priests are sleeping through the nighr, and their
theological arguments are increasing.

WALLPORT

Anticipating the complerion of Righteous Guide's Holy
Road, enterprising Deapon-Blaads endesvored o build an
equally beauriful city toreceive pilgrims from overseas. Seared
on a broad plain at the top of black basale cliffs, Wallport

serves as an entry point for pilgrims and those who biave

business in the Norrh,

.T\V\.‘LI\.'SL\.‘[“ ".llill“.'\.] l'L'fIL‘\.“U‘L’ T‘UUL‘. AT ITHNIES MITTU]JI](]
the city, Filled with watets from an aqueduct from Ondar
Shambal, these pools sheler the eity, whose gray granire
watlls are traced with moonsilver to honor Luna. One road
to the south goes down steep stairs to the lower town, at the
foor of the cliffs. A dirt track to the north eventually meets

1]]\‘ HU“‘ ]{Ui\\l. "‘rlll(.;l ‘A‘]H L:\'l‘l]“lﬁ”}‘ h{: l[]]ﬂr.“i:ﬂ:[{ i'l!_:l\r
to the city gate,

Within the walls, streets form a lotus patcern o cel-
L‘l‘l:“(.' E:”'lh‘ RI’\.‘:“J 5{{”]’& ii[]\'J ramps connect L"rlilll ]‘C|H| tor

one another, and each house and shop is colored slightly

differently to create the effect of an iridescent flower from
directly overhead, A golden fence surtounds the park ac

C!L)‘ center, \‘\"](hl]l. Eowers E]I- lhﬂ’(.'l'\.‘“”? (.HlUTCI] Iﬂllrh
topped by polden onion domes each commemorate one
of the Maidens, while five theaters at the park’s edge cach
celebrate one of the Elemental Pales, While the city is not
a Hl'r]ll\JHE.l llkl‘ (\ildx\l Sl}}l[l\b"l‘ IETR 18 1 ]K:\'l‘nl)\:l\'.‘-.‘\ i f\:”\'l.‘
tion of

Wallport's upper city is for craft and artistry, famous for

\
cation' order.

clockwork mechanisms and Essence engines produced inis

7

‘rory-carbiedral

The lower ciry is much less
even pilgrims seck fleshly ple:
just before return journeys. Prostitusion, drug s
vices stalle borh nmwary and willing here.

CHERAK-ON-THE-SEA

Cherak-methe-Sea is the heautiful capiral city of the
Tributary of Cherak. The famous Solar general, Wind of
Heaven, founded it not as a fortress, but as a pleasure palace
for relaxation. The city perches on five round palafittes in
rhemiddle of a wide, shelrering bay. Each plarform supparts
dozens of rowers, piazzas and parks. Marinas for pleasure barges
and sailing vessels ring each platform. A pleasant walkway
winds around rhe palafitres’ edges, and calles—narrowstieets
closed ro wheeled traffic—connecr the many public squares.
A variety of Essence vehicles skim above the opal-colored
pavement, and the noise of carts is utterly banished from the
ciry. Cimals erisscross Cherale, used as much for transporra-
tiom as the calles. Sorcerous harriers prevent rogue waves
from overwhelming Cherak, but they don't keep out wind
orrin, so the city has normal weather.

Fach palafirre has a large central forum roughly ar the
cenrer, which serves asan open-air public raom. Crowds come
to-enjoy the fountains, shade trees, restaurants, shops and
reahouses chat define these spaces. On at least one angle of
these gathering places is & monumental structure dedicated
o cme of the Salar Prince’s favorite acrivities. These public
facilitiesenable citizensand visirors toenjoy Wind of Heaven's
nee. In the southeast, bathhouses and a gymmasium
provide for the needs of the body. In the southwest, a library
andd aumiversiey (specializing in bureaucracy, military affairs,
f[“.\lll me i ]it Iﬂ“‘_ 'lf{t:l' ]nrt‘n“(.tl]&]] entertmmment. ll\ fhl’
l]l‘f'l 1CSTy i \r?ll!\l]”] rH"I Thﬂﬂtﬂf (.Lﬂr]p'ex]"l’(‘\ﬂﬂ thI'(]dl'(ltL“ l'(]l
cambat anxl a variety of plays. In the norchwest, a shrine and
adjunet pansala dedicared ro rthe Unconguered Sun invites
both somgs of praise and quiet conremplation, At the city
ter, close by Wind of Heaven's manse and palace, is the
Emporinm, a vast hall of shops selling every sort of luxury
aned reahouses serving delicacies from all over Creation.

savory, since

sures afrer long voyages, or
wl other

benefic

€

Visitors often mistake the Emporium for afood hall, but
in tact, it isa cleverly designed social venue, one of the most
important in the ciry. Parhs herween shops are wide enough

for senior officials and their retinues ro pass and norice one

anether. Every fow hunidred feer isa pergola or amphichearer
for public conversarion or staged encounrers. New fashions
and new modes of thoughr can be boughr and sold here,
just like everything else. OF course, Essence-powered spy
devices keep track of everything that happens in the ciry,
bt especinlly here, so thar Wind of Heaven's intelligence
service keeps him abresst of the latest news.

The last element of the city is the Triumphal Circuit,
wsually called the “Triumph.” Winding twice across the

central palifitre and crossing each of the others in turm, this

claborate avenue is the main route of military and religious

parades each month. Traveling circuses use this roure when

¥
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cnrering or leaving Cherak, as do achletie squads and famous
iring scholars. Wind of Heaven asks any visiting Exalt co
take pare in either an imprompru or formal parade on the
Triumph. The Triumph's path chrough the citvcauses crowds
abzerving the parading Exalt ta recelve a temporary dot of
specialryinrhe Exalr's highest Abilire. This specialey persists
fora month. Wind of Heaven tollows up such parades with
decrees ardering waining in such skill for every citizen. Thus
dor his cirizens become adepr at almast any kind of activity
Hl'hii‘r rhe sun.

In Wind of Ileaven’s absence, a government called the
Panchayat rules. Thiscouncil of five Dragan-Bloods manages
the city'sdailyatftairs, and each also supervises the magistrares
anil bureancrars on each palaficte. The Panchayar meets in
a medest city hall on the central forum, bur each councilor
has a separare district office in each districe. Traditionally,
one is a priest of the Unconguered Sun, while the other
four are a hureaucrat, a physician, the commander of the
ciry's peacekeepers and a sorcerer in charge of the ciry’s
maAntenance.

CHerak UNDERSEA

Cherak-on-the-Sea s intended ro be a paradise, bureven

it S
daark desires and appropriate parmoia, Benenth the bright

ardoes nor become o grear general wirhour developing

city lies another, i the dark warers of Cherale Bay

A full 17 of the pillsrs supporring Cherakeon-the-Sea

comtain elevators, whileé 30 more hold stairways. These pas-
sages descend o the seafloor, where airlock:
Tarbors for submarines allow water-brearhing Exales or mili-
wrsommiel o enter rhe ciry secretly, Berween seafloor

sl underweater

and sea surface, thousands of érystal bubbles cling o the

stal tubes overgrown with kelp allow trave

en mare isolated hubbles. lir keeping with Wind of

en’s paranaia, these bubhbles are relatively frgile, and a
command given from his manse can cause one or all of them
w pop suddenly, drowning their occupants

Each bubble holds s manufactory or service center thar
eases life in the city above. Except for military personmel and
authorized visitors, most mortals here are practically

o

Even free clvilinns rarely enter the sunlir ciry above, Wind
Heaven dislikes looking at the deformed in his cieys
s Jis laws condemn them w servitude below.

Not all who labor here are deformed, however, Within
tal spheres, isolated from the others and reached

plazas,

SOME CIys
by a single stairway
and girls are raised to be playthings, gladiators,
Iyguards, chefs, dancers, artists and other professionals,
until they are allowed o ascend the single stairway from the
“oreen world” ta the “bright world above.” Those judged
worthy to make the journey usually meer their maseer on
the stairway, remaining devoted servants forever,
LAnDwARD CHERAK

Northand west of the city proper is Landward Cherale, an

e the secret schools of Cherak. Here,

industrial sprawd of two million people, approximately a third

af whorm are slaves. The main roads and bridges to Cherale
on-the-Sea carefully skirt the edges of this ugly ciy
helow the ridgeline separating the induserial discrict from s
mete clegant and fashionable neighbor. Many upper-cl
wisttors are unaware that Landward Cherak exists a all,

OrHer CrmiEs OF THE WINDLANDS

Fourother ciries have hecomede facro cenrers of culrure
and wenlely in the Windlands Province. All are principality
sitils and ceomomic pawerhouses. Everliving Grove isthe
Hoor-high mees

usually

55

il

most fumous of these cires, because its 1
support strucrures holding a million people. The Grovites
are furmons for rising cold-wearher archids on their branch
dens and for rrining calking birds to be bodyimuards, rans-
Larorsand rurors, Major induseries inelude paper manufacrure
and book production using renewable bark skins from their
Teaping from
wreen bough 1o another himdreds of feer o

ciry's rowering tommdarions, Branch dancing
hove the

one ey
th—is a popular diversion here. Additionally, the ciry
thove Gare 32 into Yu-Shan.

Three-Foree Mesa, located in rhe inner highlands arop
a lofty mesa, is w mining sod indoserial rown. Woindmills on

STt

the mesa rn pomips the size of honses, o draw warer into
rremendous cisterng. Honse wasrewater caseades through
a series of sluices 1o warerwheels powering iron forees and
jude cutrers, Some warer falls so hard and fase char its energy
runs sparle-hammers thar fuel the smelrers and fire the forges.
At dusk, the city appears o bea b
extremities belching fire, its sides gleaming with warerfalls
and irsshoulders alive with spinting windmills. Vast inrerior

chemorh, with its lower

chambers serve as concert halls for echo concerros, where
instrumentalists m widely separared balconies play 1o each

ather across gulls of vaulted empeiness, [n the city's under
erofts stands Gare 28 inro Yo-Shan,

Meteor's Eveisac wem
il rising cue of a log bank inte perpervally clear skies. v
began as an observatery for the Sidereal Exalted. Fven inthe
well-planned skics of Creation, random evenrs do oecur fram
time to time. Meteors and comets eross the sky according to
thetrown counsel, The Matden of Secretsdoes not reveal their
ordersorintentions even tothe Unconguered Sum, Therefore,
they must be observed and their courses camlogued. Sired
upon Gate 30 inte Y
librariesand glassmakmng. Ascrology ismostadvanced bere of
anywhere in moreal ker. Numerous colleges rench the study
of fate and its attendant arts of burcaucracy, thaumaruray,
sorcery and geomantic consteuction. Lens grinders,
ers and instrument makers insert a welcome diversity ro the

of domesamd spires, ser on 4

u-Shan, Meteor's Eye is acity of schools,

rdassblowe-

ciy's more arcane and eceult pursuirs,

Brahm's B:
locared on the banks of the Golden River, Towing sourh from
the Opal Crag Mountains o the Inland Sea: The bridge isa
wondercorstructed ol the five types of jade
AnyExaltcrossing it immediately recharges his Essence poal,
less any mares he has committed, Halfwa

dgeisabusclingeity of overamillion people

ndofmoonsilver,

seross the bridge,
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a golden pavilion houses Gare 33 inte Yu-Shan. Brahm's
Bridge is the Windlands' and Opal Crags' principal seaporr,
Irsdocks and wharves swarm with merchantsand stevedores,
Home port of the Deliberative Navy's Northern aerial and
seagoing fleets, Brahm's Bridge is a popular destinarion for
courtesansand travelingenterrainers. Tighrsecuriny re
the narm, however, since both rebe

1iTls

amd Exalts rest their

prowess against the fleers’ headquarrers.

LUIRRIN’S STEPPE PROVINCE

North of the Diamond Hills is Urrin's Steppe. The rough
but green couritry of the Hills gives way o the Steppe with a
suddennesshardering on obscenity. One momenr there are rrees,
and the next moment there is grass—pale gra
taller than a man; dusky amber n autumn; atways brictle and
arp. Thedry, grassy councey lacks rownsand eiries. Oceasional
villages of nomadic herders hide in pockers of landscape, bur
the Lunar Exalt Lirtin and his Solar bride First Rose of Moming
intended it tobeavastand howling wilderness, and so it remains.
Indeed, the land does hawl Whipcord-thin grasses rremble in
gales sent sourh from the Elemental Pole of Air, Holes bored in
them by ants and stag beetles accept the wind as a flute acceprs
the musiclan's breath. The Steppe sings canstantly, humming
1ts haunting. mournful and dissonant songs. Walking through
the blade grass is a death sentence fora hare-skinned morral,
Unarmored flesh is carved inta raw mear in minures. Heavy
clothes shred in under an howr. Leather survives herrer bur, in
horter months, can be unbearable.

Warer is scarce: Ponds ringed by stands of stunred pine
or alder dot the land as ceol refuges from the wind. These
pondsare home ta sertlements of fewer than »
[erdsmen raise yeddim and mammaorh, whose rough hides
and fur protect them from the blade grass.
last lang, excepr for the long-reorhed predarors made native
to this region. These predators are B
cats that hune stramgers tor their meral. These 12-foot-long
felines attack communities and caravans in packs, deseroying
evervthingorganic. They hourd metal roreplicate themselves

f-green in spring,

Jozen families,

Few orher aninils

mee-powered brass

in hidden lairs. Alse lurking in the grass are assassin beetles,

whose poisonous hites inflict agonizing death mere hours larer,
and the innocuous bur fiendish grass snail, whose 5
are a popular hallucinogenic drug farther souch bue my

CreTions

progressive lunacy in this unforgiving landscape.

In cold months, snow steals aeross the bimdseape like o

blanker, Starms blow sideways forseversl dayssrraighe, Garcen-

ing grasses and sinking rhe land several feer heneath powder.

Hurricane-force winds sweep up drifts and dunes dozens of
teer high. In such a srrange wilderness, barren of feature or
landmark, ir is difficulr ro ger one's bearings. Our so far from
Creation, incursions from rhe Wyld sre common,

Some Solars complain that Urmin and First Rose of
Moming developed a Ll inimical to human life. The

steppe appedts to he not merely ugly, but a suitable gaceway
for o rerrible Weld invasion. Urrin counters that ic makes

the pertect hartlefield for o bartle of Crearion ngsinse chaos,

e the Deliberative sinner councils
amd barely suspecred by residents, the razor-sharp grass, the
hirass cats, the assassin beetles and the grass snails are merely
4 first line of defunse. The province is, in fact, a realm of
igid arder, with a landseape composed of preplanned com-
ponents onectagonsl or square bases, arranged according to
acomplex but rational alporithm. Thisalgorithm determines
rhe placement of weapons eaches, bunkers, minefields,
Wld-disruption weapons, reality-hardening machines and
mnses with suitable weaponry to use against raksha. Even
the supposedly nomadic villagers travel carefully planned
roures, toavoid trpping the lethal defenses.

SEZAKAN
Adminiscratively accounted part of
arear ciry of Sezakan is hetter regarded asan entity in itsown
right. The First Shrine of Sunser is the westernmost temple
on the mainland of Creation and the meost northery, The
Sezakanians would say it is also the mest beautiful, Their
slender pyramid risesso high thar, from the top, the sunshines
cen throngh the waters of the Western Ocean at sunset,
zikan’s position in the mountains isolates it from the
rest of Creation, suiring the inhabiranes quite happily, The
people of the air regard irs

however. Unknown oursid

Jrrin's Steppe, the

their capital, and more than half

of its mountainside structures are open only to the winged
people or to Exales with the capacity for magical flight. A
skyship comsrrucrion facility occupies a portion of a hollow
mountain oppesite the city, [ts workmen regularly commute
by flying over a chasm more than 3,000 feet deep.

Four great Essence engines help o shore up this settle-
ment an theouteredee of Creation. The city's manse supplies
heat, light and encrgy to power the city's elevators, magic
windows and automatic doors. A realicy engine draws power
from the manse’s hearthstone o energize the violet shield
dome that proteces residents from winds and storms, Addi-
tional engines fertilize the city's window boxes and gardens
toy nourssh the half-million mhabitants. A final enormous
device aenerates o series of high-speed but safe corridors of
wind to and from Sezakan, o that travelers and cargo can
sourney to the city at teiple the swiftness of a robin, These
corridons connect Sezakan with every major urban center in
the North. Sometimes, it is faster 1o go to Sezakan first, and
then somewhere else, than to travel a direct route.

The Solar Council sules Sezakan on behalf of whomever
the Deliberative declares the Prince. A Terrestrial Exalt
usually leads these lucky 13 councilors. Of the remaining
twelve, three are people of the air, three are mortal, three
are Dragon-Blooded, and three are God-Blooded. Each has
some area of responsibility to the Council, including public
health, water supply, Essence management and more. Two
Dragon-Blooded command the city's security forces and
handle peacekeepers. The other one direces military forces
that train to fight the Wyld and the raksha,

Sezakan's internal security causes concern and debate
Parleys between Fair Folk and Deliberative representatives




Urrin's Steree Province # THe Great Ice

have revealed rthe hkelihood of Wyld moles spying on
Creation, Further investigation narrowed likely conduirs
of information to residents of Sezakan, The result is o
discreer hur vicious witch-hunr, as represenrarives of the
Deliberarive try to find the heings betraying military secrers
tor Corention's worst cnemy,

THE GReAT ICE

At the final northern edges of Urrin's Steppe hegins
the Girear [ce. Spreading ubiguirously m a simgle wall 700
feet high from discant East ro farthest West, the Grear [ce
ts but the edge of the inhabitable world. A 66-day ek on
font across the Great Iee through the worst weather in the
warld hrings one to the Edge.

At the Edge, one looks out from a world of snow and ice
and blizzard inta thin air. Clouds drifr in the distance, both
above and below. Wind comes straight on and never cease
A vast blue gulf of empriness waits kelow, and norhingness
hangs beyond that.

Older, crazed Solars and Sidereals who have survived
since the Primordi . They
claim that rraveling due narth from Maunt Meru's summir,
srraight thromgh Opal Spire, hrings one over the Grear lce
:m(l ar |HNT Tk nanow ;Iw.‘ll‘fﬂ WIe T]‘xi]‘lﬂ&:l' Til'r]fl a st ;]nl‘ Uf

War espouse a fabulous i

sille thar extends from Creation ourward mio nothingness.
It ane could walk irwithour falling, chey say, ene mighr he
able ro enrer a ditferent place—one wirhour gods or Primor-
dinls or Exales.

In a golden palace anchoring thar thread ro Crearion
lives Wanileth, the god of air rravel. Why he lives so far from
hisofficial responsibilities isa matterof some conjecture. One
likely remson is thae one of the Primordials Aed Crearion that
way arkd the gods are afraid she mighe rerurn.

OpaL Spire

(Jpal Spire is less a city than a fortress. Arrar on a
arid plan of eight blocks by sighe blocks like a military camp,
the city consists of 64 towers, ach with a central light well
and kridges connecring it to neighboring towers. Fifty thou-
sand people live within its walls and Essence shields, which
detend against both the hone-chilling ice and the dangers
of the Wyld. Opal Spire stands at the northern end of the
Diamond Hills, not far from where the Ureat lee begins.
Qutside the walls and shields, temperatures often drop so
precipitously that moreal breath freezes solid in the lungs.
Fven Selars curse the cold here.

Opal Spire began as a center for Cauldronists seeking
to add thousands of square miles to Creation in the North.
s, designed tocarry Essence-powered realing-
hardening engines, traveled out from Opal Spire into the
v'vld and solidified reality around them. In this way, vast
were added to Creation. Yet, the success of these
operations placed Opal Spir far from the Wy
Engineers chose to incorporate a realivy-w

{frontier.

ATPINE Engine into
the city structure, and the city moved farther north.
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At this second location, wirh its manse capping a
five-dor demesne, the lands to the south became fair and
ferrile, Transpartation and geomantic networks connected
the city o the rest of Creation, and Opal Spire prospered
senulne city, not merely a milicary base, Then, the
Cauldronists grew ambirions, esolving w move the city
heart tarther north. The ourer suburbs became a new city,
Emerald Hill, which dug inward. The manse of Opal Spire,
with its arrendant milicary barracks and
jumped northward ver again.

This current effart hag not proved so successful, even
after 100 years. The region around Opal Spire roday tends
to be warm and spring-like in rhe three months of Fire, but
cold and nearly buried in ice for the rest of the year. Some
Cauldronists claim success requires the addition of new real-
ity engines, Others decry the expense of the project to date
and wish to withdraw Opal Spire further south in order w
develop the region between there and Emerald Hill.

At the center af the debare are rwa Solars, the Twilight
Caste sorceror-engineer Firehird Glorying ac First Light, who
designed and built the reality engines and the airships of Opal
Spire, and che Eclipse Caste financial genius Ele
who paid for them. Their continuing arguments deadlock
the Far North, as Elemant Ineerest tries to push Firebind inta
moving the ciry sourh, and Firehird Glarying tries o prove
that patcern reinforcement can succeed even this close to
the Elemenral Pole of Air,

In the meantime, the ciry suffers, So far from the brighe
centers of U
pensive. Many soldiers garrisoned here have been away from
homefora long rime. Some Solers contemplate intervention
in the dispute, since the Norrhern frontier is so critical, hur
an elegant solution has not presented itsell thus far

CEDARFALL PROVINCE

In the Far Northeast, cenruries ago, wis the Greenland.
This fair and grassy region raised whear and harley, and
herded cacrle and sheep. It was a relarively dry and desolare
country, but the people made u even prosperous living under
the Deliberative's rule. Famous for wood and rimber, for fur-
niture and crafted ornament, the Greenland's millions lived
in three prefectures and 12 ciries. Peace amd prosperity were
the birchright of principaliry ¢itizens here, even on the edge
of Creation. Warn and pleasant wearher shelrered fruic trecs
and tall timber. The people created g rich culture of music
and cratesmanship char the whole world envied.

Then came the decision ro use the Greenland as the
target for Operation Wyldhand. Barely ra deeades ago, the
Solar Deliberative resolved to carry our @ mil
that would simulate a full-seale incursion inte Creation by
greater, unshaped raksha and lesser forces. Torthisend, a vast
section of
of this experiment

Operation Wyldband changed everything. At firse,
simple checkpoints ar the major Toad erossings into the

irship hangars,

mane Inrerest,

rior, Opal Spire's goods and services are ex-

exercise

tion here was appropriaced for the purposes

provinee appeared. Ordinary infantry manmed them at fiest,
then Exaleed and gunzosha troops appeared, followed by
warstrider reinforcements and worse. For two years, work

crews constructed a series of fores along the border o guard
an Essence-charged fence and minefield separaring the
Cireenland from the rest of Creation.

Then, just as rapidly as the Greenland had become an
armed camp, it changed a
principalities of Cedarfall: High Sequoia, Black Juniper.
Blue Cedar and Sweer Balsam. Many of the same towns
were preserved intact within, yet many others had vanished
or changed. The spatial relationships berween rowns shifted
b hundreds of mile
onee dominared by deciduous hardwoods, changed to cedars
and other evergreens

The same changes wroughe to the land also affected
ns. Many— though nor all—of the same people inhal-
ired this new territory as had lived in the Greenland. Many
liad their life memories and their professions altered (which
caused some temporary instability in the Order Conferting
Trade Pattern}. Some were soaltered physically and mentally
that outsiders no longer recognized them, though the citizens
of Cedarfall claimed friendship or kinship or even romantic
invelvement. The world had changed thoroughly.

PRINCIPALITIES OF CEDARFALL

High Sequoia i wirtheastern-most principalicy of
med for roof timbees and orher build-
ing products, it is sparsely populated and least noticed. Most
Deliberative agents are reluctant to travel so far into a region
sodeeply and thoroughly affecred by Operation Wyldhand,
st eatefully studied. The people are
friendly and tend 1o live in logcabins on the forest floor or
it tree houses woven out of bark strips,

Black Juniper lics to the cast and south. A land of
rolling hills and shallow pools, it is famed for fishing and for
its nur-crops such as peeans and almonds. The berries of its
ns make line ginas well. Deliberarive agents remain
convineed that the people of Black Juniper know something
of whar happened 10 the Greenland. So far, no agent has
vered the s d ro el

Blue Cedar lics 1o the north and west of High Sequoia.
The sponginess of the ground here, and its relarive closeness
to the Elemental Pole of Air, make it a realm of thick dust
ard hesvy pollen. A wide range of medicinal and cooking
herbs grow (rony the forest floor here, and local stone is rich
in copper and tin, As a resulr, timber and raw ore are this
principality's two major products. The population here isthe
miost physically changed, bue the least mentally

Sweet Balsam is closest to the resc of Crearion, anc
the most thoroughly aliered, People changed physically and
menrally from their former exdstence, and the woods here
were the most thoroughly changed. Deliberative foresters
have identificd 56 new conifer species here, as wel
grovmdecover plants and insects found nowhere else in

gain. In its place were the four

and rens of degrees, Even the forests,

ol

the

the provinee, Taday
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Crearion. Diseases of memory and age are prevalenr in older
people, but hilf the cirizens are under 40 years af age.

Alltourprineipaslities are deeply loval rothe Deliberative
andaceepr that something happened to them. Crecasionally,
individual citizensbecome upset at the notion that Wyldhand
dul something strange to them, bur most people treat the
|d('H ‘l\r]‘ rh\: W'[‘-l'lh{ Wils d\ﬁ:{frl‘ﬂf ‘?(‘.f‘[“[' Vv'iflT ("\]U'(HUTUIE‘J'.
The Solars wanted it, the reasoning goes, so it must have
been all rig

In the Deliberative, most factions publicly approve of
theourcome of Operation Wyldhand. [nprivare, many Salars
rermain either horrified by the changes. .. or eager to da the
same to some other part of Creation.

CRYSTAL

Cryseal 15 the largest city in the Principality of Sweet
Balsam, home to five large factory-cathedrals for the manu-
facture of medicines. More than 400,000 peaple work there,
and an additional 300,000 work in supporting coles. Here i
Creation's Northeast, combinarions of cold winds and luxuri-
aus verdancy produce abundant edible and medicinal hetbs,
trees and shrubs, Millions of people depend upon il and
nuetient extraction from these plaots, and their discillaion
inta panaceas, The resulting crystals, as clear amond or
muddy like river warer, gave the city its name.

The factary-cachedeal spires each rise from a square at
the center of their neighborhoods, Workers from nearby
apartments daily enter these crystal scuctuees chat cawch
and amplity the light of the Unconquered Sun. Bells chime
at the stare of the day, at madday (for a lunch break) and

at day's end, wich precision more usually found within a
military establishment.

In some ways, Crystal 15 a military establishment in
the Deliberative’s war againsc disease, Tiny beings from
the Wyld are thoughe w cause most illnesses, The doctors
of the High First Age dingnose patients with infecrions of
Northern, Southern, Eastern or Western Wyld and cure
them with considerahle success. The Deliberative Institure
of Langevity and Living was relocated here after Operation
Wyldhand inorder to take advanrage of the newly constitured
resources in the area.

Within the manse ac the city's cencer, the Solar phy-
sician Vigilant Guardian contemplates such alchemical
reactions necessary to make the Forever Elixir necessary

1o sustain eternal life. No one has seen her in years, Once
or twice a year, a large explosion or earthquake originates
fram thie manse, wrecking some buildings or damaging one
of the factory-cachedrals. Neither apology nor explanation
is fortheoming.

In rhe absence of Solar guidance, a commission of nine
Diragon-Blooded runs the eity and Instituce, keeping the
factories running smoothly, The commissioners also make
sure that regular shipmenes of current medications go our
1o all of Creacion

THE FRINGES

A the edges of the Deliberariy

s power and legitimacy,
the Novth contains five regions outside the hounds of the
Realm. [ AM duoes not speak there, nordo the Solars or the
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THe EicHTY CRYSTALS
enty-Five Crystals, as they are called in medical texts, are the most potentmedicines in Creation: Each
facrory-cathedral in Crystal produces only one such medicine in each month of the vear. Those produced during the
months of Ait are useful for diseases of the lungs, ears, nose and throat, When taken. the crystal melts on the tongue
and suffuses the breath with sweetness. The elixirs produced during the months of Water are useful to che digestive
and urinary tracts: Medicines from the months of Exrth come in the form of 2 stone to be swallowed or inserted as a
suppository. They arcused for reproductive control and ro aid difficult pregnancies or to amplify normal childhoad
development. Medicines from the Waood months, in the form of crystalline bandages; are suitable for dealing with
skeletal:md ligament damage. The crystalline pills from the three Fire months are used to treat illnesses of the internal
organs, brain and nervous system. Each medicine is produced invsufficient quantiries to provide about a million doses,
and roughly a third s stockpiled around Crearion every year aguinse the risk of epidemic,

In accordance with appropriate medical principles first to dono harm, taking the medicines without having the
relevant illness causes no injury. The medicines are named after the month in which they are produced, and are usu-
ally 100 percent effective when combined with diet, exercise and rest. When packed in unmelting ice within inlaid
rosewood boxes, they are guaranteed ro survive 6,000 vears,

During the five Calibration days, the factory workers are relieved of their duties while special teams of Dragon-
Blaods elean the machinery. While no new materials are added, the addition of pure water pumped from the source
of the Crystal River helps flush oils and resing from the production line. The resins are crystallized in the same way
as the other medicines, resulting in five very different but very potent drugs, and producing around 100 doses of each
every year. All five drgs are rare and expensive conrrolled substances. They are named after their colors:

Gioldbreath is inhaled by breaking the fragile crystal under oné’s nose. [t makes one sexually irresistible to one
member of the opposite sex, the first tosmell one’shrearh. The effect lasts for about six days, after which the seduced
becomes lethally angey roward the seducer.

Bremzewater, when drunk, raises the three Physical Atrributes and Appearance to five dots for three days, after
which they all fall to ne dot for six months.

Bloodstone, a thin erystal the color of bload, is inserted into the urerhra, where it dissolves. Toxins build up in
thie Blaodseredam for the next six to twelve days, but dusing that time, the bearer of the stone can heal even ageravared
damage with a rouch. At the end of thar time, the buildup of toxins causes the bearer’s internal organs to rupture
This iz usually followed by painful death.

Grayhread, when used ra stitch any wound, seals it immediately and permanently, no matter how bad the wound
was, It also wotks on nostrils, mouths, ears and other orifices, making it 4 favorite of vicious eriminal lords.

Six houts after using blackbox, the user's Essence {8 halved, rounding down, for a periad of days equal 1o one’s
Essence before using the drug. The Solats maintain special controls at this factory in particu

e W gy

Celestialspay official attention ro events in those arens. Cold

and difficult to dwell in, changes in weatherand temperarure
affect them far more than the principalitics

The Deliberative seeds the Fringes with spies and -
formants. At the same time, it pretends to honor whatever

agreements allow those areas to remain free, Compared with

the principalities, populations are small. Not asingle city of

any splendor or Exalted beaury exists in any of them. Life
tends to be shorter and less valued i the Frivges than in
the rest of Creation.

THE SEA FINGERs

The so-called Sea Fingers consistof a chain of fords and
istands in the Northwest Cauldronists raised the Sea Fingers
ahout two centurics age. Infamous for rect

and aggressively

carnivorous seagulls, the Fingers are a less-than-perfect suc-
cess, Solar engineers inrended o call forth a region of green
hills put of the Wykd, suitakle for raising terrace crops such
1 patatoes, almonds and pecans. Instead,; they engendered
this Tand of mounraine and scrub pines, and it has resisred
redesign ever since, despire stendfast efforrs and the regula
deployment of Wyld canldron devices o the principal
demesnes in the region. Several Solars theorize that the
reasonably solid archirecrure of rhe Grear Western Ocean
ro the south, and equally solid Tands ro the east, have locked
this area inta its present reality. [r remains unsuirable for its
inrended crops and unalrerable ta more useful form. Other
Solars believe that an outside power, some agent of the W,
a Fingers in its present shape

il
is deliberately holding the ¢

for imknown reasons.

Is0
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THE BUNDMAN'S PasHaLIC

Ins fuct, the Sea Fingers owe their immutabilivg of
form to the Blind Pasha, o shaped raksha of surp
pawer who has indeed worked in parallel with the
Canldranises. As i resulbr, he sculpred the Sea Fingers
to serve the needs of his srory.

The Blind Pasha's preferred narrative is to play the
blind beggar, wandering from town to rown and house
o house, recéiving bearings ar one gire and riches ar
another. In response, the Blind Pa;

ing

as a god and metes out appropriate pumshmcm or
reward—always with hidden benefir or penalty. Aman
rewarded for pencrosicy, for instance, might find thar
cuts on his skin bleed rubies, with predictable resulrs,
A woman punished for stinginess might be robbed of
her infertility, resulting in a long-hoped for child-—yer
amaonster inhoth formand manmer, These gifts provide
such a range of joy and despair to the Blind Pasha arid
his adhetents thar the district feeds a grear host of the
Fair Folk preparing ro invade Crearion.

In the Wld, the Sei Fingers are cilled the Blind-
man's Bashalic, and his royal house is named the Court
of Lapis and Clear Obsidian, Whenmeeting with heroes
openly, the Blind Pasha adopts the guise of o nobly
dressed androgyne dressed in silk shot wich onyx and
silver thread. While rraveling in the Bordermarches,
the Blind Pasha wears ratty wool and leather; ar
along the roads to the houses of his vietims. The Blind
Fasha looks forward to the day when the Sea Fingers'
papulation is sufficiently high that he can bless or
curse the whole population ar once, and bear it away

into the Wyld.

TR

The second opinion is more favored in the Deliberative,

SEOOPS

Asaresult, the Deliberntive refuses ro consider petitions ro
settle new towns and cities there, Beraeen climare and Wyld

thieent, settlement connot be condoned ar this time, or so

the prevailing wisdom holds.

ven so, people come, From the Wesr, shipwrecks and

acerdental groundings established small communities on

the land over centuries, since rescue parties have been few

and far between. From the North, cradesmen, merchans

tiners camne seeking new sources of wealth and new

markets, Empry, fertle-looking valleys and seands of tim-
ber attracted settlers; willages and towns sprang up, As 1
result, a few large trade centers emerged, and small bones

CarTy onu thriving rrade with the rest of Creation for the

a Fingers’ goods: walrus wvory, ship amber, goats' wool

and cheese and small guantities of uselul metals such as

zine and pallucdiom,

Exiles and escaped criminals come to the Sea Fingers
o scart over or ro hide. Piracy is cammon among residents,
though few are bold enongh ro artack ships from rhe rese
af Crearion. Too many know the risks and the penalties
for failure. Few think about even greater risks from a single
sucress. Even so, the Lintha have established repair bases in
the area, far from their normal hahirations.

Life in the Sea Fingers is harsh. Most rely on a combina-
tion of handscrabble subsistence farming and fishing, Mase
activities are rigidly seasonal. A broad system of taboos pre-
vents both overgrazing the land and overfishing the waters.
The average life expectancy & 46 years, owing to rampant
honor-killing, persistent disease related to goat keeping and
a |UT‘L"\T(1H\““}_, tribally based legal system eager ta apply
Je.lth penalties. Slavery is common in this region of the

Narth, usually accompanied by behaviors that mortals from
the Deliberative consider shocking,

Sterpe NOMADS

Among the peoples of Urrin's Steppe are at least a
lge the De-
liberative as authoritative. Not swayed by religious systems
promulgared in Creation’s core, they worship Moon, Sun,
Giaia, local pods and even elementals indiscriminately,
depending on who appears to serve their needs best ar the
en Fair Foll might suir their purposes at times, and
s0 be offer

thousand rribes that do nor formally acknowled

time. |

o] worship

Focall them o loose contederation of powers would be

1ch tribe
s its own rivalries, scructures and methods for choosing
leaders and displacing them. Bach tribe herds some animal

roassign thelr governance too much legitimacy.

for food, vsually with a sccond animal as o supplemental
focd source or raw material. Among some, mammoths
are popular, while sheep and poats meet needs elsewhere.
Giant spiders are common among the rribes in the
I the East, giant hares weighing up to 100 pounds are an
important staple:

-1

Most of the wribes lve in portable round rents called
gerrs, constructed of bone or wood woven together into
fexible frames and covered with animal hide or an airboat
skin—sometimes both, Wisitors assume that becanse houses
are primitive, people are as well. In

CE, SOMC GErts Aaré so-
phisticated structures with Essenec-powered heating systems.

Bathhouses often use chalices of solar benediction. B

en
workshops have modern manufacturing tools within, More
than one Dragon-Blood swears that while lost in the North
among these forsaken people, be came upon o gert fiteed as
A manse i the lundra.

WHITE River GORGE

The largesc area in the North that is not officially un-
der Deliberative conirel s the White River Gorgy
the White River turns south from Frost Lake and enters a
natrow channel o the Inland Sea. While the Deliberative
refers o 1e as Dominion Park, the arca is but lightly held

where

& £
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True wilderness exists heyond the manicured areas suitable
tor mortal and Exaleed wourism.

Visitors find the river iself rhe firse danger. Canals by-
pass rapids and two waterfalls, but too many places provide
ambush-cover between Frost Lake and the Inland Sea. High
cliffsand narrow eanvonsoffer opportunities toseize merchant
ships, and rough country prevents military expeditions from

besieging towers and citadels.

Part of the difficulty in suppressing the bandits of the
Gorge lies in just who they are. Constrained by the De-
liberative from oucright warfare with their most powerful
weapons, younger but militant Solars and cheir Terreserial
allies use the park as cheir personal war-gaming preserve.
Rough terrain prevents large-force maneuvers. Standard rules

wement prohibic the use of warstriders or sleyships
through the region. While laws agatnst targeting civilians
still held, vecasional minor atrocities oecur, such as villages
burning during cattle raids or towns being pillaged during

longer campaigns,

The petty statesalong the river are usually only a day's
march in diameter. Most have an available force of under
1,002, including Dragoni-Bloesds, led by one of the Sun's
Chosen. Selar Queen Merela intervened regularly in the
last millennium, requiring one or more Solars to step down
for commicting unacceptable outeages, Siill, the Gorge pro-
vides a welcome outlet for Solars’ more ageressiv
especially those born into the lasting peace of the Second
Deliberative Era and the Era of Dreams.

behaviors,
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flow, i cveryone
poying atteation?

YOUR HIGHNESS!
YOUR HIGHNESS!

Are we under :
b, siege. thea? | wonbdered abouf
. : the noise,

e ——

Rlways when

b, ['m coting...

THE ENEMY GENERAL,
YOUR HIGHNESS.

deal with this
after dinner.

|
¥ YES, YOUR g
HIGHNESS,
T
- BU !

Shoo! Shoo! After
. binner, | said.

3




APPENDIX

OLD R€4L( oCRIFT

The characrers in this appendix allow ene to read, wrire and rranslirerare the
anin Creation and the na-
tiend

ancienr language of the Old Realm, the first Linguage spol
tive tangue of gods, raksha and sorcery. Alrhough the alphaber thar follows has ¢
since the beginning of the Exalted game line, this is the first rime it has appeared in
print for players and Staryrellers ro use mn cheir own game

The first thing ro learn is how words are pronounced in Old Realm. To this end,

there are a few simple rule
L. If the lerrer C is a soft one, the sound is wrirren like an 5. 1f the Cis hard, it s
represented by a K.
2. 1f any syllable ends in a comsonant, thar lone consomant is written with whai-

fore it. If it is somehow a lone initial consenant, it takes the vowel

ever vowel came b
thar first follows it.
3. The S sound is promounc

CH. Similarly, rhe TH sound is pronouniced [

154



Wirh the exception of these rules, words are sounded our and composed of the pictograms that correspond o their
syllables,

G it's important o learn how the pictograms come together to form words and sentences. Words are formed in

rved style as follows:

DA + RE+ MA + S = DRrEAMS

Letters can be formed into words any number of the following ways:

I 1]z 2l |

2 2 1|2 3 1—3_‘ 2:234

3

o]

Ihose same words are then formed inro full sentences as follows:

AGE
(A-GE)

1?2/7?8
e 3-4/9-10
THE ‘ i:IRST 5 56 “:12

(pA) (Fu-Ru-sA-TA)

{18 y
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Dare you learn the
victories and atrocities
~ of the gods’ Chosen?

le you'll find:
complete overview of life in the Era oF Dreams
tide to the major provinces, prlncipaltms
‘of the Blessed Isle and the Threshold cluird

igh First: Age i
A coniplete guide for using the script of th 0
Im in your Exalted games :
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