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Aegean
The Aegean was created in Godtime when Matar called upon Poseidon to flood a stretch of the broad plain containing Neibelung’s fortress of Naragundugathol where he had created Mostal, the God Machine. The Dwarf God had lost control over his creation and asked his mother to destroy it. The resulting sea is now called the Aegean, a corruption of a Draconic phrase meaning ‘sudden waves’.
Early in the Dawn Age the lands bordering the Aegean were civilised by Azraelite missionaries, almost certainly from Khem. However there were several other sources of civilisation: the Dwarf cities of Stannary and Goldmine lie on either side; Mata Povara led the Trolls to the Trolllands and their influence was felt in the extreme north-west of the region; but undoubtedly the greatest influence has been Drakenberg, dominating the sea-lane to the Sea of Fortune.
Events of Godtime have thrown long shadows over the area, particularly that part now dominated by Heliopolis. As well as the Dwarf city of Goldmine, the cult of Helios had strong ties from the first and it is no coincidence that today the Realm of the Sun King is the focus of Lightbringer worship. But the Aegean also contains the Well of Time and there are at least two Timegates in the area.

The Sunshine Rebellion at the end of the Dawn Age saw the Lightbringer population throw off the yoke of Khem and sent Lightbringer crusaders north to overthrow the blasphemous Empire of Singidun. Heliopolis created an empire several times over the centuries, at times almost completely dominating the entire Aegean and influencing events as far away as Britannia and Cathay. Heliopolis is currently the largest, and by far the wealthiest, city in the World, though Drakenberg offers stiff competition.
Drakenberg was settled by humans relatively late, thanks to fear of the Dragonqueen, but several wars in the Moon Age established a strong Lightbringer ethos in the human population and secured monopoly of all trade to the Sea of Fortune. That trade and the resultant economic dominance has made Drakenberg into probably the most cosmopolitan city in the World.

With two cities such as Drakenberg and Heliopolis, it is unsurprising that the Aegean is regarded by many as the central focus of the entire World.

Aegean Islands 9739: a group of islands in the south central Aegean which give their name to the sea (or vice-versa). Like all islands in the Aegean, they are the remains of the original plain flooded in Godtime, either by Poseidon or the Dragon Tiamat at his request. Most of the islands are strongholds of Sun worship, held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Aspis, Delhommes, Oliarus (O), Vipera (V), Ia, Kea, Thermia (T), Pomme, Hestia, Poire (P), Folie (F), Seraph (S), Iris, Sirène (Si), Dix; see also separate entries for Delos (D), Mechanos (M) and Thera.
Angers 40,000: founded as Drobolitza in the Dawn Age, the town renamed itself during the Sunshine Rebellion. Today it is the capital of the province of Fauchet and the seat of the dukes. It is also home to the school, Mauvais Vert.
Arden: from the Faerie Ardhon, meaning ‘great region’, possibly pointing to when this wood covered a much larger area – an Elfwood of near mythical fame in south-west Moyeu.

Brest 13,000: founded as Piraeus in the Dawn Age, for a time it was a nest of pirates until the Khemite governors cleared the town to serve as the main port serving Attica. The town renamed itself as Brest with the rise of Heliopolis and today serves as a major port and the naval base for Heliopolitan sea power.

Calamartre 10,000: founded as Kalamata in the Dawn Age, as a fishing port on the south coast, famed for its octopus and squid. The port kept the same name after the Sunshine Rebellion but Helionicised.

Céphalonie 3580: one of the Ionian islands; reputed to be the island where Orpheus’ head washed up in the Dawn Age. Legend has it that the head served as an oracle for centuries but was lost during the upheaval of the Sunshine Rebellion. Some conspiracy theorists claim Orpheus’ head was claimed by the cult of Thanatar and still serves as an oracle on the island in a secret underground skull. The island was Venezian during much of the Third Age but has been reclaimed by Heliopolis.
Chalcedon 10000: The town was founded early in the Dawn Age under the direction of missionaries from Khem as Colpusa. Colpusa actually predates the human inhabitation of Drakenberg by almost two centuries, mainly out of fear of the Dragonqueen and her spawn. Colpusa has a fine harbour, albeit shallow-water, and for the first half of the Dawn Age dominated the near-perfect harbour of Drakenberg. But by the end of the Dawn Age it had been overtaken by its neighbour across the Dragonwater and has played second fiddle ever since.

In the elemental rebellions of the end of the Dawn Age, Colpusa remained resolutely loyal to Azraeli rule from Necropolis but the destruction of the Anatolian Empire caused the severely shaken people of the Draconian Lowlands to turn to Drakenberg for succour and leadership. Colpusa therefore found a new role as first point of contact for the hinterland.

Drakenberg’s mercantile expansion brought in a cosmopolitan influx, including Wind worshippers seeking to crusade against Chaos in Anatolia. Then Dwarves discovered the source of the unique semi-precious gemstone they call karkhedon. Soon the quarries drew delver and gemsmith dwarves and the town became known by the mannicisation of the dwarf name for the mineral, as Chalcedon.
In the Moon Age the Draconian Lowlands and Chalcedon thrived and Yoros Castle was built by Dwarves to guard Chalcedon with municipal and Typhonian money.

In the Third Age, Chalcedon’s fortunes declined with the Draconian Lowlands, though Dwarves still operate the chalcedony quarries and Drakenberg keeps the ferry crossing in operation. Since the cleansing of the Honeycomb Curtain the lowlands are showing something of a resurgence but it will be a long time before Chalcedon regains the glory of the Moon Age, if ever.
Today the town is governed by an oligarchy of Mercers with representation from the Dwarves under a governor appointed from Drakenberg. Its principal exports are chalcedony (of course), jewellery and agricultural produce.
The Draconian order of monks were forced to leave Drakenberg several centuries ago but they still maintain a priory in Chalcedon, across the water. Outremer is a school originally founded to educate children of Storm pantheon gentry suspicious of Lightbringer literacy. However, over the centuries the Storm nobility have moved away and the curriculum has normalised to include book skills. It still emphasises physical skills and Storm culture.
Chios 3580: one of the Vestige islands; at the end of the Dawn Age a Chaos horde screamed across the Anatolian plateau, destroying the Anatolian Empire, only to be defeated by the forces of civilisation in a great battle in the Lowlands, including the Dragonewt army, led by the Dragonqueen and, so legend has it, a manifestation of the Dragon named Luotanu. Part of the horde fled the destruction and somehow crossed to the island then known as Sakiz. In the aftermath of the end of the Dawn Age, including the Sunshine Rebellion, which created the Royaume du Soleil, this infestation went unnoticed until the Sun Kings extended their rule into the Aegean. The infestation was burned out of the population but the island’s name morphed into Chios, which is the Auld Mannic word for Chaos. The modern population regard their history with amusement but even today the incidence of Chaos features is much higher than other islands.
The Crescent 12000: During the Moon Age many Selenite Gypsies would trek to Moonguard to join the rising Lunar state. One of the principal staging posts was Drakenberg which therefore sported a sizable transient population. However the Third Age brought a reflux movement as some Moon worshippers returned to the gypsy lifestyle, displaced by the Moonguard civil war at the end of the Moon Age and possibly disillusioned with the reality of the Selenite nation-state. This, coupled with a certain growing antipathy toward the Moon in Drakenberg led to a rise in hate-crime against Selenites. The Rhadamanthite militia arrested the perpetrators but all too often the Rhadamanthites were part of the oppression. Persecuted Selenites solved the immediate problem by moving inland to the other side of the Obsidian City, where over recent centuries they have built a shanty town, known as the Crescent, in deference to the dominant religion of its population and its shape, nestling against the walls of the oval city walls.
Cretin 9250: The capital of the island of the same name, famed for its archers, was originally an Azraelite foundation of the Dawn Age named Kephtiu by Necropolitan missionaries. By the middle of the Dawn Age Khem control of the Aegean was hotly disputed by Stannary and especially Godsport and Khem established a naval base still in use today. The Sunshine Revolution and other elementary insurgences at the end of the Dawn Age saw Kephtiu become a Godsport possession under the name Kaptara. 125 MA, when it became clear that Khem was doing nothing to oppose the rise of Heliopolis and the other cities, Carthage took the island to serve as a springboard for future offensives, renaming it Girit.
But in 138 MA the Grand Alliance of Heliopolis, Duckpoint, Godsport and Drakenberg drove out the Carthaginians and Godsport reclaimed it.

However as Heliopolis grew in power and influence it started taking islands in the Aegean and Charles the Great took the island in 309 MA, renaming it Cretin. Godsport retook the island in 383 MA during the disintegration of the Heliopolitan Empire after the death of Louis I. Heliopolis took it back 496 MA during the resurgence under Lothair, only for it to revert to Godsport again in 588 MA as the prelude to the sacking of Carthage in 592 MA.

But the eclipse of Carthage allowed Venezia’s fortunes to rise and expand into the power vacuum. As part of their strategy to expand into the Aegean, Venezia took Cretin 279 TA as a precursor to invasion of mainland Heliopolitan territory in 285 TA.

Heliopolis didn’t finally oust Venezia from the mainland until 391 TA, save for the port of Toulouse, which served as a bridgehead for further invasions until 496 TA. But Cretin remained a Venezian possession until Godsport conquered it in 510 TA. But Godsport was sacked by Trolls during the Long Winter of 580 TA and in its eclipse Venezia took it back in 588 TA.
Humans from Cretin are known for being of below average in intellect but have exceptional hand-eye co-ordination [Int 2d6+1 and 2d6+6 Dex], making them excellent archers.

Cretin is also home to a small colony of Bullhead Minotaurs. During the Moon Age they created a small but rich culture centred around the now ruined town of Knossos. In those days there were two Minotaur gods, Bullhead, the warrior, and his wife, a goddess of Fertility. But disaster befell the Minotaurs when Bullhead’s wife died and today her name is not recalled, even by the Minotaurs. Bullhead desperately adopted his dead wife’s runes but his grasp of them remains weak to this day. Many Minotaurs left Cretin and the cult of Bullhead has been in decline ever since.
Delos 14: one of the Aegean islands and the famed centre of worship of Orenoar, the mystical goddess of the Dawn. The entire population consists of a temple presided over by the Sybil, the archpriestess. Many Sun Kings have visited Delos to seek auspicious prophecies regarding intended endeavours.

Dogtooth’s Patch: Called Eryn Carchhû in Elvish (literally ‘Dogtooth’s Wood’), this moderately large wood was originally planted late in the Moon Age at the instigation of the Dragonqueen to serve as a defence against land incursions by humans or Trolls along the Mark, after the Dragonwater War of 547/8 MA. Originally a Faerie plantation, its name in Dragonewt was apparently Taurë Númëa, which translates into the prosaic ‘West Wood’, its common name in Drakenberg at the time. The inhabitants of the Mark called it Ostmauer Wald (‘East Wall Wood’ – but of course they were coming from the opposite direction).
But at some point in the last century, Westwood became corrupted by Chaos (though the taint may have been there since the beginning). Since it still served as an effective military defence to the west, this seemed not to bother the Dragonqueen even slightly. It caused more consternation with the Mercers of Drakenberg but since the balance of power has always lain with the Argonaut sea traders it was hard to find the political will to do much about it. Several times the issue was debated in council but the level of effectiveness never rose above placing patrols on the near side of the wood to guard against raids and escorting merchants in convoy along the coast road.
Cleansing Chaos from the wood would demand large numbers of Faerie Elves. Eradication of the wood itself could be achieved in several ways: a major military expedition involving large quantities of Dwarven troops, including carpenter guildsmen, or perhaps a Firestorm – whatever the method, it would require great outlay and complex co-ordination and timing, and might be politically unacceptable to Faerie, which values Chaos woods as woods. Lacking the political will, the wood remains Chaotic to this day.
Then in the mid-500s there rose to prominence in the Wood a Zadoki Baboon named Dogtooth of the Trollcrusher tribe. Under his leadership the wood became a political entity in its own right. Dogtooth’s prominence was confirmed by an embassy sent by the Dragonqueen herself! West Wood became known as ‘Dogtooth’s Patch’ and eventually this became official. During the Long Winter a second embassy sent by the Dragonqueen resulted in (very limited) quantities of purple fruit being sent to Drakenberg.

Dogtooth ruled for almost three decades but in his old age power passed to a Banurili Purple Elf, Acer, and Dogtooth is believed to have been assassinated. Acer similarly met his end and today Dogtooth’s Patch is ruled by a Purple Dryad named Jacaranda.

But the name of the wood remains unchanged and Dogtooth’s Patch exports significant quantities of purple soft fruit (plums, oranges, grapes and gooseberries) and small quantities of copper courtesy of its copperbark trees. This trade makes it even less likely that Drakenberg will move against the wood it planted 600 years ago.
Douze Îsles 22577: a group of islands in the south-east Aegean. The group’s name means ‘dozen isles’ but at least fifteen are worthy of note and there are over a hundred others. Like all islands in the Aegean, they are the remains of the original plain flooded in Godtime, either by Poseidon or the Dragon Tiamat at his request. All the islands are strongholds of Sun worship, most held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Palais Vieux (PV), Calamité (C), Gerbe, Kos, Leroi (L) and Syme (Sy); see also separate entries for Necrojudice (N), Porphyra, Rhodos and Sickle Island.

Draconian Lowlands: Like the most of the Aegean littoral, the Anatolian lowlands adjacent to Drakenberg stretching out to the Honeycomb Curtain (marking the edge of the Anatolian plateau) were colonised by Azrael worshippers and became part of the Anatolian Empire. When at the end of the Dawn Age the Empire collapsed, civilisation in the Lowlands survived and ceded to the nearest source of succour – Drakenberg. As the Draconian Lowlands they prospered throughout the Moon Age with demographics inherited from its Anatolian past – a Typhonian nobility ruling Matari peasantry.
At the end of the Moon Age, Drakenberg’s victory over Godsport secured trade rights to the Sea of Fortune. Consequently, the city's wealth has grown awesomely during the Third Age but one side effect of this success is the decline of the Lowlands. With the opening of the north shore of the Sea of Fortune and the promise of wide open spaces with much Chaos fighting and away from Draconian taxation, the Typhonian nobility drifted away, often taking their peasantry with them. As the population declined, the remaining inhabitants felt an increasing tax burden, adding a further incentive to move to the city or just away.
As revenue fell, so the Council's interest in the Lowlands fell. A few well-meaning presidents lowered the taxes but always by too little and too late. By the early years of this century, the population was perhaps less than a fifth of that in the Moon Age.
Then came the Timestop of 580. For the subjective equivalent of perhaps 3 years, it remained darkest night. Although the city survived and civilisation as a whole was victorious, the Lowlands suffered almost total depopulation; many peasants dying in the refugee camps on the Chalcedon side of the Dragonwater.
The lowlands are now largely abandoned save for a few coastal villages on the Drakenberg straits and the Hellespont; the ruins of towns and villages are still to be seen.
During this period the Honeycomb Curtain, the cliffs that mark the eastern and southern limit of the Lowlands, somehow became infested with Broo. The Timestop hit them hard but Broo breed fast and by Seaseason 590 they posed a real threat. There were also reports of other Chaos creatures; darker, more fearful things and the wetlands at the foot of the Honeycomb Curtain became an infested Chaos marsh.
The situation was saved by a small group of heroes who quested to cleanse the Honeycomb Curtain and the marsh, which is now the small freshwater lake of Thalassa. Drakenberg is offering small incentives to entice the peasantry back to the ghost-villages of the Lowlands and there are some signs that this is proving effective. 

Drakenberg 60000: Drakenberg started in the mid-2nd Century of the Dawn Age as a colony of men clustering for protection under the walls of the Obsidian City. Under its Azraelite Kings, Drakenberg ceded from Necropolitan control 203 DA and grew to dominate the northern Aegean littoral and the Sea of Fortune as far as Arcadia in the reign of Darius the Great (220-256 DA). A couple of wars with Anatolia by Alexander the Great (411-419 DA) brought the Anatolian Lowlands under its sway, Anatoleburghis maintaining control of the plateau.

Despite the upheavals of the end of the Dawn Age, with the destruction of Anatolia as a political entity, Drakenberg remained a city dominated by the Death pantheon. Azrael held dominance with Mercer and Poseidon strongly influential.

Then in 27 MA Drakenberg fought against Stannary for the Lowlands. Drakenberg did poorly initially, the Dragonewts remaining aloof. Stannary fielded dwarf troops and mercenaries financed by Necropolitan money. It was the intervention of Heliopolis under Sun King Clovis I that gave Drakenberg the edge and secured Drakenberg’s sovereign title to the Lowlands in the Treaty of Chalcedon.

That war led indirectly to the second. Heliopolis had supported Drakenberg on the understanding that Drakenberg would instigate certain reforms favouring the Lightbringers. Drakenberg resisted implementing the agreed reforms until Clovis I initiated war in 38 MA out of exasperation. Heliopolitan naval power secured a crucial advantage from the start. Again, the Drakenberg council was surprised by the Dragonqueen’s refusal to become involved in human politics. After a siege lasting almost a year, Drakenberg capitulated and enacted all the agreed reforms. The Kingship was overthrown and Drakenberg has been a Rhadamanthus policed democracy ever since and the present cosmopolitan population is an indirect result.

138 MA Drakenberg joined the Grand Alliance with Heliopolis, Duckpoint and Godsport to extend Lightbringer worship westward, supporting Florence and establishing new colonies at Nikaia and Syracuse despite defeat by Carthage that prevented further expansion.

158 MA Drakenberg joined with Heliopolis to extend Lightbringer worship westward, supporting Florence and establishing a new colony at Nikaia despite defeat by Carthage that prevented further expansion.

Towards the end of the Moon Age, 476 MA Drakenberg fought the third war with Duke Gilbert of Godsport over trade rights to the Sea of Fortune. Drakenberg viewed the Sea as its own private pond while Gilbert sought to open trade for Godsport’s more numerous and powerful fleet. Godsport used Troll mercenaries, landing gangs to the south and west while the main force marched along the coast. Once more, the Dragonewts stayed neutral and Drakenberg again came under siege.

Doubtless, the city would have fallen but for the impatience of several Zorak Zoran war gangs. They stormed the lower walls of the Obsidian City and sought entry to the human sector from the rear. Over 20,000 Dark and Great Trolls vanished into the Obsidian buildings, never to be seen again. The direct assault on the Obsidian City roused the Dragonewts from their neutrality and the rest of the Godsport army found itself attacked from one side by charioteers and spearmen, from the other by Dragonewt warriors. I believe Troll mothers still tell their children ‘the Dragonqueen will get you’ when they misbehave.

This last victory secured Drakenberg sole proprietary rights to trade between the Sea of Fortune and the Aegean. Consequently, the city’s wealth has grown awesomely during the Third Age. One side effect of this success is the decline of the Lowlands. With the opening of the north shore of the Sea of Fortune and the promise of wide open spaces with much Chaos fighting and away from Draconian taxation, the Typhonian nobility drifted away, often taking their peasantry with them. As the population declined, the remaining inhabitants felt an increasing tax burden, adding a further incentive to move to the city or just away.

As revenue fell, so the Council’s interest in the Lowlands fell. A few well-meaning presidents lowered the taxes but always by too little and too late. By the early years of this century, the population was perhaps less than a fifth of that in the Moon Age.
Drakenberg is very metropolitan with even a small number of Trolls numbered among its population. Its University is justifiably famed throughout the World and it has daughter priories belonging to the Anatine and Solarian orders as well a grove dedicated to the Mahatmans. The Draconians were originally founded in Drakenberg but were forced to relocate to Carthage in 434 TA after their investigations antagonised the Dragonqueen. They still maintain a priory across the water in Chalcedony, however.
The current president of Drakenberg is Augustus Vela, roughly half way through his elected term. Drakenweir is the famous school for the Lightbringer nobility of Drakenberg.
Duckpoint 5000: Called Yādian in Duckspeech, Duckpoint is the capital of Yādâo, or Duck Island, commanding the isthmus to the mainland (so Duck Island is not in fact an island). Refugee Ducks that rose up against Trollish oppression were resettled here early in the Moon Age, replacing human population lost during the Singidun Crusade. Duckpoint pays a nominal tribute to the Sun King in Heliopolis but he rarely interferes with Duckpoint save to call them to war in time of need. Ducks are usually happy for non-troll tourists to visit, as long they respect Duckish customs. Roughly 20% of the town’s population is human but the island is almost entirely Duck, save for several small Elven woods. Many humans come to Duckpoint to enrol as warrior monks in the Anatine Order whose headquarters is Anas Priory. In the Dawn Age, before the coming of the Ducks, the island was known as Calhcoss. The total population of Duck Island is over 19,000.
Eryn Figen: a Faerie name meaning ‘Fig Wood’, on the west coast of Fauchet.

Esmé 16,000: founded as Corinth under Khemite rule in the Dawn Age, as a strategic fort guarding the narrow land bridge between what is today Axe and Fauchet. It became Esmé at the end of the Dawn Age and is still one of the most powerful castles in the Royaume du Soleil.

Ferrand 14,000: founded early in the Moon Age, Ferrand’s population is a mix of Sun and Storm cultures, typical of of the province of Bord, of which it is the capital and the seat of the duke.

Godsport 20000: founded early in the Dawn Age by Azraelites, almost certainly from Khem, it was first known as Salonika or Seldnic. Like most ports the population from the first was strongly influenced by Poseidon and related cults so it is unsurprising that at the start of the Sunshine Rebellion in the 540s DA that it deposed its Azraelite governor and declared independence as Godsport (Port du Dieu or Gotteshavn).
Independence was shortlived as the new Realm of the Sun King conquered the Aegean littoral with Godsport falling to Clovis I 31 MA. Godsport’s fortunes then followed the vicissitudes of the dynasty, passing in and out of the orbit of Heliopolis and Sophia. Then in 375 MA it became the capital of Lothringia only to be subsumed into the Mark until Duke Reginar realigned with the Sun King 447 MA. 476 MA saw Duke Gilbert’s fateful and fatal assault on Drakenberg that confirmed Drakenberg’s command of trade with the Sea of Fortune.
The Kingdom of the Mark slid into anarchy in the second century of the Third Age. However, after an initial period of terror and despair, Godsport rallied and, no longer having to pay royal taxes (except on those rare occasions when Heliopolis could force compliance), Godsport grew steadily to become a major maritime force in the Third Age. For the most of the last 300 years Godsport has challenged Drakenberg in terms of trade, serving as it does Rayon, Bord and the overland routes to Sophia and Freetown.

However the events of the Long Winter shattered the proud city. Zorak Zoran Great Trolls stormed its walls and brutally sacked the rich merchants and their warehouses. Many of those not killed fled east toward Drakenberg as refugees – and most did not come back.
Today Godsport has a third the population it did forty years ago and Stromburg has claimed much of its old trade. The population is growing but progress is slow and not helped by Sun King Louis XIV’s military invasion. Godsport yielded to Royal fiat in 611 and now must pay taxes to Heliopolis as well as serving as the principal base of operations for Louis’ continuing campaigns. Louis has appointed his son, the Dauphin Louis, as Duke of Godsport but day-to-day administration remains in the hands of the mayor, Victor Severin.
The famous Umbral Abbey, headquarters of the Albertensian Order, survived the siege and priories of the Luxorians and Norbertines are also still functioning, though all with greatly reduced numbers.

Wahrheitwasser is the militia cult for the city of Godsport. Runes: Order, Truth, Water. Weapons: Trident, Small Shield; R/M: Alarum, Detect Truth, Waterlung. The cult leans toward law enforcement but is also very political and closely controlled by the head of the City Council, the so-called ‘First Citizen’. All citizens are required to perform watch duties one week in a season, patrolling the streets, especially at night. A few dedicated souls initiate and serve as officers to the masses, investigative detectives and as a rung on the way to more senior office.
Winnenborsteh is a school dedicated to educating the children of Godsport gentry to be merchant princes. It was once one of the most prestigious in the Aegean but staff and pupils fled the school when Trolls sacked Godsport during the Long Winter. When they returned Godsport had lost much of its power and influence and Winnenborsteh has similarly declined.
Goldmine 18000: Zahardûm (Gold-delving) or Minedor in Helionic – current ruler is King Zalog Zêhkhuzd (First Dwarf – a matter of contention with Irondelve). As with most Dwarf cities, Goldmine is politically neutral and independent of local politics. There has never been a war between Heliopolis and Goldmine, though Charles Duke of Fauchet tried to subjugate the Dwarves and lost three battles 412-415 TA being killed in the last. However, political neutrality does not prevent the King of Goldmine providing mercenaries to the Sun King for payment and Goldmine has occasionally come to the defence of Heliopolis in extremis – most notably when Carthage attacked Heliopolis 138 MA and during the Troll siege of Heliopolis at the end of the Timestop.
The Basilian Order of monks, dedicated to reseaching Time and the Great Pact, have a daughter priory in Goldmine from where they maintain sporadic observation of the site of the Well of Time.

Heliopolis 150000: Heliopole (in Helionic) is the capital of the Royaume du Soleil – the Kingdom of the Sun.

It was founded early in the Dawn Age as Attica by Azraelite missionaries from Khem. Attica was a minor town of little consequence during the Dawn Age, overshadowed by the nearby port of Piraeus. However the area today known as the Realm of the Sun King had strong links to the Lightbringer pantheon from Godtime. The Hellespont at the far south of the peninsula is where Helios returned from Hell. The Heliopolitan Sundome is believed to be where Helios left the World prior to the First Dawn and the Sundome is known to have been built over a Time Gate. The Well of Time itself is said to be in the south of the Royaume du Soleil in the province of Fauchet. Time is an important concept for Lightbringers as the daily passage of the Sun and the First Dawn are defining parameters for Time.

So the cults of Sun and Fire were always strong in the area and toward the end of the Dawn Age a leader named Merovech led Lightbringers from 548 DA against Azraelite oppression in the Sunshine Rebellion. Merovech died 554 DA but the struggle continued under his son, Childeric I, who took Attica and renamed it Heliopolis, establishing the Royaume du Soleil in what is today the province of Axe. However it was Childeric’s son, Clovis I, who became the first Sun King after systematically conquering most of the peninsula: Moyeu 21, Rayon 23, Bord 26, La Marche 31 and Fauchet 42 MA. Clovis was formally crowned Sun King 44 MA (though the Lunar Calendar was not adopted in Heliopolis until 95 MA).
At that time primogeniture was seen as an Azraelite custom and Lightbringer ethos demanded an estate be divided among all heirs. Therefore Clovis’ domain was split among his four children: La Marche and Fauchet to Thierry; Moyeu to Clodomir; Axe to Childebert; Rayon and Bord to Claire.

Over fifty years Claire reunited her father’s empire, mainly by the simple expedient of outliving her brothers. But she also conquered Rebord from the Trolllands 67 MA, thereby liberating many Ducks from Trollish farms where they were raised for food. With many Ducks returning from the crusades and many good men lost to war or colonisation, Claire took the decision to settle them on the island of Calhcoss, which was renamed Duck Island. Ever since the Ducks have proven to be loyal allies of the Sun Kings down the ages.
On Claire’s death 96 MA the realm was split again between her four sons of the House of Absinthe: Moyeu and Axe to Caribert I; Rebord to Gontrand; La Marche and Fauchet to Sigebert I; Bord and Rayon to Chilperic I.
The realm was again reunited under Claire II in 130 MA and she fought off an invasion by Carthage in 138 MA by securing allies from Duckpoint, Godsport and finally Drakenberg. In 158 MA the alliance took the fight to Carthage. They were unable to maintain cohesion so far from home but on their withdrawal left a strong Lightbringer influence in the form of Syracuse in Volcania and Nikaia on the Bezirk littoral. Heliopolis continued to support Syracuse whenever necessary during the Volcanian Wars.
The custom of splitting the realm continued until Claire III birthed the Armagnac dynasty, adopting primogeniture at her death in 208 MA. But Claire III is most famous for her foreign policy, sending massed military support to Venezia against Attila’s trolls in 205 MA.
The Armagnacs unfortunately became weak and ineffectual, conferring administration to their Mayors of the Palace – it was Mayor Charles Martel who ordered aid be sent to Syracuse in the 1st Volcanian War of 253-260 MA.
The Trolls hated the presence of the Realm of the Sun King on their southern borders and Troll raids are a constant threat most winters, then and now. The initial response was entirely local and ad-hoc but from 102 MA Imperatritsa Ava Ivanova appointed her daughter, Baya Avarova, as Voyenachal'nik (warlord) in charge of taking the offensive to Heliopolis with the minimal objective of reclaiming Rebord but with the ultimate intention of extinguishing the Lightbringers from the peninsula. But beyond the Trolllands the terrain does not suit Trollish warfare and the campaign became bogged down. The most famous battle of this period is that of Tours 267 MA under Charles Martel, after which the Trolls ceased to threaten for two centuries.

In 286 MA Mayor Pepin the Short deposed Childeric III to sire the Martel dynasty. Pepin’s interventions 295-300 MA sent massive military aid to Florence & Ignia against Totila's trolls in northern Booteia. As a result Heliopolis became a major power in Booteia with the creation of the Exarchate of Ravenna 298 MA.

Many at the time regarded Armagnac primogeniture as a principal cause of their decline and the new dynasty reverted to splitting the realm on the death of the Sun King. Pepin had two sons, Carloman and Charles, who ruled together from 303 MA but from Carloman’s death in 306 Charles the Great reigned supreme.

Charles consolidated power and moved Heliopolitan influence into the Aegean, taking Cretin in 309 MA, and also northward on to Sophia and the hinterland of the Mark 331 MA. By the time of his death 349 MA Heliopolis was completely dominant from the Aegean almost as far as the lower stretches of the Moon River.

Louis I inherited his father’s vast empire but struggled to hold it together, he was even deposed for a short time 367 MA. On his death in 375 MA the realm was split into three: the Lightbringer Realm of the Sun King ruled from Heliopolis; that of the Mark, from Sophia, and La Marche, ruled from Godsport, soon to be renamed Lothringia, after its first king, Lothar I.
The Empire was briefly reunited under Charles III in 419 MA but has otherwise remained split. Charles himself was deposed after repeatedly buying off raiding Trolls rather than meeting them in the field. The new king, Eudes le Strange, battled the Trolls and also his own nobility but in 431 MA he sent support to Syracuse during the 3rd Volcanian War.
After Eudes died 448 MA the Martel dynasty was restored in the form of Charles IV, called The Simple, due to his lack of understanding of almost everything. Unfortunately a major Troll offensive opened in his reign. In 435 MA Voyenachal'nik Magda Almova began another major offensive – playing to Trollish strengths using raids of great destructiveness and force, avoiding pitched battle and penetrating as far as the Aegean, with Sophia and the Mark suffering almost as much as Heliopolis. Magda died in battle 442 but the war was continued by her daughter, Liüntika Magdova, and Great Troll son, Zoltan. Sun King Robert le Strange died fighting a Troll army trying to restore the deposed Charles IV and the reign of his successor, Raoul, was spent in bitter wars against the Trolls. The Realm of the Sun King went into eclipse. In Booteia Torin conquered the Exarchate of Ravenna 409 MA and ten years later Ignis fell to barbarians.
Eventually the Trollish strength was broken by Otto I of the Mark at the battle of Godsport 490 MA. Under Otto I the Mark annexed Lothringia, the province of Bord and northern parts of Rayon. Otto’s heirs looked to annex all of the Sun King’s realm until Henri I stopped the rot at the start of the Third Age. But the lost territories weren’t reclaimed for almost two hundred years, after the political disintegration of The Mark 135 TA.
The Martel dynasty was restored 471 MA but the last Martel Sun King, Louis V, died in a chariot accident 522 MA. Sun King Hugh was the first of the House of Tapis who reined in an unbroken line until 266 TA. However Hugh’s realm extended only to Moyeu and Axe, a shadow of its former glory. Bord and half of Rayon were part of the Mark under Otto III. Rebord and Fauchet paid mere lip service to Heliopolis and Hugh rarely left the crown lands, fearing ambush.
Subsequent kings steadily extended Royal power with Rebord again paying fealty from 551 MA. Henri I 587 MA retook Rayon from the Mark but found further progress frustrating and from 595 looked abroad for further gains: taking the isle of Maleth 597 MA (as Melita it remains a crown possession today) followed by Ignia 609 MA (12 TA – yes, we’re now in the Third Age).

In 16 TA, Dauphin Philippe ‘the Amorous’, son of Henri I, visited Cupros and fell in love with Priestess-Queen Menartha. He volunteered to be her husband for a year. When his father heard of this he is said to have fallen down and died of apoplexy on the spot, making Philip the new Sun King. Philip sailed for Heliopolis and was crowned Philippe I but returned in time for Samhain 17 TA when Menartha presented him with a son born in his absence. Philippe duly submitted to the sacrifice but instructed his knights to take his son back to Heliopolis to be the new Sun King, this boy grew up to be Louis VI, known as ‘The Fat’.

Royal power continued to grow with each generation but 82 TA Louis VII answered a call from the Phoenician King Agnolo Loyola and led a formidable force to crusade against the Wraithe state of Rushalim. The crusade was very successful, replacing Rushalim with the Lightbringer state of the Pays du Auriges 91 TA but the campaign all but bankrupted Heliopolis.
Philippe II Augustus truly restored Royal power to something like its old glory, finally reclaiming Bord from the Mark 128 TA. But in his reign there grew the Catherine heresy – it originated in Fauchet from the teachings of Catherine le Bonmot, who preached a doctrine of poverty and peace, that genuine worshippers of Helios should give away all property and eschew violence.
The cult of Helios viewed these teachings as heretical – a third of all land is owned by the cult and the cult’s martial nature was seen as crucial in the defence of the Realm. Furthermore the Catherines denied the chariot, which made them anathema to the faithful. Philippe II declared a crusade against them 147 TA, sending his chariots against his own people, led by the Duke of Fauchet himself, who died in a siege when hit by a stone from a siege machine. It took decades but the movement was annihilated during his son’s reign.

Another Troll offensive began 158 TA when Imperatritsa Timujina Hotulova sent her daughter Voyenachal'nik Ogadora Timujinova who campaigned with some success. Timujina’s death 165 TA brought an end to the offensive as Ogadora returned to the Duma in Trollcastle to be elected Imperatritsa herself. Once she had consolidated her power she returned to restart offensives in 174 TA against Louis IX but her death in 180 TA ended the campaign and the borders returned to their previous positions.

Subsequent Tapis Sun Kings tended to be great crusaders: Louis IX died in Khem 208 TA and Philippe IV was called ‘The Statue’ because he ordered the building of the Colossus, a huge statue of Helios, on the island of Rhodos, to honour crusaders fallen in Khem under Sunmarshal Sally de la Tour (Salitis in Necropolitan). Philippe gave Rhodos to the Helionic order of the Hospitallers, which they still hold today.

But the Tapis line died out 266 TA through a lack of male births. Philippe VI started the House of Larisse and in his reign Heliopolis reached another apogee of glory but in 275 TA Venezia challenged Heliopolitan dominance of the Aegean, disputing Philippe’s claim as a pretext. 279 TA Venezia took the island of Cretin and in 289 TA the port of Toulouse, renaming it Parga. Venezia used Parga as a bridgehead with which to launch a land offensive using mercenaries.

At this point the landward assault was mainly a diversion to occupy the Sun King’s attention while Venezia swept through the Aegean but poor leadership and rank arrogance of charioteers in the field caused the collapse of the Heliopolitan position and in 298 TA Heliopolis was humiliated into granting Parga and the entire province of Rebord to the Venezians.
War resumed 307 TA and over the next twenty years Heliopolis recovered some parts of Rebord. An uneasy peace persisted from 327 to 353 TA. Then Venezia resumed the war. Again Heliopolis suffered humiliation, partly due to the insanity of Charles VI. But in a dynastic dispute adherents of the Dauphin killed Jean Duc du Fauchet in 357 TA. This reckless act drove Duke Jean’s heir, Philippe, to ally with the Venezians, seeking to avenge his father.
With the Heliopolitans split Venezia overwhelmed the Lightbringers and by 360 TA were in control of Fauchet and Axe – yes, Heliopolis itself was in the hands of the Venezians and the Venezian Doge Agostino Barbarigo, a worshipper of Argonaut and Triton, was crowned Sun King!
The Realm of the Sun King was reduced to the provinces of Bord and Rayon. The Dauphin Charles VII had no faith in himself or his forces. Morale was restored by a young woman of poor background, Jeanne d’Arc, who claimed to have visions from Helios himself. For two years from 369 TA she personally commanded the Helios chariotry in several victories before she was caught and executed by the Venezians.
Then Philippe Duc du Fauchet remembered he was a Lightbringer and the Venezian general, Giovanni Lettoguado died in 373 TA. With aid from Godsport and Fauchet the Helipolitans commenced a bitter fight back, regaining Heliopolis 374 TA. The Venezians were finally driven out of Rebord 391 but Parga remained a staging post for occasional invasions in 413, 451, 482 and 484 TA, often in alliance with the Trolls. But in 496 TA Parga was retaken and restored as Toulouse.
From 432-493 TA succeeding Sun Kings tried to re-establish suzerainty over Lothringia. They were opposed by Drakenberg with a bewildering array of allies: Godsport, Stannary, Sophia, the Trolllands and various barbarian tribes, most of whom changed sides at frequent intervals. The result was pretty much status-quo with an enhanced reputation and influence for Drakenberg. This period is known as the Lothringian Wars.
440/441 TA Louis XI intervened to oust the Vikings from Carthage, restoring the rule of Sufrets (though the first few were mostly acceptable to Heliopolis, of course).

Much of Heliopolis was destroyed in a great fire in 507 TA that burned for 3 days, destroyed 13,000 homes and the Heliopolis Sundome as well as many other ancient buildings; over 25,000 people were killed. The Firestorm priest was Heinrich Farrinor who used the Midsummer celebrations, when Helios worshippers light bonfires at midnight and set off fireworks purchased from Goldmine, to wreak vengeance for Heliopolis’ interference in Sophia and its hinterland during the Lothringian Wars. In the intervening century the city has been completely rebuilt in beautiful orange and white marble and limestone.

500-536 TA saw Heliopolis embroiled in religious civil war. The Hughenots held that the Sun King could be any initiate of a Lightbringer cult, citing the examples of Childebert III, the Rhadamanthite Sun King 230-246 MA. They took their name from Sun King Hugh Tapis 522-531 MA who married Adelaide of Sophia, a worshipper of Valkyrie. However the Absolutists insisted the Sun King must be a Heliot and his Queen a Hestia initiate.

The deadlock induced a series of wars starting early in the reign of Charles IX: 500/1, 505/6, 506-8, 510/11, 512-14, 514/5 and 517/8. In 510 Charles ordered the Helios High Holy Day massacre of the Hughenots, killing 3000 in Heliopolis and another 7000 across Axe and Moyeu. But the massacre took a terrible toll of Charles’ mental and physical health and he declined and died two years later.

Charles’ successor was Henri III, the 4th son of Henri II and never regarded as likely to be Sun King. Henri had been behind the planning of the massacre, which had driven many waverers to side with the rebels. It took a decade before the groundswell of popular opinion broke out but in 525 TA violence erupted again in The War of the Three Henrys. In 526 TA Henri III lured Henri Duke of Rayon to Heliopolis under a free passage and then had him murdered along with his brother, a Helios cardinal. A year later Henri himself was assassinated by a fanatical chaplain and the House of Angers was at an end.
The winner of the War of the Three Henris was Henri de Cognac, Duke of Godsport, who took the throne as Henri IV. Although his father, Duke Antoine of Godsport, was a Helios charioteer, his mother raised Henri as a Typhonian and he had been a staunch supporter of the Hughenots. However, he initiated into Helios before his coronation. (Despite the title, by this time Godsport was independent and no part of the Cognac holdings.)
Henri ruled well with a firm but fair hand and brought peace and prosperity back to the Royaume du Soleil. But some Absolutists never reconciled themselves to his rule and he suffered numerous attempts on his life. Finally in 548 TA a fanatic killed Henri with a knife – the regicide was duly tried and convicted before being burned to death.
Louis XIII, nicknamed the Just, was a Rhadamanthite who came to the throne aged nine. The Queen Mother, Marie of Florence, served as Regent but her governance was poor, particularly regarding finances. In 555 TA Louis took power in what was effectively a coup d’etat by the Sun King regnant. Marie was exiled and her cronies executed, including several Florentine nobles.

Louis looked to expand Heliopolitan influence, urging the colonisation of Britannia, far to the west, beyond Iberia. His efforts at expansion closer to home brought tension with the Mark and in the 570s the threat of war was ever present. But the events of the Timestop and the resultant Long Winter gave all parties more serious fish to fry.

The Royaume du Soleil suffered terribly in the Long Winter. Purple crops were rare on the peninsula, where Gypsies had long been persecuted. Some seed stocks were brought from Drakenberg, courtesy of The Crescent but nonetheless many starved. Furthermore there came a fearful onslaught by Great Trolls from the Trolllands, lead by the renegade Great Troll, Uruk Urg, backed by huge legions of undead, many raised wholesale from cemeteries and battlefields.
Thankfully a team of heroes under Trollgobbitter le Confusé defeated Thanatos the Wraithe, reversed the Timestop and the rising Sun demoralised the Great Trolls as the undead collapsed into dust.

Victory, as ever, was sweet but the Long Winter had taken its toll and Louis died just two seasons later, of an intestinal infection that the Luciferan Hospital could not heal. He was just 42 and many have speculated that he was the victim of a curse. His reign is notable for the Cardinal Richelieu, who governed the realm during Louis’ reign and died during the Long Winter.
His heir was the current Sun King, Louis XIV – just fifteen at his father’s death, his mother, Queen Anne, served as regent in tandem with Cardinal Richelieu’s successor, Cardinal Mazarin – in fact they were married in secret. Their administration was perfectly efficient and on turning 18 Louis was adjudged competent and Queen Anne resigned her regency but Mazarin continued to serve as principal minister of state for a further ten years, at which point Louis announced he would take the reins of government himself without a minister.
Louis XIV has proven competent but he undoubtedly overestimates his personal qualities. He invaded Lothringia 605 TA, forcing tribute from Godsport and Stromburg, but his wider asperations were stymied by Sophia threatening to enter the war. Then in 610 he invaded again, having built up his forces to the point where he could handle a second front with The Mark. Louis took Godsport Fireseason 611 despite attacks on his left flank from Sophia but the Lightbringers continued the campaign, causing Stromburg to call to Drakenberg and the Trolllands for help. With powerful forces lining up against him, it is yet to be seen if Louis’ grand strategy will bear permanent fruit. For the moment he is loved by his people – a Helios charioteer married to a Hestia matron, Maria Theresa of Tangier. But if he starts losing wars things may change quickly.
The Sun King rules a territory that in history has sometimes been divided, these territories are traditionally given names pertaining to parts of a wheel:

Axe (axle) [Attica]; Heliopolis dominates with the port of Brest the only other major city;

Bord (rim) [West Macedonia]; Ferrand (pop. 14,000) is the capital with Limoge (pop. 12,500) almost as important – it spent several hundred years as part of the Mark and half the nobility are Typhonian or similar;

Fauchet (scythe) [Morea Peninsula]; Angers (pop. 40,000) is the centrally-placed capital with the port of Calamartre (pop. 10,000) to the south and Esmé (pop. 16,000) guarding the narrow land-bridge to Axe and Patrice (pop. 7,800) on the north coast – the Dwarf city of Goldmine (Minedor in Helionic) is independent – Fauchet was a nominally independent principality 299-421 TA under a cadet branch of the House of Larisse;
Moyeu (Hub) [Central Greece]; capital Orleans (pop. 18,500) lies inland south of the port of Lamia (pop. 7,500) (see below);
Rayon (spoke) [Thessaly]; Tours (pop. 42,000) is the capital, a major port commanding an inland sea with access to the ocean, lesser towns are Larisse (pop. 19,000) and Tricolor (pop. 11,000) – a significant minority of the nobility are Typhonian;
Rebord (Flange) [Epirus & West Greece]; Metz (pop. 75,000) is the inland capital; the port of Toulouse (pop. 35,000) was held by the Venezians 285-496 TA, when it was known as Parga; Rouen (pop. 17,500) is another major town – the province forms the border with the Trolllands and was Trollish before 67 MA;
Des Îles, islands of the Aegean currently under the Heliopolitan yoke;
The north coast was known as La Marche, has been known as Lothringia since 375 MA but Louis XIV’s recent campaigns show an intent to take it back into Heliopolitan hegemony under its old name.

Today Heliopolis is the largest conurbation in the known World. It is surprisingly cosmopolitan, with permanent embassies from Goldmine, Duckpoint, Drakenberg, Moonguard, Necropolis, Karnak, Venezia and even the Trolllands. (For a brief period after the Long Winter there was even a Transylvanian consulate.) Ducks and Dwarves are common visitors, even a few Elves.
The city is home to the Solarian Order with Solus Abbey adjacent to the Great Sundome Temple in Solar Square. Solar Square also has the Basilica, headquarters to the Basilian Order, devoted to researching Time, though it is very much overshadowed by the Sundome, literally and metaphorically. In recent years the Mahatmans have also gained a presence and now have been given rude premises adjacent to Central Park where they habitually preach. The Heliopolis Sundome, rebuilt after the Great Fire, is regarded as a Wonder of the World. It dominates the north side of Solar Square, a spectacular building of yellow, orange and white stone, 250 feet square with a golden dome adorned with a solid-gold sunburst 180 feet off the ground. In the suburbs of the city is the famous Academie Lumiere, possibly the foremost school in the World.
Hellespont: The place in the south of Fauchet where Helios emerged from Hell. The name is both a corruption of the Auld Mannic ‘Hell’s Font’ and a pun on the Helionic ‘Sun’s Bridge’. Sometimes it is guarded but the locals warn any adventurers that many have entered but since the First Dawn the only mortals that have emerged entered Hell by some other route. The most recent emergence was by Lord Trollgobbitter le Confusé and his band of heroes in 584 TA.
Ionian Îsles 21078: a group of islands off the west coast of the Soleil peninsula. The group’s name comes from the sea, which is named after an obscure sea nymph. All the islands are strongholds of Sun worship, most held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Ithaca (I), Lucas, Paix and Zante; see also separate entries for Céphalonie, Kerkyra and Kythera.

Kerkyra 10207: one of the Ionian islands off the west coast of the Realm of the Sun King. During the Sunshine Rebellion it held out against Clovis I and in fact was one of the last islands to admit suzerainty. However it remained utterly unremarkable and indeed has kept its original name from the Dawn Age. Then in 242 TA it fell to Venezia and has remained a Venezian possession ever since, though it has come close to achieving independence a couple of times. It features some serious defences and a permanent garrison and fleet.
Kythera 397: regarded as one of the Ionian islands but separated from the others, south of the peninsula, a small island 120 miles south of Esmé. The isle is home to the Abbey of Cyrus, headquarters of the Cyriac Order of monks – not to be confused with Kerkyra, above, but the island is owned by the Duke des Îsles.

Lamia 7500: during the Dawn Age this became infamous as a small vampire state during the Azraelite Empire of Khem but it was probably already extinguished by the time of the Sunshine Revolution. However, in the aftermath of the Long Winter, Sun King Louis XIII rewarded Bela Lugosc with lordship of Lamia in recognition of his aid in defeating Thanatos. He installed Edmund de Winter, descendant of an ancient Heliopolitan family, as his steward but the town was taken back by Louis XIV in 603 TA. However rumour has it that vampires still rule the town’s underground.
Larisse 19,000: founded as Azraelite Larissa early in the Dawn Age, at the Sunshine Rebellion it kept its name Helionicised to Larisse. Today it serves as a secondary port in the province of Rayon.

Lemnos 1699: one of the Vestige islands; early in the Dawn Age the menfolk of Lemnos captured women from the mainland to the north to be their slaves. Finding their slaves to be more beautiful and subservient than their own women, they spurned their wives. The women rose up in a single night and slew their husbands in revenge. Thereafter they were ruled by the Amazons Hypsipyle and Myrina from Lezbos for centuries and even today many women choose to become Amazons.
Lezbos 11,488: one of the Vestige islands; in the Dawn Age this island was colonised by Madonna initiates from Khem who spurned male company. Despite occasional attempts to change this by force it remains to this day a community of women, ruled by Amazons. A few men are kept only as stud males for the purposes of procreation, all others are castrated slaves.
Limoge 12,500: founded early in the Moon Age to support the Sun King’s conquest of La Marche. Today it is serving a similar function for Louis XIV’s attempt to restore the north littoral to Heliopolitan rule.

Lothringia: (known as La Marche in Heliopolis, as Lothringen in Sophia and the Mark) the strip of coast along the north of the Aegean became a political entity in its own right as La Marche in the aftermath of the Sunshine Rebellion. It had been separate several times but achieved final indendence from the Realm of the Sun King in 375 MA under Lothair I. Lothair took as queen a lady from the Mark, named Ermingard of Sophia. Under their son, Lothair II, La Marche became Lotharingia (‘Lothair’s Realm’ – since shortened to Lothringia) and the cities of Lothringia have been strongly influenced by the Stormspeech tongue ever since, with the principal exception of Drakenberg.

404 MA on the death of Lothair II his realm was divided with Godsport and the nearer territories going to Sun King Charles II and King Ludwig II ‘the Germane’ getting the eastern portion, including Stromburg. The two portions were briefly reunited along with the rest of the original Empire under Charles III ‘the Fat’ in 417 MA. Deposed from the Imperial throne in 422, for a year Charles tried to reclaim his crown from Lothringia but was captured 423 MA and spent the rest of his life in prison.
The Empire was partitioned again with the Mark and all of Lothringia going to Arnulf of a cadet branch of the House of Martel. Unlike Charles, Arnulf fought the Trolls tooth and nail, achieving a resounding victory in 426 that allowed him to turn to matters on the home front.

Arnulf gave the kingship of Lothringia to his bastard son, Zventibold in 430 but Zventibold died in the first onslaught of the 435 Troll offensive under Voyenachal'nik Magda Almova.
From 438 MA Lothringia became a duchy of the Mark but Duke Reginar, discontent with the accession of Conrad I to the Markian throne, chose to change his allegiance to Heliopolis 447 MA – Lothringia was again La Marche. Reginar’s son, Duke Gilbert, launched the fateful assault on Drakenberg 476 MA, causing his own death, among many others.
It remained part of the Royaume du Soleil until conquered by Otto I of the Mark, together with Bord and the northern parts of Rayon after defeating Magda Almova at the Battle of Godsport 490 MA – the Realm of the Sun King was in disarray and Otto and his son and grandson made no secret of their intent to conquer all of the Lightbringer lands. Sun King Henri I took back northern Rayon 587 MA and Philippe II recovered Bord 128 TA.

But Lothringia remained Markian and suffered during the Mark’s decline into anarchy, balkanising in to various petty territories and city states from 135 TA. Viewed as a ripe but weak plum, a series of Sun Kings from Charless VIII in 432 TA to Henri II in 493 tried to reclaim the lost duchy but ultimately to no avail. It became the haunt of barbarian tribes, including the Warramunga clan of the Rooriders.
Today the big players remain Godsport, recently eclipsed by Stromburg, and of course Drakenberg the indomitable. Sun King Louis XIV is in the middle of his second campaign to reclaim La Marche for Heliopolis. A weakened Godsport quickly fell to him 611 TA but he faces stiff opposition from Stromburg, with allies in the Mark, Drakenberg and even the Trolllands mobilising in its favour.
The Mark: Starting as a loose agglomeration of lordships centred around Sophia, sometimes able to enforce fealty from the barbarian tribes to the east, the Mark as a political force was created by Sun King Clovis I of Heliopolis early in the Moon Age. However, the practice at the time, in contrast to Azraelite primogeniture, was to split the kingdom between all princes. So on Clovis’ death in 46 MA the Mark and La Marche (together with Fauchet) went to Thierry I, remaining separate until the death of his grandson, Thibaud, in 90 MA reunited Clovis’ empire under his daughter, Claire I. On her death in 96 MA the Mark and La Marche were again split off under Sigebert I.
It was Claire II who reunited the empire again 148 MA. By now the advantages of primogeniture had impressed themselves and the two realms remained together, save for the brief usurpation by Childeric II 208-210 and the short reigns of Queen Claire IV 252-255 and Chilperic II 255/6 MA.
Pepin I deposed the last Armagnac Sun King Childeric III 286 MA and his son Charles the Great conquered almost all the Aegean littoral (save Drakenberg and Stannary).

But, partly because he and his heirs felt the weakness of the latter Armagnacs was due to primogeniture, from the death of Charles’s son, Louis I, the realm was once again split, this time into three. La Marche went to Lothair and was quickly renamed in his honour while Louis II ‘the Germane’ became King of the Mark in 375 MA.
But the brothers bickered and fought over their various inheritances. When Lothair II died 404 MA Lothringia was split between the two and then the dynastic dice reunited the Empire under Charles III. Unfortunately he lacked fibre, dealing with Troll raids by paying them to go away. In disgust at his policies, he was deposed by simultaneous rebellions in each realm. A minor member of the Martel dynasty, Arnulf, became King of the Mark 423 MA. A King of a better mettle, he achieved a great victory over Magda Almova’s Trolls 426 MA.

But on Arnulf’s death 434 he left a child as his heir, Ludwig IV. The Mark deteriorated during his minority, partly thanks to the depredations of Voyenachal'nik Magda Almova from 435 MA. His one attempt at battle ended in disaster 442 and, in the depths of despair, he took his own life 446 MA. Thus ended the northern branch of the Martels.
With Heliopolis focussed on defence against the Magdalen Troll offensives, the power vacuum in the Mark was filled by Conrad I. Due his lack of connection with the Martels, Duke Reginar of Lothringia declared fealty for Heliopolis. Conrad proved effective in limiting Magda’s attacks but left no heir on his death 453 MA.

454 MA saw the rise of the Vogler dynasty in the person of Heinrich I. He stabilised the kingdom and created the platform for his son, Otto the Great, to restore the Mark’s glory. Otto took back Lothringia and went on to conquer Bord and half of Rayon from the Royaume du Soleil. He also killed Magda Almova at the Battle of Godsport 490 MA. Otto and his son and grandson made no secret of their desire to reunite Charles the Great’s empire, ruled from Sophia, but the Tapis Sun Kings managed to defend Axe and Moyeu and Henri I and Philippe II took back Rayon 587 MA and Bord 128 TA.
The Vogler dynasty ended with Heinrich II 559 MA and the Mariner dynasty, from Godsport, took over the reins of power, ruling capably if unspectacularly for the rest of the Moon Age. But under Heinrich IV’s long reign the Mark began to unravel with unrest from barbarians and civil war 15-18 TA. Heinrich V’s reign, 46-63 TA, saw further unrest and civil war. No one seems to have seen it at the time but the Mark was weakening. The greatest crisis of Heinrich’s reign was the war between Sophia and Godsport with both cities refusing to obey Heinrich’s orders to demobilise.
The next king, Luthor II, of Stromburg, went some way to reversing the decline but his reign was too short to achieve much and the electors had chosen him precisely because he had no heirs. He died 75 TA and this time the election went to Conrad of the Hochundmachtig dynasty but by now it was practically de rigor for Sophia and Godsport to elect rival kings and by 135 TA the Mark was descending into political anarchy, becoming completely balkanised.
Several times since then a noble has tried to claim the kingship of the Mark but none have achieved anything permanent enough to need an heir. Free of royal taxes, the city of Godsport grew to become one of the foremost ports in the littoral and Sophia did similarly well, dominating the crossroads between Godsport, Freetown, Arcadia and the Trolllands but today the term ‘the Mark’ is geographical term rather than political.
Mechanos 100 (labelled ‘M’ in the World Map): one of the Aegean islands. Long ago, before Time, 'ere Neibelung fashioned the dwarves, he assayed in other directions. At that... time, where now laps the Aegean Sea, stood a land under the sway of the Goddess of Earth and her son, Neibelung, was the God of the Underearth. Unto Neibelung his mother gave all the Earths that were not upon the surface. Whereupon, the God of the Underearth built himself a citadel to the south, Naragundugathol (literally the ‘Black (metal) Subterranean Hall Fortress’), and within that citadel he created a being with a body of metal and a mind of crystal, designed to be the God of Machines and Neibelung’s helpmeet.

This God helped him in his works, creating its own minions to work in slavery at their master's bidding. But the God of the Underearth was unpleased for he had forgotten one crucial thing, to give his creation a soul. Thus the God of Machines was the God with no Soul. Soulless, the God of Machines saw not the souls in others and, lacking the discretion of a soul's perspective, therefore made grave errors of judgement.

Perceiving his creation to be flawed the God of the Underearth set about creating the Dwarves, with bodies of stone and minds of metal – and possessing souls. He worked in private, of course, but the God of Machines learned of his labours and knew the dwarves were to be his replacement. Lacking a soul, he knew no compassion or loyalty and turned on his master, forcing him to flee his realm.

In desperation, the God of the Underearth came to his Mother, asking that she cast down the Citadel and she in turn came to Poseidon, asking that he drown her son's realm deep. Thus she shook the lands and they were cast down and the Seas entered into the chasm. Thus it is that Poseidon’s waters are found even in the uttermost deeps of the Underearth. This is the origin of the Aegean Sea.
But the God of the Underearth had wrought too well; his Citadel remained, a dark tower of black iron above the waters and, beneath the floor of the new sea, the Citadel remained connected to all the Underearth. Poseidon outlawed the Citadel but still some few sailors have transgressed his edicts and paid the price.
And the God of Machines was not idle and, on occasion, has sent its agents out in to the World. Alas, all the works of the God of Machines were lacking in souls and therefore invisible to the eyes of the Gods – every ship or boat so mean that sailed upon Poseidon’s oceans has a spiritual dimension, but not those abominations. Therefore, the Gods could neither bar them nor warn others when they are abroad.

But rumour has it that several great heroes quested to give the God of Machines a soul and now it is said that Poseidon’s interdict on Mechanos is lifted and those desirous of knowing more of machines make pilgrimage to Mechanos to worship Mostal.
And when they get there they find the strangest of things – a colony of Baboons, who also worship Mostal! There are also humans in roughly equal numbers and a very small enclave of Dwarves.
Metz 75,000: founded early in the Dawn Age by Azraelites as Matrix, in homage to Matar. Since the Sunshine Rebellion its name has morphed to Mettis and finally to Metz under the influence of the local Storm population. It has long been the major bulwark in the north-west against Trollish incursion but this has not stopped Metz from becoming the second city of the Royaume du Soleil. It is home to Herse Academie Militaire, the foremost military academie of the Realm.
Monbury Abbey: the original headquarters of an order of monks founded in the Moon Age dedicated to researching Moon, both the element and the celestial object. Unfortunately a couple of centuries ago, brethren obsessed with apocryphal scripture, summoned a demonic entity that wrought havoc among the brethren and raised the dead brethren of centuries oast. Those brethren that survived the manifestation fled and the Abbey was formally resolved, though there are several daughter priories scattered across the World. Less than a scant handful of expeditions since have returned but those few report that the demonic entity is still resident in the crypts. Some name the entity as Göll, the Screamer! Monbury Abbey is one of the Horrors of the World.
Moonwood: Taur nu Ithil in Faerie – an Elfwood of Purple elves.

Mount Olympus 225: Reputed to be the site of the very first temple to Typhon, the peak is now the largest temple to the Winds in the World despite lying in the Royaume du Soleil. Visitors should remember that this part of Rayon has spent a good part of its history under the Typhonian Kings of the Mark. As well as a shrine to every wind placed in a circle about the central trilithon dedicated to Typhon and flanked by lesser trilithons sacred to the Rains and Valkyrie, there is also the headquarters of the Olympian Order of monks, who devote their lives to just listening to the winds. The current Abbess is Mother Superior Echo (nee Cassandra Föhn), who was born to be an Echo messenger and initiated shortly after her 18th birthday. She served her cult and the Royeaume du Soleil well, making priestess shortly before the Timestop. Eight years ago she felt the creep of old age and elected to retire to become a nun of the Olympian Order on Mount Olympus itself. Six years later her diligence and piety led to her being elected Mother Superior of the Order.

Somehow, while still a priestess of Echo, she has allied a fetch, a wind-spirit called Aëolus with the runes Wind, Harmony and Art, to become a shaman. All around the monastery she has hung wind-chimes on which Aëolus plays harmonies of breath-taking beauty. Also on Mount Olympus, Berghaus is the famed school for children of the Storm nobility of the Realm of the Sun King.
Mount Othrys Abbey 25: home to the Celestine Order of monks dedicated to researching the Stars and the Heavenly Firmament. Their unusual monastery has been mistaken for a Sundome or even a Selenite Church, thanks to the large dome with an opening panel that can rotate to follow the heavens as they move. This is used by the Celestines to observe the stars at night. The current Abbot is Father Sebastien. The abbey is maintained by supplies from the village of Honfleur at the foot of the mountain.
Necrojudice 0 (labelled ‘N’ on the World Map): one of the Douze Îsles; settled early in the Dawn Age as Patmos, in the Moon Age the island became part of the Royaume du Soleil under the Duc Des Îles. However, late in the Moon Age the island rebelled against its Helios nobility and Laurent Duc Des Îles brought in the now infamous Sidoné De’Ath, a fundamentalist Rhadamanthus judge to prosecute the rebels. De’Ath mercilessly sentenced more and more people to death. Eventually it became apparent that he had gone quite insane but because he stuck to the letter of the law his cult was powerless to prevent his depredations. Ultimately he declared that since all crimes were committed by the living, life itself was punishable by death. Judge De’Ath slaughtered the entire population, save for a handful who escaped in boats by night.

With the testimony of the escapees, De’Ath was himself sentenced in absentia to incarceration for life. Patmos was renamed the Isle of Judgement or Necrojudice and placed under interdict by Maritime Law. It is said that Judge Death still roams the island by night as undead and will convict and execute anyone he finds alive.

The Obsidian City 9000: no one knows how or when the Obsidian City was built. Famous the World over, it appears to have simply appeared at some point in Godtime and from that point onward none can deny the influence of the Dragonewts. However, prior to this appearance there is little evidence of their presence in scripture at all. Today it is counted as one of the Wonders of the World.
The Obsidian City is made from volcanic glass of perfect quality, jet-black in appearance, though buildings within the walls use other colours as highlighting: dark green, paler green, purple and a shimmering golden colour. The walls, however, are pure black obsidian with razor-sharp top edges standing 30ft high. The circuit is interrupted by the massive front gates, crafted of solid obsidian and so finely mounted that they swing effortlessly with but the lightest push, when not barred and locked. There are several posterns around the walls, most of which are almost always locked and some of which are hidden and secret – some even seem to shift location – but the only one that is open for very long is the ‘back gate’, opening on to the Crescent.

The main gate and front gates are usually open during the daylight hours (save for Mordrake Holy Days) and shut at night. When both are open, non-Dragonewts may pass along the obsidian paved road between the two but all are advised never to step off that path as visitors who enter the side alleyways or buildings are usually never seen again unless escorted by Dragonewts.
During the war of 476 MA, when Godsport’s Troll mercenaries stormed the walls of the Obsidian City (which are lower than those of Drakenberg) as an easier route to take Drakenberg from the rear, 20,000 Dark and Great Trolls entered the Obsidian City, never to be seen again – except ever since, some visitors, especially those with business with the Dragonewts and therefore escorted within the city itself, have reported seeing lone Trolls desperately hunting back and forth, some crying dementedly, others resigned to their fate.

And those same visitors report that the internal geography of the Obsidian City is mutable, that it shifts and changes – never before the eye and usually not grossly, but look away and back again and something may have changed.

Every 144 years, when the Death and Truth stars conjoin with the Eye of the Dragon, the new Dragonqueen rises on her mating flight with Mordrake, who then flies off with the old. To see the mating flight of the Dragonqueen is counted one of the Horrors of the World. The list of Dragonqueens down the ages is surprisingly short:
Dragonqueen
From
To
Notes
Draconis Imperator Regina
1 DA
144 DA
Drakenberg founded early-mid 2nd C
Draconis Adamante Regina
144 DA
288 DA
Cyrus the Great conquers Sea of Fortune
Draconis Nostromo Regina
288 DA
432 DA
Alexander the Great takes the Lowlands
Draconis Calamite Regina
432 DA
14 MA
Draconis Oneira Regina
14 MA
158 MA
War with Stannary 27 MA, last King deposed 39 MA
Draconis Asteria Regina
158 MA
302 MA
Draconis Azimuth Regina
302 MA
446 MA
Draconis Victoria Regina
446 MA
590 MA
Siege of Drakenberg 476 MA
Draconis Mentor Regina
590 MA
137 TA
Draconis Inquisitor Regina
137 TA
281 TA
Draconis Lysimachia Regina
281 TA
425 TA
Draconis Tyrania Regina
425 TA
569 TA
Draconian monks forced to relocate 434 TA
Draconis Zenithor Regina
569 TA
713 TA 
Long Winter 580 TA
Orleans 18,500: founded as Azraelite Cenabum early in the Dawn Age, it was renamed during the Sunshine Rebellion. It has always been the capital of Moyeu and a major port.

Patrice 7,800: founded as Patras early in the Dawn Age, serving as a port for the ferries crossing the inland sea separating Fauchet from Moyeu. After the Sunshine Rebellion the name was Helionicised to Patrice.

Porphyra 135: one of the Douze Îsles, a small island NW of Rhodos. It features a volcano so obviously is dominated by Vulkan.

Rhodos 13022: one of the Douze Îsles; the island owes its name to its rich dark red soils and from the legend in Godtime that Helios took a maiden from the island named Rhodos (from her red hair) as his mistress and she bore him seven sons who were all great heroes in Godtime. The most famous of these was Phaeton, who served as his father’s charioteer – charioteers of non-noble birth even today are called phaetons, as is a type of light riding chariot. Another son, Candalus, is legendarily said to be the ancestor of Merovech, who ignited the Sunshine Rebellion in the 540s DA. The rulers of Rhodos since the First Dawn were all said to be descendants of Rhodos’ daughter, Electryone, who is nonetheless said to have died a virgin.
Although part of the Azraelite Empire of Khem in the Dawn Age, Rhodos was always Lightbringer and was the first island to declare for Merovech in the Sunshine Revolution. In token of his earnest support, the ruler of Rhodos, Angelo de Rhodos, was created Duke Des Îsle by Clovis I early in the Moon Age.

From the first, the Sun Kings always had a powerful navy. Obviously the presence close to Heliopolis of the superb harbour of Brest is an element in this but the true foundation stone of that naval strength lies in the plethora of islands, half of which were always dominated by Lightbringer worship – of necessity combining Sun worship with mastery of the Sea. The dukes Des Îsle often served as Grand Admirals for the Sun Kings and, unlike the mainland nobility, rarely caused trouble politically.
But the original line of the dukes Des Îsle died out 222 TA. At the time the Realm of the Sun King was heavily involved in the crusades in Khem. One institution formed in the crusades was a knightly order devoted to defending Luciferan hospitals from attack. As the order grew it gained power and influence. Sun King Philippe IV, despite a cold and distant personality, was a passionate supporter of the crusades and gave Rhodos to the Order in 244 TA, in recognition of their prowess and in commemoration of Sunmarshal Sally de la Tour being crowned Pharaoh as Salitis.
To further honour the Order, Philippe IV ordered the building of the Colossus, a huge golden statue of Helios, on the island of Rhodos. This gained Philippe his personal sobriquet ‘The Statue’ and the Colossus is now accounted one of the Wonders of the World.
The Knights of the Hospital massively fortified the island and it withstood sieges by the Venezians in 285, 321 and 363, and then in 463 TA by Godsport and Drakenberg that came close to success but the Order held out and Rhodos still belongs to the Knights today. The current head of the Order is Sunmarshal Percival de L’Outremer.
Today Rhodos exports oranges, wine, fish and is one of the foremost centres of horse breeding. It is also the location of Rhodine, a school for girls originally founded to educate the orphaned daughters of crusaders. Today it has a wider curriculum catering for the more outgoing girls and also has a very small number of boys. Brandon is the Hospitallers’ military academy.
Rouen 17,500: founded as Sagada early in the Dawn Age, it was taken by Trolls in mid-Dawn Age who renamed the town Yugzamok. After the Sunshine Rebellion, in 67 MA Sun Queen Claire I conquered Yugzamok and drove out the Trolls, renaming it Rouen, meaning ‘rune’, referring to the Sun-rune. While Rebord was under Venezian rule Rouen was known as Golf, meaning ‘Wave’ in Waverli, but it reverted to Rouen when liberated in 391 TA.
Samothcourse 286: one of the Vestige islands; it is named for the ancient races of an indigenous animal called the Samoth – a surely, ill-tempered beast, unruly and difficult to tame, which is why attempts to use it as a beast of burden or a mount on the mainland have always failed. It is, however, very fleet of foot and the locals run races around the island that bring tourists from across the World.
Seal Island: one of the Vestige islands lying roughly 150 miles north of Stannary, south-west of Drakenberg just off the Anatolian west coast, Seal Island is that place sages believe the Gods signed the Great Pact, which is sometimes called the Mise of Seal Island. Early in the Dawn Age it was referred to as Segel Igland but the location was lost for many centuries. It was rediscovered in the Third Age but is under an interdict by Maritime Law.
In shape it is like a letter E missing the middle bar. The northern and southern bars are connected by a low saddle barely clearing sea level; the total size is five miles N-S and 6 E-W. It is connected to the mainland by a low causeway to the larger southern bar only at low tide by ultra low tides. This is the only access as the other shores are guarded by wicked rocks and cliffs.

The island is mainly barren with scrub covering the lower levels but much above 20m above the sea level only the occasional thorny shrub breaks the bare rock.
At the landward end of the northern bar is what looks like a bare rock wall facing east. However on Freezeday, or whenever there is no Moon, the rock wall is revealed to be an illusion. A tunnel leads westward and down into the ground at a shallow slope. A dozen yards inside stands a 4-armed statue of Selene dancing. It is said that should anyone try to pass who has not been called by Chronos, the statue will animate and slay them.
At the time of the Long Winter Seal Island the southern bar was used as a base but a gang of Poonin Trollkin but the last survey of the island found only weathered bones of perhaps a three or four dozen Trollkin, a handful of Dark Trolls and one Great Troll. Today the only living inhabitants are a colony of seals.
Sickle Island 623: one of the Douze Îsles; settled early in the Dawn Age, when it was named Karpath, the island has always been bare, capable of minimal agriculture, so the natives have always looked to the sea for their living, with Nereid and Piscator being the principal objects of worship. The Sunshine Rebellion did little to change this but it passed in and out of Heliopolitan control under the name Île le Faucille, giving it the modern name of Sickle Island. Overlooked by Carthage, it paid meagre tribute to Heliopolis, usually in the form of fish.

The Venezian wars in the Third Age led to the island throwing in its lot with the great port and for a couple of centuries it served as a support base for Venezian forces, who fortified the harbour. Of course, after the end of the war, as Sun King Louis XI restored Heliopolitan power, the natives, augmented by a quite a few suddenly out of work sailors, recoiled from the thought of paying taxes and from early 400s Sickle Island has been nest of pirates. The Venezian fortifications make it difficult to take from the sea and, as with all pirate strongholds, the denizens always have the option of just sailing away, only to return when the threat from Heliopolis or Rhodos is past.
Solos Îsles 6349: a group of islands off the east coast of the Soleil peninsula, south of Axe. All the islands are strongholds of Sun worship, most held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Aegina (A), Épice (E), Hameçon (H), Hydra, Ressource (R) and Saillie (Sa).

Sophia 8250: (Sophia in Helionic and Lunatic) As Yavorbad the town was an Azraelite foundation from the late 2nd Century DA. The initial Azraelite/Mercer/Matari population was quickly augmented by wind worshippers, influenced by the barbarian tribes to the east.

However, toward the end of the Dawn Age Yavorbad was corrupted by Wraithe influences from Singidun to the northwest. This helped trigger the Sunshine Rebellion to the south and the Humakti/Rhadamanthite crusades against Singidun and the Wraithe foulness. Yavorbad was the first focus of attention, cleansed of Wraithe, partly through being burnt to the ground by a Firestorm. Once subjugated, a Rhadamanthite police force was installed to govern the survivors in the ashes and Yavorbad served as a base for the main assault north.

But once the wars were over and the crusaders had either settled in their newly conquered territories or returned home, Yavorbad was left vulnerable. True it had the best in terms of law enforcement but as a more-or-less Lightbringer town sharing a plateau with barbarian nomads to the east and Trolls to the west it had more than its fair share of adversaries and not nearly enough money with which to pay mercenaries.

It fell to a woman to take on the roll of mother to her city. Sophia was a daughter of a merchant but she took Earth from Mercer and quested to add the runes of Order (for discipline) and Death. On her death the city renamed itself in her honour, seeking to distance itself from its unsavoury history, establishing her cult as central to the city’s defence.

Sophia’s cult has waxed and waned, along with the fortunes of her city, but her cult is still the vehicle by which Sophia organises its citizen militia. Today the city is wealthy enough to maintain a small regiment of Mithras infantry but still the citizens are proud to raise their city’s standard in the line of battle, when needed.

Sophia’s citizens are required to join the militia as laymen. They are drilled in the use of 1-H spear and shield. Sophia’s cult has the runespells of Face Death, Golem I and Shoring.
Sophia rose from the ashes of Yavorbad as the capital of The Mark, the northernmost territory of the Realm of the Sun King. Until the early Third Age its fortunes followed those of The Mark but from 135 TA the Mark balkanised and its various elements followed their own path.

For the last 500 years Sophia has been an indepent city-state, sometimes viewing Godsport as its rival, other times as its partner in trade. During the Long Winter the town submitted when threatened by Uruk Urg’s Great Trolls and thereby escaped the destruction suffered by Godsport. The Trolls installed a Mistress as Governess and a Great Troll as sherrif. The fears of Wraithe rearing its ugly head and famine caused half the population to flee eastward and northward but they mostly returned after the return of the Sun and the annihilation of Thanatos’ legions of undead and Uruk Urg’s Great Trolls, quickly restored the Rhadamanthite police force. The current ruler of Sophia is Mayor August Barquentine, currently in the middle of his seven year term.
The Basilian order of research monks has a daughter priory from where they mount frequent expeditions to the Time Gate to the east of Sophia. In recent years the town has become famed for the Sophia Annual Gala Auction, held Clayday, Illusionweek, Earthseason, in which items of cultural interest are auctioned to the highest bidders, drawing collectors from a wide area.
Sophia also has a strong Gowrie community: The Globe is a high-class theatre that features classical plays and operas mixed more popular shows, frequented by gentry and leading guild families. The Plate aims at the lower classes and is more of a music hall.

Sporadiques 1731: a group of islands off the east coast of the Soleil peninsula, Northeast of Duck Island. All the islands are strongholds of Sun worship, most held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Aiment, Cinglé (Ci), Peutêtre (Pe) and Recíf (R).

Stannary 20000: Shetachbadilgâtazd (surface tin market) The Dwarf City of Stannary dominates the area along with the Poseidon merchant princes of the port. The current ruler is Sigin Taragkhagalul (Bluebeard). Politically, the City looks abroad via its maritime links and there is little contact with the plateau, despite several, (admittedly difficult), ways up. The dwarf population of Stannary is unknown. Capture/recapture estimates indicate 3500 plus or minus 2500 but this could be a gross underestimate. The human population of the city is 12000-15000 with 15000-20000 rural peasants. Stannary is a major shipbuilding port, probably second only to Venezia since the decline of Godsport. Important cults include Neibelung, Poseidon, Argus, Azrael and their associates. The Basilian order of monks has a priory from where they mount expeditions to the Time Gate on Seal Island, when they can persuade a vessel’s captain to brave the interdict on the island.
During the Long Winter the plain behind Stannary suffered famine but the city kept enough stored grain in silos to prevent widespread disaster. The human population of the plain is composed mainly of Matari peasantry and Azraeli nobility with a few Humakti and Typhonians. Land trade with the interior is minimal; no dwarfs have been seen on the plateau. The area subsists on agriculture, fishing and maritime trade.
The City Militia cult of Stannary is Aethelstan. He was a pirate of the first age. Having committed some unrecorded crime against Poseidon, he was sentenced to a long term as a ferry man near the west Anatolian coast.

While there he became acquainted with dwarf prospectors in the area, and as luck would have it, they opened up a major new tin mine as he was finishing his sentence. Seeing an opportunity, Aethel Stan set up a trading post next to the mine and provided a safe harbour. Thus the human city of Stannary was born.

The cult of Aethel Stan provides supervision of the harbour, shore patrols to keep errant sailors in check, and assists in keeping records in Mannic, while the dwarfs keep their own Khüzdül copies. Many sailors continue to retire from their career at sea into a position at Stannary. Away from the docks, the general policing is done by Azraelites, though these may call on the Aethel Stan militia if extra man-power is needed.

Runes: Water, Order and Man. Cult weapons: cutlass, quarterstaff, heavy crossbow. Skills: Rowing, Swimming. R/M: City Harmony, Kraken I, Mindreach.

Stromburg 25000: Despite an excellent harbour, as Ymburig, the town was very minor in the Dawn Age and once Drakenberg became settled by humans Ymburig became dragonised as Amphipolis by the middle of the Dawn Age and it retained this name when conquered by Clovis I in 31 MA.
Clovis’ empire was split between his children and the empire went through several cycles of unification and separation with Amphipolis’ fortunes following those of Lothringia, which became the new name for the stretch of land from Godsport to Drakenberg, from its first independent ruler, Lothair I.

After a short period of independence Lothringia was united with The Mark for much of the Moon Age and the influence of Stormspeech led to the city being renamed as Stromburg, meaning the Electric City – a Typhonian word referring to lightning, of course, derived from Storm.

With the balkanisation of the The Mark from 135 TA Lothringia devolved into a mess of city states (Godsport and Stromburg), petty lordships and barbarians. Stromburg was not as quick as Godsport to exploit its new freedom, and also not quite as well placed to serve Sophia so for most of the Third Age it has been overshadowed by its neighbour.

However the Long Winter saw the trashing of Godsport by Great Trolls and many of the refugees wound up in Stromburg. It made good use of the opportunity to exploit Godsport’s misfortunes, even to the extent of paying Dwarves from Stannary to build a new road to Sophia.
But the recent fly in the ointment is Sun King Louis XIV who has decided that Lothringia should rejoin the Royaume du Soleil as La Marche. Godsport fell to him in 611 TA. His next objective is Stromburg. So far Stromburg has held out thanks to expensive mercenaries, principally from Stannary, and massive aid from Drakenberg, but as Louis ramps up his efforts Stromburg is making overtures to Sophia, and even the Trolllands. (In 615 Willem Hendrik marries Francesca Loredan of Venezia, when she becomes Doge in 617 together they dominate the seas.)
Stromburg is governed by a council of 12 burghers elected from 9 electoral guilds (as opposed to the wider range of professional guilds) in approximate order of influence: Mariners, Mercers, Madonnas (women, including prostitutes), Silversmiths (including Selenites), Masons (all Neibelung craftsmen), Apothecaries (including Brewers and Scribes), Healers, Cressers (Ducks) and Gamblers. They elect a Raadpensionaris for an indeterminate term. The current Raadpensionaris is Willem Hendrik, a mariner, who reversed the pacifist policies of his predecessor, Carol van Kans, and is valiantly fighting off the threats of Sun King Louis XIV.

Stromburg has a small grove dedicated to the Mahatman order. Outside the town is Spitzmaus, a school dedicated to educating the children of gentry in the Healing Arts.
Taur nu Lancnîdhen: an Elfwood in the Draconian Lowlands – the name means ‘Forest of the Honeycomb Cliffs’.

Thera 1555: a ring-shaped island formed from when the volcano on the larger island blew up in Godtime. The volcano is still active in the centre of the ring, which is the remains of the original caldera. Obviously Thera is dominated by Vulkan.

Toltirno 878: one of the Vestige islands; this island was anciently claimed by the Dragonqueen and the Obsidian City maintains a citadel on the island, matched by a newer tower manned by human soldiers. The name is Draconic, meaning ‘guard island’ or ‘watch island’ and guards the SW exit to the Murmering Straits and the approaches to Drakenberg.
Toulouse 35,000: founded as Tolos early in the Dawn Age, which was Helionicised to Toulouse after the Sunshine Rebellion. In 285 TA Rebord was caonquered by Venezia and Toulouse was renamed Parga. Rebord was liberated in 391 TA but Parga remained in Venezian hands until 496 TA when Sun King Henri II reclaimed the town and it has been Toulouse ever since. It remains the principal west coast port for the Royaume du Soleil.
Tours 42,000: founded as Volos early in the Dawn Age, it renamed itself Tours during the Sunshine rebellion. It is the foremost port for the Royaume du Soleil and the capital of the province of Rayon. It is also the location of Ramerdoyenne, a school dedicated to educating girls of Lightbringer nobility to become Hestia matrons.
Tricolor 11,000: founded as Trikala early in the Dawn Age, after the Sunshine rebellion the name was Helionicised to Tricolor. It is the principal town in western Rayon with a significant minority of Storm worshippers.

Vestige Islands 23378: a group of islands in the north and east Aegean. The group’s name refers to them being vestiges of the original plane destroyed by Poseidon or by the Dragon Tiamat at his request. Most of the islands are strongholds of Sun worship, held by the Duke des Îsles and featuring small monasteries of the Solarian order. The most important islands are Île de Sam (Id’S), Plectre (P) and Vignoble; see also separate entries for Chios, Lemnos, Lezbos, Samothcourse (Sc), Toltirno (TT)  and Seal Island.

Well of Time: In the Peloponnesus, 15 leagues north of Goldmine and approximately WSW of Heliopolis, there is a valley running NNW-SSE. Despite its proximity to civilisation the only inhabitants are barbarians who come and go, using the valley as a conduit between other places; they don’t stay long. On odd occasions in the past people of Matari, Lightbringer or even Storm persuasion have tried to settle; like the barbarians, they soon move on. Barbarians and settlers alike describe the valley as ‘haunted’, though none seem sure of the nature of the haunting. Nonetheless, travellers are warned not to enter alone and there are stories of travellers who enter and never return.

In the side of the valley there is a cleft leading east toward Heliopolis (and by-the-by past Chateau des Flambards, the home of the famous Humakti hero, Trollgobbiter le Confusé, which is not a coincidence). In the morning the mountains of Fauchet hide the sunrise from the valley floor but, through that cleft, the Sun’s first rays lance through to strike a particular spot on the west side of the ‘haunted’ valley.

On that spot there is an unusual rock formation just beneath the top of the timber-line, of igneous rock with mica inclusions, as any Dwarf will tell you, constituting a cliff 250’ long and 50’ high in the middle, tapering off to the north and south. The cliff is badly overgrown with shrubs, weeds and lichens but careful examination reveals that a slab of stone has apparently slipped from the top and slid down the face of the cliff. This is a slab of pure mica and, when the sun touches upon it in the morning, for a couple of minutes it gleams brightly. The gleam can just be seen, on a clear day, from the tower of Chateau des Flambards.

Unknown to all save a very few sages, even to most initiates of Chronos, this slab is the ‘door’ to the Well of Time, sometimes called by the more pretentious the ‘Font of Chronicity’. Those that are aware of either name also know that it was here that the ritual to start Time was held and it is from here that Time flows in to the World, or out from the World. It is well guarded, within and without, and travellers are advised not to linger and on no account to enter unless they are initiates of Chronos with direct permission to intrude.

The Well of Time is one of the Horrors of the World.

Anatolia
Anatolia is a rectangular territory 250 leagues East/West by 100 leagues North/South, tapering to under half this in the East.

It is bounded on the North by the Sea of Fortune; in the Northwest by the Drakenberg Straits and the Murmuring Sea, in the West by the Aegean Sea, on the South by the Great Middle Ocean and the Taurus Mountains and in the East by the Crocus Mountains.

The topography of Anatolia is unusual, most of the landmass being high plateau save for a narrow coastal strip which varies in width between a short bowshot and 25 leagues in the Draconian Lowlands, but more commonly between 2-5 leagues. The coastal areas may be divided into four distinct parts.

(1) North Coast: a relatively settled and civilised area with four major towns and rich soils due to alluvial runoff. A poor quality road runs the length of the coast from Drakenberg through Near Tradepost, Far Tradepost, Trebizond, Airport and on up to the North Coast of the Sea of Fortune. (See the Sea of Fortune)
(2) Draconian Lowlands: once settled, now largely wild. Rolling hills covered in grass plain returning to deciduous woodland. Soils are variable, usually good. (See the Aegean)
(3) Stannary Plain: two valleys and a flat promontory. Soils are fair in the valleys, poor elsewhere. (See the Aegean)
(4) South Coast: generally narrower with much poorer soils and water supply. The mountainous cliffs provide a severe barrier against access to the plateau.

Sages estimate the plateau comprises 95% of the land area: composed entirely of rolling plain, mainly grassland or scrub, and some isolated woodland. There are few barriers to travel on the plateau either North-South or East-West.
History Before Time: What is now known as Anatolia was part of an unbroken landmass reaching many hundreds of leagues east of Drakenberg to the Morean peninsula, west of Heliopolis; variously called the Fields of Play, the Gods Hunting Park, the Plain of Tears and many other legendary names. It was the site of several mythic battles and may have been where Zorak Zoran despatched Helios, (see Myers for refutation). This plain was in some way holy to the Death/Earth pantheons but was divided by the influx of the Aegean to form a western portion, the Morea, now dominated by the Lightbringers, thanks to Helios arising from Hell in this area, and an eastern portion, which which became Anatolia.
The Dawn Age: Anatolia gets its name from Anatole of Necropolis who led settlers into a wild land and founded an empire centred on the township known variously as Anatolepolis, Anatolburg, and Anatole City. These names are all translations of the Old Mannic ‘Anatoleburghis’. Founded ostensibly in year 58 of the Dawn Age as Ankuwas, when Khemite control of the plateau crumbled in the 2nd Century, Anatole I created an Azraeli kingdom that lasted over half a millennium, renaming the city after himself.

Over the next two centuries Anatoleburghis conquered neighbouring city states, eventually creating the Anatolian Empire 344 DA. The Empire had two main bête noires, the Trolls of Trabluz and the ‘Beggar Kings’ of Mutasawa, several of whom ruled Anatoleburghis for several brief intervals.

However the empire grew decadent and was eventually destroyed by an immense Chaos Horde from the Crocus Mountains (Crocus from the Old Mannic ‘Craw Khios’ meaning Chaos Crow). This horde destroyed the empire so quickly that few refugees escaped the destruction, though there is some evidence of chaos subversion. The horde reputedly threatened to overwhelm all of known civilisation at the time but was largely destroyed in the siege of Anatole City.

Of course, because there were no survivors little is known about this event but it seems that some spiritual force was summoned by opening a gate to Hell. Such few references as survive from that time report “quiet mounds of dead, besiegers and besieged alike”, and “Dead they were, without a mark to betray the manner of their passing, but all black and bloated”. Since then, the bones have been buried by time, but the ruins remain spiritually linked to Hell to this day and the tribal shamans avoid the place. So complete was the nature of the end of Anatole City and so profound the upheavals elsewhere at this time that we cannot be certain of the precise year in which it occurred, only that it was very late in the Dawn Age or early in the Moon Age.

The Moon Age: After the collapse of the Anatolian Empire, the land remained a wasteland with the occasional chaos-killing raid from Drakenberg. Barbarian tribes gradually entered and took up residence, commencing with the Tiger people who had always dwelt in the Taurus Mountains. The Sea of Fortune was mainly Chaos-ridden round its northern coast at this time and such trading as there was came overland via Drakenberg.

The Third Age: This period saw the resettlement of the Sea of Fortune, starting with the trading towns of the Anatolian north coast. Few headlines came out of Anatolia at this time, the limelight lying to the Chaos portion of the north shore of the Sea of Fortune. Toward the end of this period, nearing the present day, several unsettling trends were observed. First, for reasons yet undetermined, the settlements of the Draconian Lowlands went into decline.

Second, Chaos forces commenced raiding from the Crocus Mountains with ever increasing frequency and strength. The tribes were not to know but the raider’s tactics were dissimilar to such activities elsewhere. Instead of short, sharp raids, returning to a base deep within chaos-dominated territory, these ‘raids’ were determined and persistently headed westward, as if looking for a place to settle. One of these bands evidently reached the limits of the continent for in these last few decades the cliffs bordering the Draconian Lowlands became infested with Broo and other Chaos creatures, residing in the cave systems in the cliffs, called ‘The Honeycomb Curtain’.

Finally came the events of the Timestop and the Long Winter. Anatolia has little in the way of purple flora and so suffered badly from famine. The towns on the north coast survived on fishing and troll fungus farms. Stannary had grain stored in silos but the barbarians of the plateau starved and little effort could be spared to ease their plight. They are still under strength. Doubtless, the creatures of chaos suffered as much but these always recover more quickly. Since chaos infests the cliffs of the western lowlands, it cannot be doubted that it has formed enclaves in whatever cryptic environment it can find right across Anatolia. Since the return of Time, many reports have been received of Broo on the plains. The elfwoods apparently regard themselves in a state of perpetual siege and are frankly paranoid about Chaos infestation.
But Chaos has not had it all its own way. In 590 TA, after several raids on the depopulated villages of the Draconian Lowlands, a small force of heroes was sent to reconnoitre the Honeycomb Curtain and a growing Chaos marsh. Being heroes, they achieved the astonishing feet of rousing the Wallburn to flood. The immense power of the Wallburn washed all the Broo from the Honeycomb Curtain and scoured the chaos marsh to form Lake Thalassa, which now washes the foot of the Honeycomb Curtain.
However Chaos still remains a problem across the majority of the plateau.
The Labyrinthine Gate: The destruction of the empire at the hands of rampant Chaos hordes at the end of the Dawn Age left the north shore in a political vacuum. The final destruction of Anatole City wiped out the majority of the Chaos hordes involved. Sages dispute the details but it is believed that a gate was opened directly to Hell, allowing some terrible creature, spirit or force of death to emerge and wipe out all living things, including the remnants of the defenders, the much-reduced population of Anatole City, and every last one of the besiegers.
Today it is believed the Gate still exists. It is protected (or perhaps that should read the World is protected from the Gate) by a vast labyrinth perpetually guarded by a shaman whose fetch is the terrain spirit of the Labyrinth. Currently that shaman is a baboon of the Pharoah tribe. No one who has ever entered the Labyrinthine Gate has ever returned. It is counted one of the Horrors of the World. 
Pulchikudoor 2,800: purported to be the place where Anatole of Necropolis landed early in the Dawn Age and was known as Antalya at that time. There is a narrow and difficult pass leading up onto the plateau. Antalya flourished during the Dawn Age but suffered greatly in the horrors at the end of the Dawn Age. It was refounded in the Moon Age as Pulchikudoor. It is essentially a fishing village but in the last two centuries it became the principal logistics hub for the Stannary rail-road and is the point where the south coast rail-road meets the subterranean tunnel burrowed through from the Meander river valley, linking Antalya directly with Stannary. In the last few years it has also developed links with Purush Khuddum up on the plateau and is currently home to a fleet of privateers operating under letters of marque from the King of Purush Khuddum.
Purush Khuddum: Located on the southern shore of a lake in central Anatolia. The town of Purush Khuddum was originally a palace belonging to the Demon King of Anatolia. The original construction was of black stone which appears to be either fused together or moulded in a single piece – there is no mortar or even joins in the stonework, suggesting Dwarven construction. All that survives of the original edifice are the outer walls and a handful of buildings in what is now the town square. The remainder of the buildings in the city are of conventional, relatively modern construction in a combination of wood and stone.

The Demon King of Anatolia was defeated centuries ago and the palace fell into ruin until it was resettled some time ago. Until about 608 Purush Khuddum was ruled by a council of merchant princes from half a dozen families. Each family controls a section of the town and each has a country residence about half a day from the walls. Each residence has a small village associated with it. The town is a trading hub linking routes from Stannery and Copperhead with routes from the coast of the Sea of Fortune to the north and from Pulchikudoor to the south. The merchant families conduct trade along these routes as well as collecting taxes from the townspeople and the peasant villages around the town.
Purush Khuddum sits in the middle of barbarian lands, occupied by Bolo Lizard riders. The lizard riders are paid tribute by the town to keep the nearby trade routes safe and the roads in all directions are clearly marked with barbarian totems. Anyone who strays beyond the totem markers and off the roads onto the plains is considered fair game by the barbarians!

In around 608 a group of adventurers arrived in Purush Khuddum, led by a beaver called Ziggy who claimed to be the rightful King of Purush Khuddum (and, indeed, all Anatolia). These adventurers had come from Necropolis, bearing papers from the Vizier of the Pharaoh Seti I which granted Ziggy the kingship of Purush Khuddum under the Pharaoh’s suzerainty. It later transpired that these papers were worthless as the Vizier had issued them himself without proper authority. Nevertheless, several of these adventurers were named Beloved of Pharaoh and set about taking control of Purush Khuddum and establishing the dominance of the Azraeli pantheon. King Ziggy’s claim to the throne of Purush Khuddum was legitimised when it became apparent that he bore the royal regalia of Anatolia and he gained access to the King’s Tower which is part of the walls of Purush Khuddum and had until that point been inaccessible to the townsfolk as well as being considered to be haunted.

Very shortly after Ziggy and his companions arrived in Purush Khuddum the town was threatened by a chaos horde which had emerged from a nearby forest and attacked the town. This horde was actually under the ‘control’ of one of the merchant princes of Purush Khuddum who turned out to be a Mazdian. The horde and it’s Mazdian leader was defeated by the King and his companions with the able assistance of the townsfolk and various other allies and Ziggy was then universally acclaimed as the rightful ruler of Purush Khuddum.

Ziggy took up residence in the King’s Tower and appointed his friends to various Privy Council positions. Ziggy now rules the town as a benevolent dictator. The remaining merchant princes continue their day to day business and retain control of their sections of the town and their country estates; they continue to sit on the town council which is now presided over by the King or his representative. The King took over control of the holdings of the Mazdian, both in the town and the country seat (now called Kingston). Under the new monarch there has been an influx of settlers to the area and new villages have been established which owe their fealty and taxes to the King.

The King also maintains excellent relations with the local Bolo Lizard riders and has permission to travel across the plains, though this only applies to the King and his companions of the moment. The King ensures that all other travellers maintain the previous agreement to stick to the marked roads and not stray onto the plains. The King is known to travel in a chariot drawn by two bolo lizards which were gifted to him by the tribesmen.

The state religion is Azrael. Most of the King’s officers are in the Death pantheon and the King’s representative in council is a Placator priest, Father Ambrose (he also administers the King’s quarter of the city). The townsfolk worship a variety of cults, the merchant princes are generally Mercers and the majority of the peasantry are Matari, naturally. Many of the new villages which have recently been established are ruled over by Typhonians who hold their position under the direct authority of the King (who, being a beaver, naturally worships Sawtooth).

Chaos is outlawed throughout the town and its environs. A group of non-chaotic trollkin who were used by the chaos horde as slaves were rescued by the king after the siege of Purush Khuddum and have since joined Azrael and live in a compound outside the city limits under the watchful eye of a Deathbringer priest, Father Latimer. Some of these trollkin have been recruited by the King into a border patrol force whose job is to monitor travellers within Purush Khuddum’s sphere of influence and spot chaots. Each patrol has someone with Detect Chaos and they will report any sightings to the authorities.

Selene is also a banned cult under Purush Khuddum law – any Selenite travellers are forbidden from entering the city and made to camp outside. This assumes that they are not chaotic of course – any that are found to be chaots will be executed. Finally, local law prevails, which is Azraeli in origin, and Rhadamanthites are encouraged not to visit the city. They are not strictly speaking banned but any attempt to enforce Rhadamanthite law within the city limits will be very harshly viewed by the authorities.

There are two volcanoes in the vicinity of the town; neither had erupted in decades but one, Mt Montana, has recently threatened to blow its top. The other is called Mt Adad.
Purush Khuddum had developed links to Pulchikudoor on the coast to the south, which serves as Purush Kuddum’s port and is actually the base for a fairly large pirate fleet which currently operates as a fleet of privateers under the auspices of the King of Purush Kuddum (PK for short).

The Plateau: a wild land dominated by primitive tribesmen. The tribes represented are mainly mounted: Quagga and Sable riders dominate with single clans of horsemen and Rooriders. The predominant foot tribe is the Tiger people with some Wolf and Bear totem worshippers. The foot barbarians foray out from winter bases in the Taurus Mountains. Population estimates are vague but cannot be more than 12,000 total. Other races are represented; Elf woods are small and isolated but include all normal Faeriekin races including Minotaur, Centaur and Satyr. The Faeriekin themselves tend to be Dark or Thorn elves. All seem under-strength and are clearly still recovering from the Long Winter. Beavers are commoner than might be expected. Trolls are forming semi-permanent settlements in the far northeast, centred on Trebizond on the coast. A handful of sightings of Dragonewts are reported in the Southeast (being associated with an aspiritual roadway through a ravine some 5 leagues long). Living is subsistence for everyone. All outside contact is via merchant caravans from the north coast towns. Important religions are the relevant tribal cults plus Azrael and Typhon. Faerie dominates the elfwoods with the usual Faerie associates.

Obviously, the barbarian lifestyle supports at most one tenth of the population possible under civilised agriculture but the current situation is very different from that in the past.

South Coast: virtually uninhabited, being ravaged every decade or so by land wars between Stannary and Copperhead. It is an unproductive area. Access to the plateau is poor. Those people who do live on the coastline are mainly fishermen and divers.

Copperhead also expanded along the southern coast of Anatolia, the Dwarves building an extraordinary salamander-powered rail-road along the coast for 300 miles. During the Dawn Age this was a settled and prosperous land. This coastal strip is very isolated from the central plateau and it is very difficult indeed to climb the scarp. For this reason the collapse of Anatolia at the end of the Dawn Age did not affect the southern coast directly. However, with the destruction of civilisation in the hinterland, Stannary’s ready markets vanished practically overnight. While Stannary contrived to encourage exports by sea it has also caused the Tin Dwarves to turn a jealous eye towards the southern coast, where many of the inhabitants are Piscator fisherman who initially actively encouraged Stannary. The result has been intermittent war between Copperhead and Stannary for almost 1200 years, including most of the last two centuries. Both cities now move huge bombards along the ancient rail tracks with which to shell each other’s positions and this once prosperous land is sadly depleted.

However two years ago Stannary and Copperhead signed a truce. Of course truces have been signed before and seldom last long but for the moment the area is safer for travellers than it has been for almost a century.

No longer tied to the demands of logistics and the deployment of bombards, the rail-road is now being offered by the Dwarves of both cities as a novel means of transport. Passengers are required to alight close to the frontier established by the truce and cover the intervening ten to twelve miles but that portion by covered rail-road wagon is comfortable and spectacular, with views up the cliffs to the plateau and glimpses of rail-bombards in sidings.
Bezirk and Tolosa
Azraelites from Carthage brought civilisation in to the area early in the Dawn Age and the littoral remained largely Azraelite until the end of the Dawn Age. However there was always a significant Storm element in the population which steadily grew with the rise of Chaos throughout the Dawn Age.

By the middle of the Dawn Age the area was dominated by the independent kingdoms of Bezirk, straddling the River Slimestreet, and Tolosa to the west. Bezirk’s name is simply the word for ‘region’ in Stormspeech but it is also a play on words in reference to ‘berserker’. (Though some sages of Word Lore claim the original ‘berserkers’ were simply warriors from Besirk.) Although the state was nominally Azraelite, the name is indicative of the influence of Storm cults from the first.

Bezirk also laid claim to the Traps, a plateau formed by the Plinian eruption of Mount Cantal in Godtime. Tolosa won control of the coast around Narbon but Carthage managed to maintain its grip on the littoral elsewhere.

Both kingdoms had no landscape feature offering a formal barrier against the Chaos Zones and the steady rise of Chaos throughout the Dawn Age provoked a reciprocal interest in Storm worship, the cults of Storm being recognised as having the weapons to fight Chaos.

The end of the Dawn Age saw massive influx of Chaos hordes that swept away Tolosa and Bezirk. The last king, Sigurd III, supposedly died of massive Chaos-slime poisoning after being cursed by a Dragon (see the legend of Fafnir).

On Sigurd’s death Bezirk collapsed to a thin coastal strip. The coastal cities cried for help, first to Carthage, but word went out across the Great Middle Ocean and by the beginning of the Moon Age crusaders arrived to carry the fight to Chaos.

The crusaders are typically thought of as being overwhelmingly Storm cultists but in fact there were all sorts, including Lightbringers (though mostly the Lightbringers focused their attentions on the Moon River area). Poseidon was also highly active and this is reflected in the ethos of Tritonople and Nikaia.

It took centuries but the crusades won back most of the territory lost to Chaos. The refounded kingdom of Bezirk retook the valley of the Slimestreet up to what is now Lyon; the Kingdom of Tolosa was re-established by the middle of the Moon Age. Both states experienced severe ravages by Cave Trolls from the Traps but with Troll crusaders the Traps were cleared of Chaos and this is now the Troll state of Lovushki, though humans almost all use the Mannic term ‘the Traps’ for the state as well as the land it occupies.

Bezirk and Tolosa have been united under a single monarch on many occations: 197-213 and 358-479 Dawn Age; 408-418, 438-461 and 466-473 Moon Age; 217-253, 280-289 and 291-364 Third Age, but mostly the two realms have been separate, sometimes allied, but just as often at each other’s throats. Currently, Bezirk is strong but Tolosa has suffered from a series of weak monarchs.

Arlet 8400: the town was founded soon after Massalia (modern Windhaven) by Azraelites seeking to establish a base from which to explore the Rhodanot river. As settlers moved upstream Arlet became an important commercial centre serving what was to become the Kingdom of Bezirk. However Arlet never slipped from the control of Carthage and remained independent of whichever capital the King of Bezirk governed from.

When at the end of the Dawn Age Chaos hordes swept down the Rhodanot, Bezirk was swept away and Arlet again became a frontier town, surviving two major sieges and suffering Chaos infestation of the salt marshes between Arlet and the coast.

But Arlet did survive and served as the main port of entry for Storm crusaders intent on beating back Chaos. The Rhodanot gained its modern name of Slimestreet (Schleimstrasse in Stormspeech) early in the Moon Age. Despite the huge influx of Wind cultists, Arlet remained an appanage of Carthage throughout the Moon Age until Carthage’s sacking in 592 MA.

Although independent throughout the Third Age, Arlet remains a centre for Death worship in the area and the Humakti temple is consider an architectural marvel, many Humaktis serving as officers to Stormtrooper regiments even today.

Arlet’s economy is threefold: its principal income is derived from imports and exports up the Schleimstrasse; it also has a significant tourism industry for crusaders intent on fighting Chaos and finally it harvests unusual fauna and flora from the marshes to the south and some tourists come to hunt Chaos in the marshes. The town is ruled by a Governor who used to be appointed from Carthage but in the Third Age is elected by Arlet’s citizens every seven years. The current Governor is Tobit Ben-Tobit.

Arlet is a popular locale for monastic orders with the Anatines, Cyriacs and Luxorians all maintaining daughter priories for one reason or another. Arlet Grange is a small foundation of Voidic monks under Helga von der Tarn.
Atem 4400: began life as a border fort, the first outpost from Arlet and founded very soon after. The name means ‘breath’ in Stormspeech and shows how early the Wind cults were influential in the area. From the first there was friction between Atem and the Azraelites of the coast and after less than a century the town declared its independence; this act saw the birth of what was to become the kingdom of Bezirk. Despite early attempts to cow the fledgling state, Bezirk steadily grew in power and Atem grew with it. Then in the mid-Dawn Age King Claus von Atem moved his capital to Valence. (This is the same Claus who murdered his brother and married his brother’s queen, Gertrud, only to be himself murdered in vengeance by his nephew, Amleth, as immortalised by Lanza Agitar.)
The trouble with the Storm cults is the paucity of written records so we know little of the history of the state save that it was swept away by Chaos hordes at the end of the Dawn Age. Lyon and Valence were quickly overwhelmed but Atem held out for a few years until it too fell.

Atem was the first city to be refounded by the Storm crusades and at least some of the peasantry seem to have survived the reign of Chaos. Then the Kingdom of Bezirk was restored under Harald Hardnut, the first of the Hexenhammer dynasty. (The dynastic name comes from Harald’s defeat of a powerful Klutie coven that held the peasantry in thrall until his onslaught broke on them like a Storm.)
Atem remains Bezirk’s link with Arlet and the coast, although it has never regained its importance since the Dawn Age. Its current ruler is Count Osbert von Atem – despite the name, no relation to the Dawn Age kings. The Albertensian order has a priory outside the town.
Bluecoat Wood ?: A large Elf Wood running east-west, parallel to the coast just north of Windhaven and Tritonople. The Bluecoat Wood is nothing to do with the colour or with clothing, it is a mannicisation into Stormspeech, Blaumantel Wald, of the Elvish name, Taur o Blaudmantele, which means ‘Forest of the Proud Elven Spirit’, which seems to have some mystical origin dating back to Godtime.
Camberiac 4000: the original founding was called Lemencum and was strongly influenced by Storm worship from the first. Unfortunately records are non-existent and all that is known is that it was part of the kingdom of Bezirk and was destroyed at the end of the Dawn Age.

It was refounded with the new name of Camberiac comparatively late in the Moon Age by crusaders pushing up the Slimestreet. Positioned close to the northern borders of Bezirk, Camberiac forms with Lyon and Genf the main bastion against Chaos incursion from the north. It features a formidable fortress and is home to Bezirk’s Jaeger battalion of Stormtroopers. The Rastafarians maintain a priory in the town.

Camberiac also has a thriving brewery and exports beer in moderately large quantities. It is a centre of worship for the wind-god Argestes, whose cult is associated to Zorak Zoran and is a point of liaison for Troll worship in the eastern hills. The current ruler is Count Manfred von Hugel.
Cantal 1500: a volcano whose super-plinian eruption in Godtime created the Traps and incidentally wiped out the original Vulkan population. It was re-colonised in the Dawn Age as an outlying county of the kingdom of Bezirk. When the Traps fell to Chaos and the horrors of Cave Trolls, all contact with Cantal was lost but the isolated colony held out against Lowbrow Crazynerk, Skanthus and other abominations thanks to the awesome trump of the Volcano itself.

Contact was re-established by Storm/Troll crusaders in the late Moon Age. The Trolls tried to eradicate Cantal but the Stormtroopers refused to help and a minor eruption shattered two Zorak Zoran gangs and demoralised the rest of the Troll army. In fact it very nearly undid the crusade itself but an Iris priestess brokered a truce and the Trolls permitted the Volcano worshippers to persist, with little grace. Since then there have been several attempts to clear Cantal of the Vulkans but all have ended in fiery failure.

The current ruler is Count Brandt von Zünden. Although once part of Bezirk, Cantal has long been recognised as entirely independent of Bezirk, Tolosa or the Trollish government of The Traps. Completely surrounded by Trolls, Argan Argar merchants maintain contact between Cantal and human Mercers from Bezirk. Due to the near total isolation of the volcano from outside contact for so many centuries, the most locals speak Volcanic and no other languages.
Carsac 7200: founded by settlers moving west from Nedhenna, the town from the first had a high proportion of Storm worshippers. It became part of the Kingdom of Tolosa by the mid-Dawn Age. When the Chaos hordes overwhelmed Tolosa, Carsac fell shortly after but only after an heroic defence that songs of legend still speak of. It is said that three separate heroes of Typhon, Valkyrie and Thunor gave their lives via Divine Interventions, including a Wrath of the Storm, which broke the back of the Chaos horde. Carsac fell but their sacrifice saved Nedhenna and made the crusades of the Moon Age possible.

Carsac was refounded by Stormtroopers led by survivors of that siege. For two centuries Carsac was the frontier with Chaos and crusaders, the majority Storm cultists, poured through in the never-ending battle to push back the frontier of Chaos. With the Aunamendiak mountains to the south forming a safe flank and the Traps to the north a less reliable protection (war with the Trolls happens regularly whenever Chaos is quiet), Carsac’s situation has always been more stable than the vale of the Slimestreet.

Today Carsac is a part of the Kingdom of Tolosa, ruled by Countess Wilhelmina von Orkan. It exports wine and other agricultural produce but also receives considerable income from tourist crusaders of all faiths who come to experience the slimy reality of the war on Chaos.

Fuchs 4000: built around a strong Typhonian fortress in the foothills of the Aunamendiaks, Fuchs was founded in the early Dawn Age. Theoretically subject to Carthage, Fuchs rebelled early and was effectively independent for most of the Dawn Age, even from Tolosa. It also fell to the Chaos incursions that destroyed Tolosa, though only after a long and bitter siege. Several survivors made it through the mountains to Urgell. With the arrival of Storm crusaders early in the Moon Age, Fuchs was retaken and formed the main base of operations for the crusade until the formal refounding of Tolosa. In recognition for this service, the Counts of Fuchs are still recognised as autonomous from Tolosa. The current ruler is Count Stefan von Fuchs.
Fuchs is unusual among the cities of the NW littoral in possessing a city militia cult, also called Fuchs. This cult enforces the law in Fuchs and Urgell (the latter due to survivors from Fuchs seeking refuge there in the Dawn Age). Fuchs (pronounced ‘fookhs’) was a hero from the 1st Age from the town of the same name. Fuchs attracts many were-foxes. The cult serves a law-enforcement function in Fuchs and Urgell but are occasionally called to track criminals all over Tolosa and Bezirk and in recent centuries the cult has become the law enforcement cult for a large part of Iberia.

Runes: Storm, Man, Beast, Truth
Holy Days: Windsday of Truthweek, that in Stormseason is High Holy Day
Weapons – free: Bite

half-price: 1-H Spear, Medium Shield, Comp Bow

Skills – free: Fox Speech (allows user to talk to foxes)

Skills – half-price: Listen, Spot Hidden, Storm Law and Track-by-Scent [other skills at normal cost if available – Oratory, Tracking, Spot Trap and First Aid always available – obviously lockpicking and pickpocket are forbidden]

Cult B/M: Demoralise, Farsee, Ironhand and Speedart with Farsee and Ironhand II taught for free (other spells at normal cost if known by the priest)

Requirements for initiate: 1 year as layman, 50% Tracking or Track-by-Scent – test of Storm Law + Int x 5% + Cha x 5%)/3 [werefox automatic but no Chaots accepted at all]

Requirements for R/L: 2 years as initiate, 15+ Pow, 90% in cult wpn A/P and any other 4 skills listed above [Bite and Comp Bow may be considered together as a 2nd wpn but the applicant must have at least 1 fully functioning parry – OTOH Bite + Shield Parry is perfectly acceptable as a main wpn] – test of Storm Law as a straight percentage – werefoxes get a +10% bonus.

Requirements for R/P: 3 years as initiate, 18+ Pow, 75% Storm Law – test of Storm Law as a straight percentage (no bonuses for werefoxes, I'm afraid).
R/M: Detect Lie, Tongues, Totem Shape Change (Fox) and Windwords [+Divination, Small Sylph, Spell Teaching and Divint – but latter only within the walls of Fuchs and Urgell – this may expand if Fuchs is successful outside these towns] – associates: Circius – gives Windrush and Garbi – gives Change Weather.
Genevra Woods ?: The local Elf Woods are entirely lawful and on exceedingly good terms with Genf, though the Elvish name is Ennor Rhynaelin – ‘Land Between the Lakes’.

Genf 3800: the last of the Bezirk cities to be founded, the town was named Genevra after its Dawn Age founder, a Valkyrie heroine, and has always been a centre for the worship of Valkyrie. It held out against the Chaos incursions despite being entirely cut off from the littoral mainly thanks to the airlift capability of the Valkyries. Even today its position so far north would be untenable were it not for the barriers of Lake Genevra and the river and the massed Valkyrie sky-cavalry.

Today the city’s name has been corrupted to Genf but Valkyrie still dominates the town, which is governed by the high priestess of the Valkyrie temple, dedicated to the memory of Genevra. The current high priestess is Mathilda von Himmelfahrer.

Another lasting memorial is the cult of Genevra, which serves as a vehicle for men wishing to worship Valkyrie, which they may not do directly. The runes are identical to Valkyrie: Storm, Mobility and Spirit, as are the skills and spells taught and most of the restrictions. The runemagic is limited to Free Ghost, Spirit Shield and Windwrestle. The cult is entirely subservient to Valkyrie but gain Ride of the Valkyries as an associate spell at priest level. The cult can be found in any enclave of Storm worship but is rare save in Genf, where Valkyrie is particularly revered.
Glibberwald ?: The largest known Chaos Wood in the World, just west of Tolosa. It is known to the Elves as Lystaur but it is home to a huge variety of chaotic races and creatures, including Wyrgecowe. There is a heavily fortified priory of the Voidic order on the edge of the forest.
Graunoble 7500: founded as Cularo in the Dawn Age, the town was initially a purely Azraelite foundation serving as an administrative centre for the eastern side of the Rhodanot valley. But the position of the town in foothills of the mountains made it a natural focus for Storm worship and by the time Klaus von Atem moved his capital to Valence, Cularo was a Storm dominated city. However that did not make it subservient to Valence and two wars were fought to finally incorporate it in to the kingdom.
However, Cularo was destroyed along with the rest of Bezirk at the end of the Dawn Age and does not seem to have resisted well. It was of course reclaimed during the Moon Age and renamed after the leader of the forces that retook it, Wolfram der Graunobel, whose family still rule the town, the current ruler being Count Parsifal der Graunobel.

The refounded city of Graunoble is built around a strong citadel. The town has an enclave of Quicksilver Dwarves and is a centre of manufacture of metalware of all kinds, especially weapons and armour.

Lyon 1500: originally established mid-Dawn Age as a frontier fort called Ferver Hill, which quickly became dominated by Storm worshippers, drawn to the prospect of fighting Chaos. Despite desperate fighting for almost two centuries, Ferver Hill protected the hinterland to the south well enough that the inhabitants of Bezirk, particularly its rulers, remained largely ignorant of the Chaos threat until finally a massive horde of Scorpion Men, Morokanthi and Broo swept away the fort and its defenders and poured south.

The state of Bezirk ceased to be but the Storm Crusaders of the Moon Age refounded the state and over several centuries (once crusading Trolls had cleared the Traps of Cave Trolls) pushed the Chaos Zone back to something approaching its previous position. Ferver Hill was refounded as Lyon by Rikard der Löwenherz in the late-Moon Age. The Third Age has seen Lyon besieged by Chaos several times but it has never been taken since. The citizens have a frontier-town mentality and Chaos is anathema in all forms. The surrounding countryside is heavily castellated and the border to the north fluctuates cyclically over decades. The current ruler is Count Heinrich der Löwenherz.

Mirat 1200: a fortress founded by Storm worshippers in the Dawn Age. It managed to survive the Chaos incursions at the end of the Dawn Age and maintained tenuous contact with Urgell via mountain passes and aerial flights by Valkyries. Today it is semi-independent from Tolosa, ruled by Count Bernard von Mirat.
In 452 TA a young girl experienced a vision of the Windlord Zephyr and since then the town has become a focus for his worship; pilgrims (most, but not all, Storm worshippers) travel from far and wide to pray for healing at his temple.

Narbon 14000: founded as Nedhenna by Azraelites from Carthage in the early Dawn Age. It was briefly capital of a province before the Kingdom of Tolosa rose to the west and subsumed all territory south of the Traps down to the coast. Then at the end of the Dawn Age Chaos hordes overwhelmed Tolosa but Nedhenna managed to hold out and, with Windhaven, screamed for help. The resulting crusade brought Stormtroopers from all over the Great Middle Ocean. The town’s name changed to modern Narbon and slowly the frontier with Chaos has been pushed back.
Protected by the re-established Kingdom of Tolosa to the west and the Traps to the north, Narbon sees Chaos only very occasionally, just enough to maintain paranoia against Chaos within the city. Narbon’s most famous export is rosemary flower honey. The Bridgetine and Norbertine orders both maintain daughter priories in Narbon. The current ruler is Duke Otho von Narbon.

Nikaia 10400: founded by settlers from Heliopolis and Drakenberg 720 NC (158 Moon Age), Nikaia was part of an overt attempt to challenge Carthaginian domination of the western ocean. Carthage some decades before had tried to subjugate the fledgling Lightbringer state of Heliopolis but had been repulsed by an alliance of Heliopolis, Duckpoint, Godsport and ultimately even Drakenberg. Heliopolis, Godsport and Drakenberg then elected to return the favour. Ultimately they were unable to break Carthage’s grip on the western ocean but nonetheless several Lightbringer colonies were established, one of which was Nikaia.
For some time after its founding, Nikaia experienced almost perpetual war, directly from Carthage and indirectly from Azraelite and Storm cults to the west. In those brief moments of peace, Nikaia’s typical response was to wage futile war on Odindom to the east.

Only in the Third Age did Nikaia at last find some peace. It exports citrus fruits, olives and wines. It is an archetypal Lightbringer city in microcosm. The town hosts a priory of the Solarian Order, as might be expected of a Lightbringer town. The Anatines have a priory in Nikaia. The Mahatmans have also been preaching in the town for many years, so long that they actually have a formal priory, though it is not referred to as such by the monks themselves. The current ruler is Duc Aubert l’Éclat.

Odindom 4800: a quite unique city; it is unclear exactly when Odindom was founded. The first clear reports were penned by sages writing in the newly founded Nikaia in the early-middle Moon Age but there were legends of such a place (usually called Monoikos) before Nikaia’s founding.

‘Odindom’ means ‘One House’ or ‘Single House’ in Trollish and it has been ruled by the same family of Mistresses who (as do all Mistresses) claim descent from Stygia herself. The current ruler is Knyazhna Anushka Tamarova Nochova.

Roughly a third of the population are Trolls but the rest are humans with a small enclave of Lead Dwarves. However, what is truly unique about the city is that it is dominated almost entirely by Darkness cults. Some of the humans are card-carrying (literally) worshippers of Troll cults but most worship the Darkness Wind cults: Argestes, Gregale, Leste, Levanter, Ponente, Stratus and Tramontane. But cults that elsewhere form the dregs of society are in Odindom tolerated and even legalised in to guilds. There is a Thieves Guild who worship the thief god both by his human name of Jack of Shadows and in his Trollish name, Tenzhak-Vor. However there is also an Assassin’s Guild who openly worship Ma Fear. Not only that, in Odindom Ma Fear is a cult of nobility, a state not found even in Freiburg. The Knyazhna includes her personal assassin in her retinue, usually a human but sometimes one of her daughters, though rarely a Mistress.

The Rastafarian Priory is a jewel of Trollish architecture and should be seen by all visitors.

It is believed that once Thanatar was also present but the Knyazhnas refused to tolerate Thanatari meddling in their affairs and the cult was outlawed. Cynics have observed that the recent appearance of Pravda has taken over the intelligence gathering role of Thanatar and Badhbh-Catha the spiritual role, rendering Thanatar obsolescent during the Third Age.

Of course the presence of such a state is anathema to the Lightbringer city of Nikaia to the west and Phoenician Eagleport further away to the east but all military efforts have proven in vain against the formidable natural defences of the town. Even the one attempt at seaborn assault into the small harbour ended in disaster when strange sea monsters attacked the ships – Darkness cults of the Oceanic pantheon with whom apparently the Knyazhna has some understanding.

Odindom is not as isolated as once it was and accepts peaceful trade by sea and such trade as comes along the coast but the harbour takes only small vessels and the coastal route is unsuitable for wheeled vehicles, only pack-mules and insect-kine. Typically Mercers meet at agreed points with Argan Argar merchants. The native tongue is Trollish and the common script is Darkik.
Tolosa 4200: founded straddling the River Durchbruch mid-Dawn Age by settlers from Narbon and Carsac, Tolosa became the capital of a wealthy kingdom of the same name, stretching from the coast the full length of the Aunamendiak mountains. Initially Azraelite, after a century or so the appearance of Chaos in increasing numbers and ferocity encouraged the rise of elementalism, particularly of Storm cults, which presented themselves as an anti-Chaos weapon.

However the close of the Dawn Age saw the kingdom of Tolosa overwhelmed by a huge Chaos horde sweeping down from the north. Unlike Iberia, Moonguard and, to a much lesser extent, the Levant, Chaos in Bezirk and Tolosa did not form conurbations and remained wild and untamed. In effect, the Chaos frontier shifted a hundred miles closer to the coast, inducing feelings of panic in the littoral.

The catastrophe caused the cities of the littoral to call for crusaders across the Great Middle Ocean. With the Lightbringers focused on the Wraithe heresies of the Moon River valley, and with Storm worship already established in Bezirk and Tolosa, the presence of Chaos drew Storm worshippers from all over the Great Middle Ocean. These crusaders began the reconquest of the Kingdom of Tolosa back from Chaos by the start of the Moon Age but it took two centuries for them to reclaim Tolosa itself. The city was rebuilt on a new site a little further north; the ruins of the original city can still be seen from the walls of the new.
Tolosa has never regained the stature of the original foundation and has the air of a frontier town. It has been besieged by Chaos hordes many times and even taken twice but always relieved or retaken soon after.

Today the kingdom of Tolosa is much smaller than in the Dawn Age, the River Durchbruch forming a partial border with the Chaos zone to the west. The Aunamendiak mountains form the southern border. The northern border is a debatable area covered in a network of castles of petty lordships that appear with the rise of some new hero only to vanish a couple of generations later. At any time, around a fifth of these castles will be in disrepair. The current King of Tolosa is Theodoric II of the House of Args.

Interestingly, the Durchbruch arises in the Aunamendiaks to the south but soon plunges underground to emerge some miles further on. The name means ‘breakthrough’ in Stormspeech. There is said to be a secret race of darkness-worshipping Newtlings inhabiting the river’s subterranean passage.
The Traps ?: a plateau of volcanic lava flows created by a plinian eruption in Godtime. During the Dawn Age, the forces of civilisation established a precarious existence on the plateau, and the cult of Vulkan made a steadfast on the slopes of Cantal, the volcano responsible for the Traps. This wild and unproductive area became infested with Chaotic Cave Trolls and the area became feared for its raids from Lowbrow worshippers. Contact was lost with Cantal.

During the crusades of the early Moon Age, Stormtroopers fought the Cave Trolls but little headway was made until aid was sought from the Trolllands. The resulting Troll-Storm alliance cleared the Traps and ever since the area has been mainstream Trollish.

However the ruling Sovyet has three long-running thorns in its side. Firstly, Chaos is ever present and the lawful Troll cults have to maintain unceasing vigilance against the re-emergence of Lowbrow both with insurgent Cave Trolls from the Chaos Zone and among native Trollkin and Dark Trolls. Secondly, relations with the human states to the south and east are stormy. Thirdly, Cantal stands in the centre of the traps and has successfully fought off attacks from Chaos and Trolls. The threat of an eruption raining fire and death is ever-present.

As ever with Trollish culture, despite the official hatred of Chaos, Argan-Argar merchants trade with Chaots on the northern borders and their illicit observations wind up as unofficial intelligence reports to the Troll-Queen. The current ruler of the Traps is Koroleva Natalka Katerinova Nochova, a Stygian Tsarevna. In Trollish the state is called Lovushki but this name is rarely used by non-Trolls. There is no formal capital, instead the organs of state follow the Koroleva as she moves, as does the Rastafarian Priory. Ironically, the Traps derives from the Trollish word for troll ‘Trab’ but the corrupted version ‘traps’ has now become the standard loremaster term for this type of terrain.
Tritonople 5000: a town founded late in the Moon Age by Poseidon worshippers seeking a secure harbour free from interference from Carthage or the Stormy politics of the hinterlands. From the first it was dominated by subcults of Poseidon but, overshadowed as it is by Windhaven and Arlet to the west, it has made its name as a principal place to hire Tritonian marines. Its only rival in this regard is Venezia but Venezia uses its marines principally for its own military purposes while Tritonople’s mercenaries are available for hire to all. Tritonople’s secure harbour and strong military tradition has enabled it to remain independent throughout the Third Age. The current ruler is Colonel Gunilla Warkraft.

Unwelcome Wood ?: An Elf Wood suspected of harbouring Banurilis by the inhabitants of nearby Lyon. Whether this is true or not is difficult to confirm due to the hostility to outsiders. The Elvish name, Eryn Alnatha, is believed to be a direct translation of the name in Stormspeech, Unwilkommen Wald.

Urgell 3600: a Storm fortress established in the mid-Dawn Age deep in a mountain fastness within the Aunamendiaks. Isolated in a phenomenal defensive position, Urgell has always been entirely independent both from Azraelite and Tolosan influence. It survived the Chaos incursions of the end of the Dawn Age and welcomed refugees from Fuchs, who brought the militia cult of the same name, still present today. For several centuries Urgell and Mirat maintained a distant alliance via secret passes through the mountains and aerial communications by Valkyries.
Today Urgell is ruled by Count Lothar von Urgell. The state is impoverished and is barely able to support its population by agriculture. However some extra income is provided by the export of natural resources, including pine timber and the produce of mining to the Dwarves of Cinnabar. The cult of Fuchs provides the police force.
Valence 15000: Valence was founded in the mid-Dawn Age, by settlers from the coast. Ostensibly an Azraelite foundation, from the first it had a strong Storm elemental streak in its culture. After a couple of centuries as more-or-less a frontier town, late in the Dawn Age Valence was made the capital of Bezirk by King Klaus von Atem and this move, distancing the King from the Carthaginian dominated coast, served to enhance Bezirk’s stormy roots.

But later in the Dawn Age, several hordes combined and swept down the Rhodanot (modern Slimestreet), eradicating the kingdom of Bezirk in the space of a few short weeks. The Storm elements of the kingdom appear to have died fighting a desperate rearguard action, most of the Azraelite nobility (with the exception of Humaktis, of course) fled to the coast. The peasantry were overwhelmed; some died fighting, some fled, a few embraced Chaos but many ended their days as Morokanthi slaves.

The Storm Crusades got off to a slow start but by the mid-Moon Age the frontier was again north of Valence and a new King refounded the kingdom of Bezirk anew with its capital at Valence but the first century was very shaky until the Trollish state of The Traps cleared the last Cave Trolls from the eastern hills.

As the capital of Bezirk, the Royal government in Valence is obsessed with endemic Chaos within the population. Much of the peasantry lived through several centuries of Chaos thraldom and enclaves are found often enough to maintain paranoia. There is a Royal official called the Glibberschnuffler, devoted to hounding out Chaos within the borders of Bezirk (as opposed to policing the Chaos marches); the current holder of this post is Wotan der Reichenauer. The current King of Bezirk is Maximilian von Altenberg.

Windhaven 30000: founded by Azraelites from Carthage early in the Dawn Age and named Massalia, Windhaven was the capital of the Carthaginian Empire’s northern province. It was from Massalia that Carthage attempted to maintain control over the breakaway kingdoms of Bezirk and Tolosa, with limited success, but as the foremost port on that shore it benefited from the huge volume of trade in both directions.

However, the destruction of Tolosa and Bezirk (especially the latter) at the hands of Chaos hordes at the end of the Dawn Age saw an end to the easy money of the middle Dawn Age. Massalia’s role changed in the Moon Age and it became the port of entry for incoming Storm crusaders, intent on driving back Chaos. The influx of Storm worshippers brought civil unrest within the town and, with Carthage distracted by its endless wars over Sarda, Volcania and Corse, Massalia frequently rebelled and spent several periods outside Carthaginian influence, only to return when Carthage turned its attention back to the city.

However, the sacking of Carthage in 592 MA finally released Massalia from Azraelite domination and the town renamed itself Windhavn early in the Third Age (in fact this renaming is often held to define the start of the Third Age), though the name is usually Lunaticised as Windhaven.

Windhaven, though eclipsed by Stormhaven to the west, has maintained independence from Bezirk and today is a republic governed by a senate composed of volatile mix of Storm, Earth and Poseidon cults.

The Norbertine Order maintains a daughter priory – in Storm dominated areas the monks are one of the few centres of written research and record. The Draconians have recently founded a priory to research local folk tales of Smog the Mighty, who is believed responsible for the occasional dense fogs that plague the region.
Booteia
Ravaged by the God-Wars, Booteia was civilised by Azraeli missionaries who founded a series of city-states up and down the peninsula. By the middle of the Dawn Age, southern Booteia was a province of the Carthaginian Empire, while northern Booteia formed a separate state, governed from Lartref, occasionally paying tribute to Carthage when the Carthaginian port of Stalia could offer leverage. The two areas were separated by the small Troll state of Umbra.

But the end of the Dawn Age brought insurrection from the elemental cults. Lartref was destroyed in a fury of fire and Chaos, to be refounded a century later as the Phoenician state of Karnak. Stalia shook off the Carthaginian yoke to become Eagleport, with an uneasy relationship with Phoenician Karnak.

To the south, the volcano Pliny obliterated Azraelite Pompe early in the Moon Age and signalled the end of Carthage’s 5th Province. The vulkanian triumvirate of Aetna (on Volcania), Fuoco and Pliny are still active on the peninsula now.

Lightbringers exiled from Carthage at the start of the Moon Age landed in Volcania, Kir, Sarda and the Booteian mainland, creating the city of Florence. Encouraged by their success, Heliopolis and Drakenberg pushed westward in 720 NC (158 Moon Age) to establish colonies at Syracuse and Nikaia. Carthage won the subsequent war and Heliopolis and Drakenberg withdrew but Syracuse and Nikaia remained, albeit paying tribute to Carthage, while the Lightbringer’s Poseidon pirate allies created the port of Rape, nicely placed to plunder seagoing trade by piracy.

Karnak slowly grew to dominate northern Booteia, fighting off attacks from the Trolllands. It has tried to extend its own influence by military means but each time has been forced to withdraw in the face of alliances between other cities.

South of Karnak, the fledgling Lightbringer city of Florence has burgeoned to become, with Venezia, a political counterweight to Karnak. It is also a cultural centre, unlike some Lightbringer states, known for the visual and written arts.

But early in the Moon Age the Trolllands grew belligerent in the face of what seemed provocation by the establishment of the Lightbringer state of Sunbury in place of Singidun and the Phoenician state of Karnak in place of Lartref. Karnak in particular induced the Trolls to ravage the mainland. When Tryst fell in 189 MA and other towns to the west of Venezia capitulated to Mistress Attila Mundzucova, Venezia remained a lone bastion, protected by her lagoon.

Although Karnak and Venezia stood firm, the hinterland between them remained in Troll hands for decades and the introduction of Troll fungiculture transformed the landscape. Even today the area is known for the variety and proliferation of fungi, though the land was returned to normal usage long ago.

The Trolls were finally driven back to the Trolllands in 211 MA by an alliance between Karnak, Carthage and the fledgling Florence under Caesarina Carola Magna Aquilae, who established Karnak as a major power in northern Booteia. However Carola was not content with securing the mainland but laid siege to Venezia itself in 248 MA. Venezia held out and was still independent when Carola died in 252 MA.

But the Trolls were not gone for long. In 289 MA the infamous Totila Badilova led her Troll armies out of Umbra, subjugating Rape and beating Florence in 291 MA. Florence called to Heliopolis and Sun King Pepin the Short sent military aid the following year but Totila continued her depredations and laid Centro-Mundi waste in 295 MA. Finally Heliopolis landed major forces via Venezia in 298 MA and Totila was finally defeated in 300 MA. Her daughter, Teia Totilova, attempted to hold her mother’s gains but with her death in 310 MA Umbra was reduced to its original borders.

However the aftermath of Totila’s wars induced Karnak, Florence, Venezia and Rape, along with many lesser towns to establish a council every decade at Centro-Mundi to resolve differences by diplomatic means. This council sits today (most recently in 611 TA) and includes Umbran representation.

Then in 349 MA it was the turn of the Storm cults with the Kingdom of Torin expanding under King Agilulf and then again unter Luitprand and Aistulf in the late 5th Century, but the Kingdom was conquered by an alliance between Florence and Karnak in 522 MA.

During the Third Age, the foremost question before the Council has been the unification of Booteia but this knotty problem continues to evade solution to this day. The peninsula was ravaged by the Great Purple Death Plague in 499 TA and of course suffered greatly during the Long Winter.
Booteia has few Elf woods: Tacco wood in the heel, Punta woods in the toe, the Black Forest north of Torin and Legno Chiaro south of Florence. Most of these are small and not at all outgoing so Faerie folk are rarely seen. Ducks are more common with thriving communities in Florence, Venezia and Karnak and a few in most other cities. Brix is a Dwarf town and a few Silver Dwarves can be found in Venezia plus the usual small numbers earning a living as itinerant tinkers.
Ancona 2,500: before the founding of Venezia, Ancona was the foremost port in what was then the Jadran Sea (now the Venezian Sea, of course). There was serious conflict between the two for a short period but Venezia quickly overcame its weaker neighbour and ever since Ancona has restricted itself to local coastal traffic.

The Azraelite port was taken over by Heliopolis during the campaigns against Mistress Attila Mundzucova from 198 MA but there was already a surprisingly cosmopolitan population. In 189 MA, the Selenite population of Tryst sailed for Ancona in the face of Mistress Attila’s siege and Ancona has had a significant Lunar minority ever since.

Surprisingly, Ancona was more or less ignored by Totila Badilova’s campaigns of 289-300 MA and it has maintained its independence pretty much unsullied ever since. Governance is by a mayor elected by the guilds ever five years. It exports fish and other local produce plus Trollish silks and spirits. The Albertensian order has a priory in the town.

Berg 3,000: founded late in the Dawn Age by settlers from Lartref, Berg from the first was an enclave of Storm worship. In the absence of written records Berg’s early history is largely conjecture but the town is believed to have maintained an uneasy relationship with Lartref that in the Moon Age turned into a near permanent state of war with Phoenician Karnak. However Berg was sacked by Attila during the Troll incursions. Berg was rebuilt once Karnak had driven off the Trolls and afterward the relationship was quieter though still uneasy. Berg is too small to really threaten Karnak but is a ready ally for any of Karnak’s enemies. The current ruler is Graf Wilhelm von Berg.

Blood Island 0: (Vér-Sziget in Transylvanian) a small island off the west coast of Booteia notable for being interdicted by Maritime Law. Legend has it that when Christos-Farlae was exiled into the void, somehow his skull was spared from exile and carried away by a dozen vampire-lords to this deserted island. There they found themselves besieged by Poseidon and, without sustenance, one by one they turned to dust.

According to his memoirs, the great Humakti hero, Trollgobbiter le Confusé, once visited Blood Island to retrieve the Helm of the Messiah – part of Christos-Farlae’s legendary armour – on behalf of Bela Lugosc, Count Starkenberg. It is not known why he did this.

Brix 7,000: (Tsigolvyn in Khuzdul, meaning ‘brick kilns’) a minor dwarf mine founded early in the Dawn Age by Silver Dwarves. As well as the usual manufactured metalware, the town is a centre for the manufacture of building materials made from clay fired to high temperatures, such that the town has given its name to the product. The current ruler is Lord Gundebold the Steadfast, who maintains traditional Dwarven neutrality in all things political.

Centro-Mundi 1,680: (Tsentre Mira in Trollish) Originally founded by Azraelites as Perug early in the Dawn Age as the designated trading point for the Trolls of Umbra and human merchants. The town has had a troubled history, wracked by internal strife and frequently attacked by outsiders, including Umbran Trolls, who occasionally claim the town as the capital of Umbra.

The earliest record is of a siege by Trolls early in the Dawn Age. (Later records state 15 DA but a date so early is suspect, the best contemporary record gives the date as the Year of the Industrious Beetle). Evidently Perug held out but such early hostility explains the massive walls for which the town is famous even today.

Continuing Trollish hostility led the townsfolk to turn to the Carthaginian towns of Pompe and Rumenos for assistance. The Trolls were again beaten off and for several centuries things were fairly peaceful.

Then in 351 DA Umbran politics resulted in Mistress Lucia Antonova taking refuge in Perug, provoking an all-out attack from Umbra, who stormed and destroyed the town in 352 DA.

Perug remained in ruins for centuries. It was finally rebuilt at the start of what was to become known as the Moon Age. It is at this point that it acquired the name Centro-Mundi. This strange name means ‘Centre of the World’ and even today the citizens indeed believe it to be the centre of the World. However, sages of languages note that the name is of Atyari origin. Conspiracy theorists point to the Atyari name and the town’s refounding at the precise start of the Moon Age as indicative of sinister machinations. Unfortunately for such persons historians point out that we do not know the precise date of its founding and geographers point out that it is not, in fact, the centre of the known World, neither can any particular reason be found as the motivation for such a conspiracy. The name therefore remains a mystery – perhaps the most coherent theory suggests that the Trolls themselves came up with the name via Thanatari elements suspected to be active in Umbra at the time.

As Centro-Mundi the town has been a mixed settlement of humans and Trolls but this has not prevented strife. The infamous Totila Badilova, as part of her campaign to conquere all of Booteia, took Centro-Mundi in 295 MA and laid the town waste. Centro-Mundi was repopulated and rebuilt only after Totila’s death in battle in 300 MA and, in the aftermath of Totila, Karnak, Florence, Venezia and Rape, along with many lesser towns, established a small annual grant aimed at augmenting and defending Centro-Mundi’s defences.

Thanks to this levy, Centro-Mundi in the succeeding centuries has come to be seen as a ‘neutral territory’ for the purpose of negotiating disputes diplomatically. Initially this was between Trolls and humans but it soon came to apply to all cities in Booteia. The system broke down early in the Third Age but after civil unrest broke out within the city between humans and Trolls in 191 TA the system was renewed and from 201 TA regular councils were instituted whereby representatives of all major towns met once a decade.

Extra-ordinary councils were also instituted in times of crisis, meeting 367, 416, 433, 445 and 456 TA. This was the period when many thought Booteia would benefit from unification. Typically only Venezia disagreed but of course the choice of who would run the nominal state was a difficult question. Throughout the Third Age Karnak has unquestionably been the single most powerful state, but the Phoenician caesars have been unacceptable to Florence, Venezia or Umbra, among others, and Karnak has never had the strength to impose its rule in the face of widespread dissent.

Then in 520 TA the Centro-Mundi Council voted to make the Marchese of Florence, Girart de Pi, Duke of Booteia but he proved unable to cement his claim and fled Booteia for Heliopolis, where he spent the next two decades vainly trying to persuade the Sun Kings to give him military support for a return.

Meanwhile, the infighting within the Karnaki royal family from 537 to 569 TA led to further claims to suzerainty by various adventurers, none of whom were ratified by the Centro-Mundi Council.

Then the Long Winter of 580 TA put an end to such questions for some time but in recent years the question of unification has come to the fore again.

Centro-Mundi is built in a spectacular location on the crown of a high hill on the edge of the Umbrian fells. Agriculture is poor but the city maintains itself through the levy and by trade – Argan Argar Trolls sell their wares within the town and pirates from Rape frequently sell their loot in Centro-Mundi’s market.

The town is governed dually by a mayor elected for a decade at each Council, and by a Gospozha appointed by the Koroleva. For some reason the Luxorian Order thinks Centro-Mundi important enough to maintain a priory in the town.

Chrysopolis 5,000: Initially founded as Pramzan, the Azraelite town suffered under the Chaos incursions at the end of the Dawn Age but survived to be sacked by Attila’s Trolls in 191 MA. The rebuilt Pramzan was entirely obliterated by Totila’s Trolls in 291MA.

Totila’s depredations provoked intervention by Heliopolis and after Totila’s death the town was refounded as Chrysopolis, under which name it has been known as a Lightbringer city ever since. Chrysopolis, of course, has an uneasy relationship with Karnak, but the lawful Phoenicians have little animosity toward the lawful Lightbringers and indeed regard them as almost associate. Chrysopolis has some breathtaking architecture and is a centre for the visual arts but politically it has always been in the shadow of Karnak and Florence.

Like many northern Booteian towns Mahatman monks maintain a semi-permanent place of preaching within the town. The town is ruled by the Heliopolitan Francois Comte d’Or.
Cremona 2,500: founded in 94 DA under its modern name by Azraelite missionaries from Carthage. Unusually with such a remote period, the date has been confirmed by historical records in Carthage so it is as exact as it can be. Dominated by Lartref to the north, Cremona remained a minor town of little significance until Lartref sited a major fortress in the town to secure its southern flank against Carthaginian aggression. It proved a significant defensive asset until Carthage bribed the garrison in 272 DA during one of its more aggressive forays against Lartref. However Lartref won and the town lost many privileges.

Then in 379 DA Cremona sided with the usurper Vitlus against King Titus Groan of Lartref. Again on the losing side Titus dismantled the fort and Cremona went into eclipse for centuries.

It next appears in the historical records during Attila’s campaigns in the Moon Age. Heliopolis mounted a major offensive, landing in Venezia in 198 MA. Needing a permanent base to serve as a logistical supply point, Count Catherine de la Flamme, commanding the Heliopolitan army, chose to rebuild the fort at Cremona and the town duly became a Lightbringer city.

With the Trolls finally beaten and the Heliopolitan army largely departed, Cremona remained Lightbringer until taken by Agilulf of Torin in 351 MA but Caesarina Theodora Aquilae drove out Agilulf in 363. She nominally restored Cremona as a Lightbringer town but by now it had become thoroughly cosmopolitan with Phoenicians joining Lightbringers, Torinian Storm and Earth worshippers and diehard Azraelites.

Cremona next appears in the history books in 188 TA when the town came under the influence of Karnak. Karnaki interference split Cremona’s people with some lauding Caesar Lanius Aquilae and others hostile. Florence and Chrysopolis formally protested at the conclave at Centro-Mundi in 191 TA but the situation was not resolved until 243 TA when during a visit to Cremona by Caesar Audax Aquilae he was challenged by Sir Jean L’Aurige.

Sir John’s victory was honoured by Caesar and Cremona was again independent under the lordship of the L’Aurige dynasty. Subsequent decades saw Cremona fighting its neighbour to win land for expansion. The conclave of 311 sought to end these wars diplomatically but Cremona didn’t finally sign the peace treaty until 318 TA.

With the wars of expansion at an end, the people breathed a sigh of relief but over the next century they came to find Aurige rule irksome. With the death of Auguste L’Aurige in 416 TA the dynasty came to an end. Caesar Calpurnius Gaius Aquilae took the opportunity to annex the city but the people threw out the Karnakis in 422 TA and declared themselves a republic, electing a ‘Captain of the People’ to serve for a seven year term.

The post was intended to be a cross between a town mayor and a military commander but Cremona’s eclectic mix of ethnicities drew some distinctly unsual candidates and in 450 TA a Euterpe troubadour called Luke Gattalan was elected Captain. Rumour had it he was a Lunar exile from the Ducal court of Moonguard but Luke proved to be a gifted diplomat and statesman and during his term Cremona reached its peak, economically and culturally.

But Cremona’s success drew jealous looks from Karnak and in 557 TA Cremona fell to an attack by the insane and corrupt Caesar Nero Claudius Aquilae. Despite a succession of weak and despotic Caesars, Cremona never regained its freedom and today is still governed from Karnak.

Cremona has little industry but is known for its sweetmeats, pickles and preserves. It remains an astonishingly cosmopolitan town and is a centre for the performing arts, especially music. As with most northern Booteian towns there is a grove dedicated to Mahatman.

Eagleport 20,000: founded as an Azraelite city by Carthaginians as Stalia. The port declared independence at the same time as Lartref, to the north but the Carthaginians landed in 103 DA and utterly razed the town, which remained in ruins until Carthage chose to rebuild it in 166 DA. For the rest of the Dawn Age Stalia remained resolutely loyal to its mother city, even when Lartref and the rest of northern Booteia collapsed into anarchy.

Stalia resisted the Troll incursions of 189 MA under Mistress Attila Mundzucova but it took military aid from Carthage, allying with Karnak and Florence and a long, bitter campaign befire Attila was beaten. It similarly resisted Tolita’s campaigns of 289-300 MA. Duke Agilulf of Torin studiously ignored Stalia, not wishing to antagonise Carthage during his campaigns of 346-353 MA.

Stalia gradually became more and more resentful of the Carthaginian yoke and the growing Poseidon element in particular grew very strident and it seems clear that agitators from Karnak and Florence were at work behind the scenes.

It was in the aftermath of the long war of 474-497 MA, when Carthage finally lost its grasp of Volcania and Sarda, that Stalia took the opportunity to declare independence. It formally chose to rename itself Eagleport, deliberately aligning with Karnak, though the relationship has never been easy and has frequently broken down into open war.

Carthage captured Eagleport in 521 MA, as a sideshow to its Iberian campaign, but its control proved short-lived. However, Eagleport’s growing influence in the late Moon Age provoked hostility with Venezia.

In 45 TA open war led to Venezia launching a surprise assault on Eagleport. The town was occupied with some bloodshed but little damage to buildings. However, the relief column that arrived from Karnak, though it drove the Venezians back to their ships and freed the town, destroyed half of Eagleport by fire. Karnak was also responsible for another burning in 85 TA but this time it was due to hostile action by Karnak.

However, Eagleport steadily grew in power and influence and by 251 TA was a major player in the westward sea routes. Eastward it was now facing near permanent conflict with Venezia but two naval victories over Port Sunlight in 435 TA and over Venezia in 449 TA brought Eagleport to its political zenith, trading the length and breadth of the Great Middle Ocean.

But then the Great Purple Death Plague of 498 TA killed a third of the port’s population and Venezia curbed Eagleport’s ambitions with a victory in the war of 529-531 TA. The two ports came to an agreement whereby Eagleport stayed west of Southport.

Piracy was proving to be a serious problem for Eagleport, with the island of Corse a short distance to the south, Rape active up the Booteian coast and Corsa plundering shipping between Iberia and the Libu coast. In 541 TA Eagleport allied with Stormhaven, Windhaven and Tritonople to carry mercenaries (mostly Stormtrooper adventurers but some regiments of Lightbringers and one of Trolls) to attack all three pirate strongholds. Modern historical opinion is divided: some hold that if they had concentrated their forces at least one pirate haven could have been completely cleared, but each of the four ports had different priorities and it was necessary to cite all three objectives to get all on board. Some shrewd tacticians have also noted that anti-piracy actions in the Aegean usually result in the pirates simply sailing away only to return after. By attacking all three at once they took away this option.

Corse weathered the assaults best but all three havens received a severe drubbing and there is no doubt that all pirate activity has been more circumspect since.

Today Eagleport is a town of 20,000 souls dominated by Phoenix and Poseidon, each with their allies and associates, including links to Phoenician Karnak. With a strong navy and a fierce warrior elite city defence isn’t an issue but the constant internecine factioneering accompanied by the machinations of the city’s underworld demands a very special police force to maintain order. In the Moon Age, a hero quested to find the necessary tools. His name is lost but his cult has come down to us by the name by which he became known, thanks to his natural lycanthropic ability – Cobra.

The cult has the runes of Order, Alchemy and Reptile and the runespells Alarum, General Knowledge and Totem Shape Change (Cobra). Cultists use Totem Shape Change to take the form of snakes and frankly spy on suspicious activities.

Cobra pays close attention to investigating crimes by analysing the evidence using forensic alchemical skills. Their alchemists also create a poison from snake venom with which Cobra occasionally brings justice to criminals who cannot be brought to book by more conventional means.

All citizens are required to perform watch duties one week in a season, patrolling the streets, especially at night. A few driven souls initiate and dedicate their lives to bringing criminals to justice. Cult weapons are 1-H Spear, Small Shield and Lt Crossbow.
One of the earliest Mahatman groves outside of Karnak was founded here. There is also a Norbertine priory, a much earlier foundation. The city is an oligarchy of Poseidon merchants who elect a Doge every seven years. The rural nobility is a mixture of Azraelites, Phoenicians and Lightbringers.

Esten 7,000: founded early in the Dawn Age and named Antenor after its founder, a Carthaginian noble. The town was on a major trade route but its exposure to Troll raids caused Antenor to form a close alliance with Lartref. But despite support from the larger city, by the early 400s DA the town was all but deserted as many citizens and other refugees fled to the island lagoon to the west to found Venezia.

Despite losing more than half its population, Antenor continued to soldier on, in 435 DA requesting aid from Lartref to put down a rebellion and in 519 it again allied with Lartref against a Carthaginian attempt to retake northern Booteia.

By the end of the Dawn Age, Antenor had recovered and was one of the wealthiest cities in the area, second only to Lartref itself, thanks to its command of the trade to Silverseam and the Singidun Empire. This trade was interrupted by the Lightbringer crusades against Singidun but Antenor became an important staging point for the crusaders and the influx of soldiers gave it a holiday from the perennial Troll raids.

But after the crusades were over, the Singidun Empire destroyed and the crusaders largely departed, the Trolls returned. By now Venezia was beginning to make some inroads into Antenor’s trade but the city was still a major trade hub.

But Attila’s campaign of 190 MA, after the fall of Tryst, resulted in Antenor’s sacking. It suffered further in the subsequent Troll wars, which only ended when the Trolls were driven out in 211 MA.

The city was refounded as Padova as ostensibly a Lightbringer city but Totila of Umbra siezed it in the aftermath of the Battle of Saltire, early in 291 MA. It was freed from Troll influence by the Heliopolitan alliance in 301 MA after the death of Totila and became a formal possession of Heliopolis under the Exarchate.

Duke Agilulf of Torin took Padova from Heliopolis in 349 MA. Twelve years later Padova rebelled against his rule and Agilulf sacked and burned it as a warning to others.

The city was refounded again as Esten by Mercer trade guilds but the town has never regained its position as the premier trading station, remaining in the shadow of Venezia. The rest of the Moon Age passed relatively uneventfully but Trolls sacked Esten in 50 TA and a great fire again destroyed the town in 325 TA. In 386 TA Caesar Barrabas Aquilae seized Esten but the cruelty of his reign caused the city to call for help and an alliance between Venezia and Florence freed Esten in 407 TA, restoring its republican rule.

Today Esten remains a moderately wealthy trade town but it is famous for the Demosthenes university founded in 373 TA.

Ferrara 3,500: A comparatively late foundation dating from 501 MA by a Phoenician adventurer, Desiderius Ferrara. Although of little political importance the dynasty has featured several colourful characters, including the infamous Lucrezia Borgia, who married Count Alfonso II. Caesar Trajan Marcus Aquilae created Count Alfonso Duke of Ferrara Ferrara in 603 TA. As with most north Booteian towns there is a grove dedicated to Mahatman. The Cyriac Order also has a daughter priory.

Florence 20,000: founded early in the Moon Age by Lightbringers exiled from Carthage early in the Moon Age and drawing further colonists from Heliopolis during the failed first Heliopolitan War of 158 MA, Florence from the first has been known for its culture. This is because the exiled Carthaginian Lightbringers included many Selenites and the city to this day has a significant Lunar minority.

Florence at first was relatively weak, paying a nominal tribuite to Karnak or Carthage depending on which was dominant. But Attila Mundzucova siezed northern Booteia for the Trolllands in 190 MA after taking Tryst and wasn’t finally beaten back by Karnak with aid from Florence and Carthage until 211 MA.

Florence and Karnak allied again to oppose the Umbran Trolls under Totila in 290 MA but in the face of overwhelming odds called for aid to Heliopolis. Pepin I responded and Totila was finally defeated in 300 MA but the intervention resulted in a substantial portion of Booteia becoming a satrap of Heliopolis. Florence’s position was greatly enhanced and Florence remained a major force even after Aistulf of Torin conquered the Heliopolitan Exarchate in 499 MA.
Since then Florence and Karnak have had an uneasy relationship, sometimes at war, other time allied against a common foe. In 520 TA the Centro-Mundi Council voted to make the Marchese of Florence, Girart de Pi, Duke of Booteia but he proved unable to cement his claim and fled Booteia for Heliopolis, where he spent the next two decades vainly trying to persuade the Heliopolitan kings to give him military support for a return.

The current ruler is Marchesa Theresa La Brulure. The Galilean Order of monks has their Academy of Humanism here and Florence is also home to daughter priories of the Anatine, Basilian and Solarian orders. There is also a Mahatman grove. It is rumoured that a Time Gate can be found on a little-used path south of Florence but that cannot be confirmed at this juncture.
Foggia 1,200: a small town sat in the marshes with a strange micro-climate dominated by mists. The town claims to be the centre of worship of the cult of Nebel, the God of fogs and mists, one of the Storm pantheon who despite this seems to prevail in Chaos marshes. The town is also famed for its Voidic priory, an order of Demosthenes monks devoted to the study of the Chaos rune. The small Voidic Priory is not as successful as the more famous Almorox Priory in Iberia but it does substantial research into the marsh flora and fauna and into the nature of Chaos itself. Foggia has little in the way of imports or exports and its little contact with the outside World is usually through Pescara. Since the Timestop Foggia has developed a small tourist industry.
Foresta Nero ?: (Black Forest – Taur o Môr in Elvish) a large Elf wood north of Torin dominated by Dark Elves.

Gomito 2,000: founded by Azraelites in the early Dawn Age, by the middle Dawn Age it was a formidable port competing strongly for trade with the rising Venezian fleet.

Although largely bypassed by the elemental insurrection at the end of the Dawn Age, Gomito was overrun by Attila in 191 MA and again by Tolita in 295 MA. After Tolita was beaten largely by Heliopolitan troops Gomito became part of the Exarchate of Ravenna until that polity was conquered by King Aistulf of Torin in 499 MA.

Gomito achieved independence on the extinguishing of the Kingdom of Torin in 522 MA but it was sacked and burned by barbarians in 588 MA. However this did not prevent its ships taking part in the final crusade against Carthage 589-592 MA.

In the Third Age Gomito maintained its independence and trade flourished despite occasional clashes with Venezia until Gustafamilia Malatesta, Lord of Rimini, conquered the town in 499 TA, taking advantage of the Great Purple Death Plague. However the Malatesta were ousted and independence restored in 536 TA and Gomito remains independent today.

Gomito has an unusual governance by a council of six Elders, two elected by each of three political factions within the town: Argonauts, Mercers and the Ducks, who have a sizable enclave within the town, and an Anatine priory.

Gonzaga 2,000: the town was founded as Canossa early in the Dawn Age but remained little more than a village for many centuries. Carnossa was sacked in both the Troll invasions of 190 and 290 MA, after which it was refounded as Mantua under the aegis of the Heliopolitan Exarchate. When the Exarchate ended in 499 MA, Mantua became a possession of Torin until 522 MA. After this it soldiered on as a republic until, in fear of Karnak and Florence, it elected a freebooting adventurer named Ludovico Gonzaga as Captain General in 159 TA. The Gonzagas made a name for themselves as military commanders and the town renamed itself in their honour.
But in 468 TA the Gonzaga dynasty came to an end and were succeeded by the Gonzaga-Nevers, a family originating from Florence. Not nearly as successful and lacking in the cultural qualities of the Gonzagas, their line too came to an end in 549 TA. The city was a republic for a few decades but the turmoil of the Long Winter led Gonzaga to invite an Humakti adventurer, Maximilian Habsburg, to be Captain General. He duly became the new Marchese and his daughter, the Humakti Sword-Maiden, Demelza, rules today.
Several centuries ago, the Voidic Order established a priory specifically to research Chaos as found in and around Karnak. For some reason the order has never ventured formally into Karnak itself, preferring to view its subject from a distance. Monographs from Gonzaga Priory tend to lean heavily on political, cultural and demographic analyses.

Ignia 4,000: founded as Barion early in the Dawn Age by Azraelites from Khem, which meant it didn’t immediately recognise the authority of Carthage and, with Khem ruling its foundations with a looser reign, Barion was more or less independent.

Early history is sparse until Barion joined in alliance with Attica (modern Heliopolis) and indigenous barbarians against Taras in 369 DA. The war dragged on but eventually Taras appealed to Carthage for aid. Taras won the war but at the expense of its independence and soon Taras became part of the Fifth province of Carthage’s Empire.

But Barion maintained its independence fiercely and kept Carthage at bay by judicious alliances with local barbarian tribes, particularly Sable and Llama riders, though it was to pay a heavy price for this at the end of the Moon Age.
Historians are divided as to the degree to which Attica was already influenced by Lightbringer elements – it may be just a coincidence that Barion so readily took in Lightbringer refugees at the beginning of the Moon Age. But at the start of the Fist Heliopolitan War it changed its name to Ignia and cheerfully joined its old allies in war against Carthage. Heliopolis was defeated but Ignia remained resolutely Lightbringer.
Ignia was too far south to suffer more than anxiety during Attila’s campaigns but while most of Totila’s attention was directed northward, in 294 MA she lead a raid against Ignia and her language made it clear that the town was on her list.

Fearful for the future, Ignia appealed to Heliopolis and Pepin I sent a garrison to protect the town in 295 MA. Then in 298 MA Heliopolis sent a truly massive force, half of which landed in Ignia to launch a rear attack on Umbra.
Totila was killed in battle in 300 MA and her daughter was defeated and the Trolls back in Umbra by 310 but Heliopolis retained control of Ignia and a much larger territory around Ravenna further north. Initially Ignia was happy with the support of Heliopolis against likely encroachment by Carthage but growing resentment finally burst into open rebellion in 447 MA, only for Heliopolis to retake the town in 449.
Some autonomy was gained in 463 MA when Ignia gained its own Exarch but insurgent elements re-established old alliances with the Sable and Llama riders and in 509 MA the town was briefly taken by the barbarians only for them to abruptly leave in the face of a dual attack by land from Ravenna and by sea from Heliopolis and, having experienced the depredations of barbarian rule, Ignia resigned itself to a return to enlightened tyranny from Heliopolis. Resentment broke out into a short-lived civil war in 555 MA.
Peter the Hermit preached a crusade against Carthage in Ignia in 586 MA and Ignia joined the alliance that sacked and burned Carthage in 592 MA.
But the war effort had drained Ignia and with problems at home distracting Heliopolis, dissidents in Ignia again allied with barbarians to expel the Heliopolitans in 595 MA. This time a charismatic Sable Rider, Jarl Vigo Grindivik, established the Greve of Brann (apparently a corruption of Barion).

Brann lasted for more than twenty years, but at last Sun King Henri I personally led the assault against Brann in 609 MA (or 12 TA, as it now known). The barbarians were expelled, and truth to tell the citizens were glad to see them go and Henri remained within the town, renamed Ignia, basking in the adulation. Alas he attended so many banquets in his honour that he fell ill the following Stormseason. He sailed away but died before he could reach Heliopolis. His heir, Philip I, took advice from his Sybil and decided to grant Ignia independence, hence he and his father are spoken warmly of in Ignia even today.
Since independence, Ignia has followed a policy of restraint. By and large relations with the barbarians remain warm. Save for occasional skirmishes with raiding Trolls, the one true piece of aggression happened in 245 TA when Ignia attempted to eradicate the unclean cult of Dagon in Pescara, only to be outflanked from the sea by were-fish.
Today Ignia is ruled by Duc Guillaume L’Enflammer. It is a trading port of some note.

Istrian Wood ?: (Taur Torogtafnir in Elvish – Trollbar Forest) a large Elf wood south of Tryst serving as a bulwark between the Trolllands and Booteia.

Karnak 48,000: founded by Carthaginian missionaries in the early Dawn Age as Lartref, the town quickly became to dominate northern Booteian peninsula. It soon outgrew its origins and spent most of the last half of the Dawn Age independent of Carthage, though there were occasions when Carthage was able to force tribute.

However in the last century of the Dawn Age Lartref suffered more than most from elemental insurrection and with the Lightbringer Crusade against Singidun and the Wraithe heresies to the north-east, the people rose up and widespread insurrection involving fire and Chaos effectively destroyed civilisation north of the northern branch of the Appenines. Cities were abandoned and the plains became occupied by barbarians and the occasional Chaos horde.

This state of affairs remained for almost a century until various barbarian figures started trying to forge a semblance of civilisation in the power vacuum. Ultimately the most successful was Falco Ignatious Aquilae, a Phoenician Hawklord who refounded Lartref early in the Moon Age as the Phoenician city of Karnak.

Historians have long marvelled at how a Chaotic state could appear so close to the coast and the anomaly is now put down to several unusual circumstances. Firstly, Falco and most of his supporters were not Chaotic and it is important to realise that Karnak has never been a truly Chaotic state, such as Moonguard. Secondly, the forces of civilisation were in turmoil – Carthage had never been able to subject Lartref and the scattered city-states of what was to become Sunbury and Moonguard were several centuries away from being able to exert influence beyond their immediate environs and have always been more concerned with the Trolllands. The Trolllands have occasionally warred against Karnak but again have been more concerned with Sunbury and Moonguard. Florence is the modern political counter to Karnak but Florence itself was little more than a village for a century after its founding by Lightbringer Carthaginian exiles. The mountains to the north and west provided a massive bulwark against invasion from the Storm cultures which might have been the main threat. Finally it is now known that unseen forces were at work to support Karnak from Moonguard and even Heliopolis.

Karnak’s persistence is down to the unbroken line of the Aquilae dynasty descended from Falco. Few lineages can boast such an unbroken succession. But while it has spawned its fair share of heroes, the Caesars have also numbered some truly despotic, debauched and downright insane tyrants: Caligula (537-541 TA) and Nero (554-568 TA) being perhaps the worst examples in the last century.
Several times in the late Moon Age and early Third Age, Karnak Caesars were able to extend their influence down the peninsula, forcing tribute from Florence, Eagleport and other towns, but never for long and in 221 TA Karnak was brought low by a quadruple alliance of Eagleport, Florence, Venezia and Trolls from Umbra.

In 538 TA the renegade Typhonian Windlord known as Mahatman for the first time preached his strange creed and was given a place to preach in his gardens by Caesar Caligula Aquilae. There, where the first teachings of Mahatman were held, is now revered by the followers of the Eightfold Path and even by those who do not follow his teachings.

The ‘cult’ of Mahatman miraculously survived the subsequent wave of civil wars and assassinations that followed Caligula’s despotic and frankly insane rule for decades. But Vespasian’s reign saw some stability and when he died during the Long Winter, his son ensured stable rule continued during the crisis.
Today Karnak dominates the towns of the plain. The soil is highly fertile and produces wine, grain, wool while the city exports manufactured goods. The current Caesar is Trajan Marcus Aquilae who has ruled since 598 TA.

The City Militia cult of Karnak, Vigilus, probably started as an ancestor worship cult of the aboriginal people who first settled the area around Karnak. As first a homestead, then a village, then a market town grew, the cult of Vigilus prospered. The runes appear to have originally been Earth and Spirit, with Harmony being gained with the appearance of first settlements.

When the Phoenician invaders conquered much of the peninsular, Vigilus became subjugated. The Phoenician nobles did not displace the cult of Vigilus as it continued to serve a useful purpose for the lower orders, much as Matar continues to be worshipped in rural areas.

The cult provides members for general watch duties, but never leads these as the Phoenician nobility fill any important roles.

Fire is always a risk in any city, but one with a significant leaning towards disorder and ready access to fire magics leaves Karnak particularly vulnerable. The vigiles are skilled at combating fire outbreaks, creating fire breaks, and safely demolishing buildings that have become dangerously unstable or pose a risk to adjacent buildings.

The defence of the city of Karnak sits principally in the hands of the Phoenix worshipping nobles and their retinues. However, in the worst circumstances the militia can be placed in the field as makeshift infantry. An elite unit is maintained for use with the field army as sappers.

The chief priest of Vigilus is frequently a lesser ranking member of the imperial family, and often also an associate priest of Phoenix. The cult badges are fasces — a bundle of short staves bound to an axe — which represent the cult weapons.

Runes: Earth, Spirit and Order. Cult weapons: light mace, 1-H axe, shield, bow. Skills: Demolition. R/M: Alarum, Summon Ancestor, Summon Spirit of the City.

Legno Chiaro ?: (Taur o Gail in Elvish – Forest of Light) a larger Elf wood south of Florence dominated by Green Elves.

Legno di Punta ?: (Eryn o Methentâl in Elvish – Toe Wood) a small Elf wood in the toe of Booteia.

Legno di Tacco ?: (Eryn o Sawtâl in Elvish – Heel Wood) a small Elf wood in the heel of Booteia.

Mortua 4,000: founded by empire-building Carthagian missionaries, Mortua rebelled with Stalia and shared its fate, being razed to the ground in 103 DA. Unlike Stalia, Mortua was rebuilt by Karnak early in the Moon Age, though still keeping the old name (which means ‘death’ in Karnaki but also is Carthaginian for ‘Snow’ – evidently the missionaries were surprised by the weather in northern Booteia).
During the Troll incursions of 190 MA, Mortua was saved from attack despite lacking walls by dense fogs (presumably indication of the presence of the cult of Nebel in the town). But Totila’s campaign destroyed the town again in 293 MA and this time it was the Heliopolitans who rebuilt it.

Then in 351 MA Duke Agilulf of Torin burned Mortua but this time he rebuilt it himself and it remained a Torinian possession until 522 MA, when it was sacked by Phoenicians and Lightbringers. By this time it was living up to its name. It suffered floods in 53 TA and has survived several more wars so that today Mortua claims to have the largest cemeteries in Booteia, possibly the World – and racks of bones by the thousands in catacombs beneath the temples. The Luxorian Order has a daughter priory in the town.

Thanks to Agilulf Mortua has remained devoted to the Death/Earth pantheon, though the population is very cosmopolitan. It was a republic until 301 TA but since then the Destino family have ruled the town, with the current ruler being Count Leonardo Destino.

Pescara 1,000: origionally founded by Azraelites as Aternum, this small fishing port has never known political significance. It doubtless suffered from elemental civil unrest along with much of the rest of the Northern Littoral and on the collapse of the 5th Province of the Carthaginian Empire after the destruction of Pompe in 79 MA, Aternum redefined itself as a Nereid and Piscator fishing village under the name Pescara.

However, During the Moon Age the Nereid divers made contact with a little-known cult of the deep ocean called Dagon and the worship of this obscure cult was imported into Pescara. At some point in the late Moon Age, the cult of Dagon became dominant and now the majority of citizens are members.

The cult of Dagon is a highly unusual member of the Poseidon pantheon with the runes Water, Man and Fish. His worshippers are all were-fish who start off human and then metamorphose into fish or frog-like beings by means of exotic cult runemagic. They spend more and more time in the water and eventually never return to land. Cult weapons are trident and small shield; cult skills are Swimming, Water-Sense and Hide-in-Water.

Dagon cult special runemagic comprises: Command Shark, Speak to Fish, Summon Small Undine and the 1pt non-reusable spell, Transformation of Dagon. Dagon also gets Create Small Kraken from Kraken and Waterpower and Waterlung from Poseidon.

Transformation of Dagon metamorphoses a willing recipient into the next stage of his development. Initiates start off fully human and go through four stages as follows…

	
	Stage I
	Stage II
	Stage III
	Stage IV

	Str & Con
	+1
	+2
	+4
	+6

	Dex
	-
	-1
	-2
	-3

	Cha
	-d3
	-2d3 (race max 14)
	-3d3
	-4d3 (race max 7)

	Physical Changes
	hair loss
	scaly skin, webbed hands
	hopping gate, webbed feet
	full transformation

	Swim Bonus
	+5%
	+10%
	+15%
	+30%

	Visual perception
	-
	-
	-10%
	-25%

	Move (land/water)
	8/4
	7/6
	6/7
	-/8

	Gills
	None
	creases in neck
	functional gill slits
	operculum over gills

	Watersense
	-
	Base 5%
	+15%
	+30%


At Stage I he loses hair and his face changes as he gains a ‘fishy’ look with widely-spaced eyes.

At Stage II he grows webbed hands and loses what little hair remains – his skin takes on a scaly appearance (1pt skin armour) and he develops deep creases in the skin on the side of his neck.

At Stage III he gains functioning gills, allowing him to breath underwater; he also develops photophobia as his eyes start to migrate to the side of his head and his mouth becomes larger and more rounded with wickedly sharp teeth.

At Stage IV he transforms fully into a sea-creature; his legs fuse to form a fish tail, his lungs atrophy over the space of days. At this point he can no longer emerge onto land nor breathe air but may plumb the deepest depths of the ocean without fear. Only the most dedicated cultists make this last transformation with many preferring to maintain an amphibious existence.

All Dex and Move penalties do not apply in water and the Cha penalties apply only outside the cult. It is rumoured that fully transformed cultists are unable to procreate, hence the necessity for transforming live humans. It is also said that fully transformed cultists are effectively immortal.
Pescara is very isolated with the Troll state of Umbra covering an arc from the north-west to the south and the marshes of Foggia to the south-east. Only Pescara’s closest neighbours are generally aware of the cult of Dagon. They do not like it but the one attempt by Ignia to eradicate the unclean cult in 245 TA was foiled by a huge influx of were-fish from the sea.

More recently, Pescara improved its image during the Long Winter by exporting fish in huge quantities to feed cities as far away as Florence and arguably its stock has never been higher than it is now. However the town does not like foreigners and few ships call in the shallow harbour.

The current ruler is Onesipherous Palude. He holds no formal title but the Palude family have run the town throughout the Third Age.

Characters from Pescara start with normal human stats save Siz and Pow, which are 2d6+6. The native tongue is Ichthyan but all locals also speak Karnaki at 50% and Waverli at 30%.
Plaisance 2,500: as almost all the towns of northern Booteia, the town was founded by Carthaginians as Agrablaj. It joined the general revolt against Carthaginian rule led by Lartref but was destroyed for its pains by the Carthaginian general, Hannibal in 103 DA.

Lartref rebuilt the town as a buttress against further Carthaginian aggression but the Carthaginians stirred up trouble with local barbarians who drove the settlers away, requiring considerable armed force to cover the building of the walls, enabling the rest of the town to be built under armed guard.

In 290 DA Hasdrubal of Carthage, the local governor based in Stalia, was unable to take Agrablaj but in 360 DA a large barbarian army sacked the city, taking the population as slaves. Lartref spent considerable effort to save 2000 citizens and rebuilt Agrablaj with enhanced defences and a permanent garrison.

In 398 DA there was more trouble with barbarians and the town requested more settlers to replace citizens lost to what seems to have been near permanent warfare with the barbarians who had considerable support from Carthage, receiving a reward for each head taken, dead or alive.

However the trouble seems to have died away over the next century as the barbarians came to realise the Carthaginians were more worthy of their ire. Also Lartref was now experiencing civil unrest from elemental cults prompting Agrablaj to seek a reconciliation with Carthage.

In the tumult of the elemental uprisings at the end of the Dawn Age historical records are scarce. When the dust settled Azraelite Lartref had become Phoenician Karnak. Agrablaj was still Azraelite and a part of Carthage’s Booteian province.

Then came the Troll invasion of 190 MA when Attila cast her dark shadow over all of northern Booteia. Agrablaj was sacked but the Trolls left the survivors to eke out a precarious living in the ruins, trying to grow crops in fields stricken by Ergot.

An alliance between Stalia, Florence and Karnak finally drove the Trolls back to the Trolllands in 211 MA but after winning the Battle of Saltire in 290 MA and defeating Florence, Totila of Umbra conquered many of the small towns of northern Booteia, including Agrablaj.

It took massive aid from Heliopolis to send the Trolls packing and the effort left Heliopolis with considerable territory which it bound into a territory called the Exarchate of Ravenna. Agrablaj was refounded in 302 MA as a Lightbringer town, called Plaisance. Duke Agilulf took Plaisance from Heliopolis in 346 MA but it rejoined the Exarchate after Agilulf’s death in 364.

The Exarchate was finally extinguished in 499 MA and Plaisance became part of the Kingdom of Torin. However, in 521 MA a Carthaginian campaign laid claim to the old Booteian province, along with Eagleport, but Carthage proved unable to maintain its hold without troops, who were needed for the fruitless Iberian campaign.

In 586 MA Plaisance was the site chosen for the council at which Peter the Hermit, an Olympian eremite who had come down from his mountain to preach a crusade against Carthage. The resultant war ended in the sacking of Carthage in 592 MA and more or less closed the Moon Age. The concept of crusade continued into the Third Age with Storm cultists from Iberia, Bezirk and Tolosa sailing eastward to fight Chaos in the Sea of Fortune.
In the Third Age Plaisance became a free city. By warring with other small towns nearby it gained control of important trade routes, including Eagleport’s landward access, and thereby attained great wealth. Such riches proved a magnet to adventurers and in 131 TA the Scott family became lords of Plaisance but in 154 TA it fell to Karnak, eager to get its hands on Plaisance’s wealth.

Karnak’s control was broken by Florence in 340 TA and it remained a Florentine possession for several centuries. The town fell victim to a plague of the pox in 463 TA which kept returning each year until finally Engariel insurgents were extinguished in 487 TA. The episode remains one of the worst Engariel infestations ever known.

Then in 573 TA Plaisance was won by the adventuring Heliot, Jacque de Bourbon, who governed and defended the town during the Long Winter, promoting close relations with Karnak. Today Plaisance is ruled by his son, Count Justin de Bourbon.

Not as wealthy as it was in its heyday, Plaisance is nonetheless respectably well-off and the town has had the advantage of being completely rebuilt through the course of the Third Age at a time when it had the money to purchase the services of the best architects. The city is nominally Lightbringer but the population is extremely cosmopolitan with Phoenix and the Death/Earth and Lunar pantheons well represented. Mahatman monks maintain a semi-permanent place of preaching within the town.

Pompeii 15,000: the second oldest Vulkanian city after Volcania itself. Pompeii was originally founded by Azraelites in the middle of the Dawn Age as Pompe, which is the number five in Carthaginian, as the capitol of the ‘5th’ province of the Carthaginian Empire. The city of 11,000 people governed the Booteian peninsula south of the Troll state of Umbra.

However in 79 MA Pompe was utterly destroyed by the eruption of Pliny, which is the volcano under which it nestles. The eruption was huge and buried Pompe under ash between 13 and 20 feet in thickness. (In fact the volcano has given its name to the most extreme category of eruptions.) The town was refounded as Pompeii and ever since has always been dominated by the cult of Vulkan.

With the destruction of their capital, the hinterland took the opportunity to rebel from Carthaginian authority and have remained free ever since.

As ever with Vulkanian cities, Pompeii exercises little influence outside the shadow of the volcano. The Trolls of Umbra have threatened occasionally and so have the pirates of Rape, but the last time Rape tried a seaward assault in 552 TA their flagship was destroyed by a direct hit from a lava bomb and their fleet withdrew in disarray.

The soils are very rich and Pompeii exports a wide variety of agricultural goods, including oranges, peaches, apricots, olives and wine. The current ruler is Despotrix Pompeiia da Pliny.

Porto Solare 2,500: probably founded in the Dawn Age as Pisa, the town was little more than a village until it received an influx of Lightbringer refugees from Carthage early in the Moon Age. With still further colonists arriving as a result of the 1st Heliopolitan War in 138 MA, many chose to head inland where they founded Florence but enough stayed in Pisa to profoundly change the demographics leading to it changing its name to Porto Solare (lunaticised as Port Sunlight).
Ever since Porto Solare has provided maritime access for Florence but has also been active in its own right with its ships competing with Eagleport, Venezia and other ports.

Rape 25,000: originally an Azraeli foundation called Rumonos, it remained a minor fishing village of little import until the aftermath of the 2nd Colonial War between Carthage and the cities of the Aegean, principally Heliopolis and Drakenberg, 158-161 MA. Carthage won but pirates discovering the superb harbour of Rumonos over-ran the village and renamed the port as Rape.

Despite its origin, Rape remained true to the pirate ideal and allied with Carthage to oust Lightbringers from the island of Kir in 198 MA. Carthage, of course, wanted to add Kir to its empire but after many wars Kir eventually became another pirate stronghold as Corse.

Although all the usual subcults of Poseidon are present, Rape remains to this day a pirate stronghold. With the Troll state of Umbra a short distance inland some Trolls are found on pirate ships and Argan-Argar does considerable trade with the city direct and also serving as mercantile advisors on corsair vessels. The town has a very disreputable feel and is somewhat lawless.

The pirates elect a yearly ‘Governor’, whose role is to adjudicate in disputes between pirates (when called to do so) and to serve as a figurehead when outsiders seek to negotiate. Unlike some other pirate strongholds Rape has never really been threatened, thanks to its secure position and de facto alliance with the Trolls of Umbra.

Ravenna 4,000: Founded by Azraelites from Khem early in the Dawn Age as Rasna, for several centuries the town was the main port on the western shore of what is now known as the Venezian Sea, until Venezia began to overshadow it toward the end of the Dawn Age.
Rasna remained a useful port though not a major one. It was initially ignored by Attila in 190 MA but fell the following year when the Trolls sought a useful port to receive logistics from Blackplumbings. It was freed by an alliance between Karnak and Florence led by Caesarina Carola Magni Aquilae who kept the port as a strategic point to attack Venezia from the sea as well as the land, but in vain, of course.

Rasna remained a Karnaki possession until it was over-run by Totila’s Umbrian Trolls in 291 MA. This time it was freed in 298 MA only with massive aid from Heliopolis who then renamed it Ravenna and made the port the centre of their Booteian holdings, ruled by an Exarch.

The Exarchate of Ravenna provoked some dissent and in 460 MA Duke Luitprand of Torin took Ravenna by storm. Heliopolis, with aid from Florence, quickly retook Ravenna but in 499 Duke Aistulf of Torin captured the town and the Exarchate was no more.
Ravenna was part of the Torinian Kingdom but the last king was deposed by Karnak and Florence in 522 MA and for the first time in centuries Ravenna was independent. It remained so until well into the Third Age and it led a league of the minor cities of Booteia against Karnaki aggression in 349 TA.
As with other cities at the time, fear of outside aggression led Ravenna in 369 TA to appoint an Humakti, Peter Traversari, to command its militia army and thereby effectively relinquished independence for despotic rule.

But the Traversari could only hold off the inevitable and Caesar Barrabas Aquilae made Ravenna a Karnaki possession in 391 TA but a popular uprising led by Guido da Polenta, a Matari runelord, freed Ravenna from Karnaki control. The Guido’s descendants ruled Ravenna as a Matari haven for disaffected serfs until in 591 TA Venezia deposed Ostasio da Polenta and took Ravenna for themselves and it has remained a Venezian possession ever since.
Ravenna is possibly even more cosmopolitan than most Booteian cities with an especially high number of Earth cult worshippers but Venezia governs with a heavy hand.

Rimini 8,000: Seeking access to the sea, Karnak founded the port as Ariminum early in the Moon Age, though its name has since been corrupted from the original Eagletongue to Rimini in colloquial Karnaki.
Rimini was repeatedly taken and retaken during the Troll wars of Attila and Totila in 190-211 and 293-310 MA but it finished up an Heliopolitan possession as part of the Exarchate of Ravenna.

It became a possession of the Duke of Torin when King Aistulf conquered the Exarchate in 499 MA, after which it was part of the Torinian Kingdom until the deposition of King Desiderio in 522 MA.

Rimini remained a Florentine possession until Verrucchio Malatesta, an adventuring Typhonian mercenary, won lordship of the town in 390 TA. The Malatesta dynasty have remained lords of Rimini ever since, with a reputation for producing highly accomplished mercenary generals. The current lord is Sigismondo Malatesta, known as the ‘Wolf of Rimini’.
Sigismondo is the head of a secret cult worshipping the demonic progenitor of the family, Malatest, with the runes of Man, Beast, Death and Blood. The Malatesta are all werewolves but they bring in key people from the town and their supporters. They hold rituals on Wildday, Deathweek at which a victim is hunted by cult members through the woods near Rimini. This is actually a sacrifice to Malatest. Each participant in the hunt casts Pow to Malatest in worship and at the end gets to feed on the victim, and then is able to sacrifice for a point of cult special runemagic or a B/M spell known by Malatest. For most members this is either Totem Shape Change (Wolf) or Fangs. But runelevels can also sacrifice for the non-reusuable runespell Summon Malatest.
When summoned, Malatest manifests as a huge wolf with an unusually large head of Str 48 Con 21 Siz 48 Int 13 Pow 21 Dex 21 HP 32; he has a bite at 150% for 2d6+3d10 and 2pt hide. He knows the spells of Iron Hand IV, Protection IV, Invisibility IV, Shimmer IV and Demoralise. He knows the skills of Track By Scent, Move Quietly and Hide in Cover at 150%. He always has access to his own rune-magic: Fangs and Totem Shape Change – Wolf and can summon 3d6 wolves within a few minutes. He does not grant divine intervention or any standard runemagic. He will attack the caster’s enemies as directed.
To initiate a candidate must be sponsored by a current cult member and must be accepted by the head of the Malatesta clan. He is then allowed to partake of the seasonal ritual. There are no lay members.

To be a runelord a candidate needs mastery of Bite, Track By Scent, Move Quietly, Hide in Shadows and one other skill, plus 15+ Pow. He then needs to be accepted by the head of the cult, who is always the head of the Malatesta clan.

To be a runepriest a candidate needs 18+ Pow and 75% in Bite, Track By Scent, Move Quietly and Hide in Shadows. He then needs to be accepted by the head of the cult, who is always the head of the Malatesta clan.

Malatest is the secret of Malatesta power. Previous heads of the Malatesta clan have been very circumspect in their use of the spell and in their cult devotions but Sigismondo revels in the ritual hunt and has frankly been careless – people are beginning to realise that something is deeply wrong, too many people go missing and wolf howls are heard far too frequently in the woods.
Saltire 8,000: originally founded as Bona by Azraelites, the town remained inconsequential throughout the Dawn Age. Bona suffered badly at the hands of Trolls 190-211 and 293-310 MA but it eventually wound up as part of the Exarchate of Ravenna under the new Heliopolitan name of Saltire.
Duke Agilulf of Torin captured Saltire in 349 MA but it returned to the Exarchate soon after his death in 364 MA. Then King Luitprand seized Saltire, adding it to the Kingdom of Torin in 476 MA but it was soon freed by the joint action of Florence and Karnak in 522 MA.

As an independent city, albeit with a weather eye on powerful Florence to the south-west, Saltire followed Ravenna’s leadership in 349 TA in facing down Karnaki aggression.

The general view of Saltire is that it is firmly under the benevolent thumb of Florence but in 407 TA it passed the ‘Paradise Law’ outlawing serfdom and slavery in a direct affront to Lightbringer Florence. It remains a haven for runaway serfs to this day.

In 499 TA Saltire was ravaged by the Great Purple Death Plague and in the aftermath was conquered by Karnak but Florence secured its release in 511 TA and it remains independent to this day under the lordship of the aging Sante Bentivoglio. He rules a more cosmopolitan town than Florence but with a healthy lightbringer influence. However most of the nobility are Humakti and Typhonian with a leavening of Heliots and Pheonicians.

Southport 5,000: founded as Taras by Azraelite missionaries from Khem, by the mid-third century of the Dawn Age the port was under the rule of the Tyrant Aristophilides when relations with the barbarians of the hinterland broke down. The wars over the next half-century were debilitating but a peace was agreed in 304 DA.

In 321 DA Taras refused to admit a small fleet from Attica (modern Heliopolis) and as a result the Atticans stirred up trouble between Taras and the nearby port of Barion (modern Ignia), leading to a war in 369 DA in which Attica allied with Barion and the barbarians against Taras. Taras initially held out well but in 393 DA it appealed for help to Carthage. The subsequent battles ended in 405 DA with victory for Taras but left the city firmly under the yoke of the Carthaginians and in 416 the city became part of the province of Pompe.

Taras quickly grew to dislike the authoritarian rule of Carthage and in 432 DA appealed to Attica, which sent nominal help and Taras’ equally nominal rebellion was simply faced down by Carthage with almost no bloodshed (save for the political executions after).

Then in 455 DA Taras rebelled openly and, allying with the barbarians, won independence in 461 only to be brutally reconquered in 464. Another rebellion in 524 ended in failure three years later. Carthaginian ascendancy seemed insurmountable at the close of the Dawn Age.

But in 79 MA the eruption of the volcano Pliny eradicated Pompe, Carthage’s administration centre for its Fifth Province. The entire peninsula seized the opportunity to claim independence.

Elsewhere the Carthaginian Empire was wracked by elemental insurrection, including at home, resulting in the exile of Lightbringers in large numbers, many of who found their way to Booteia to found Florence and Ignia. So Carthage was unable to respond until 158 Moon Age when it reasserted its power in response to colonial forays from Heliopolis, Godsport, Drakenberg and Stannary in the so-called 1st Colonial War.

Carthage was unable to retake Pompe but regained a toe-hold in Volcania. In 198 MA Carthage allied with Rape to retake Taras again.

Taras rebelled again during the 2nd Colonial War only to be retaken by Carthage in 248 MA but Carthage’s control was shortlived and in 253 MA Taras again declared independence and this time it remained free until 371 MA. It again rebelled in 394 MA and, although Carthage tried several times to recapture Taras, the town has remained free ever since.

Once free, Taras’ economy grew and it became a major trading port thanks to its strategic position at the middle of the Great Middle Ocean. By 548 MA the Poseidon influence had grown to such an extent that the town renamed itself Southport.
Southport was active during Carthage’s wars during the Moon Age, sometimes for Carthage and sometimes against, in a frankly mercenary strategy. Southport played a significant part in the final war that resulted in the sacking of Carthage in 592 MA.

Southport’s strategic position has made it a target in the Third Age as well. It fought off attacks from Rape in 38 and 88 TA and was briefly held by pirates between 171 and 182 TA. Further attacks in 315 and 564 TA have ensured that its population remains lower that might be expected of such an important trade hub.

Southport exports wine and olives and also has a significant manufacturing industry. The city is a republic governed by an oligarchy of Poseidon merchants who elect a governor every six years.

Torin 9,000: The town was founded by Azraelites as Taurin, a minor subcult of the Death/Earth pantheon worshipping an avatar of Matar in the form of a woman with the head of a cow. Her worship involved the sacrifice of bulls.

The town remained inconsequential in the Dawn Age, overshadowed by Lartref and Stalia and hidden away from the beaten track. But at the end of the Dawn Age Taurin suffered from elemental unrest resulting in the town falling into the hands of Storm worshippers coming over the mountain passes from Bezirk fleeing massed Chaos invasions.

These refugees altered the balance of power in Taurin and by the middle of the Moon Age control of the town had fallen to the Storm worshipping Lombard dynasty. The first duke of Torin (the name having been corrupted in the Moon Age) was Aimone 318-337 but it was his son, Agilulf 337-364, who created the Kingdom of Torin, seeking to sieze territory, ostensibly from Karnak also from the Exarchate of Ravenna. Agilulf declared himself King in 346 MA but it wasn’t until he took Padova in 349 that anyone took him seriously. By 353 MA Agilulf held a huge swathe of territory across northern Booteia but from then on he seems to have settled on his laurels and after his death in 364 MA half of his gains were retaken by their original owners.

However, in 476 Liutbrand (whose name means litterally ‘Light-Brand’ – he is believed to have worshipped Firestorm) took Saltire and went on to take Ravenna the same year. The Exarchate negotiated the return of Ravenna and several other towns but Liutbrand had consolidated the Kingdom of Torin, making it a genuine player in Booteian power politics.

Then Aistulf in 499 MA finally conquered Ravenna and almost the entire Exarchate was in the hands of Torin. By now Karnak greatly feared attack as the Lombards had always made no secret of their hatred for the Phoenicians. But Torin’s undoing was in taking several towns that Florence traditionally viewed as within its governance. Karnak and Florence allied against Torin and in 522 MA they conquered and dismantled the Lombard kingdom.
The full Lombard dynasty comprised: Aimone 317-337, Agilulf 337-364, Arioald 364-374, Aubald 374-406, Garibald 406-419, Raginbert 419-449, Aribert 449-460, Liutbrand 460-492, Hildebrand 492, Ratchis 492-497, Aistulf 497-504, Desiderio 504-522 MA.
Political power reverted to the priestesses of Matar and today the city is dominated by Matar but Storm remains strong among the rural nobility. The cult of Taurin (runes Earth, Beast and Mastery) practises bullfighting as a form of sacrifice and is still important within the town. Cult skills are Tumbling, Taunt Bull and Jumping; the cult weapon is the rapier; cult spells are Co-ordination, Strength and Healing. Runemagics are entirely Matari and are of little use in the bullring but bullfighters can gain immense kudos within the city.
Tryst 10,000: Originally founded by Azraelites as Tergeste, the town flourished in the Dawn Age due to its serviceable harbour and position on the Zagreb road into the Singidun Empire. However its wealth made it a target and it was captured by barbarians in 154 DA before being recaptured by Lartref in 177 DA. Later in the Dawn Age Venezia began to eclipse the port but it still retained important land links to Zagreb and Singidun and with the Trolllands fast becoming a major force, Tergeste saw much traffic with Argan Argar Trolls as well but Istrian Wood to the immediate south formed a natural barrier against the Trolllands. Relations with the Istrian Elves were particularly warm at this time and Tryst saw Faerie folk in fair numbers.

But then came the elemental turmoil of the Dawn Age. Tergeste became one of the main beachheads for the crusade against the Singidun Empire and its name changed from Tergeste to Tryst, as marking the place where the leaders of various cults and contingents swore to present a united front against the Wraithe heresies of Singidun.

The sudden influx of Lightbringers drew the ire of the Trolllands. With huge numbers of chariots, legionaries and gypsies the Trolls were prevented from mounting more than minor skirmishes and raids but after the dust had settled and the crusaders largely withdrawn, Troll ire was vented toward, among other places, Tryst.
Then in 189 MA Mistress Attila Mundzucova led a huge force out of the Trolllands and took Tryst. The Trolls launched a pogrom against all Lightbringers in the town and introduced a large Troll population. The town was renamed Trznica (Trollish for ‘Market Town’).

Northern Booteia was horrified but the next year Attile led her armies on to conquer all of northern Booteia, save for Karnak and the fledgling Florence. Attila was not finally beaten until 211 MA, by an alliance between Karnak and Florence supported by military aid from Heliopolis. Trznica was freed and became Tryst again, this time becoming the site for the peace treaty between the Trolllands and the various cities and cults of northern Booteia, whereby the Troll population remained and the Trolllands established a permanent consulate in the town.

Tryst’s geographical position and its large Troll enclave meant it was entirely overlooked during the depredations of Mistress Totila Badilova of Umbra and her daughter, Teia Totilova, 289-310 MA but that didn’t prevent it being taken by Heliopolitan forces and incorporated into the Exarchate of Ravenna on the conclusion of the Umbrian war but it was freed in 338 MA and remained independent until 499 MA when it was taken by King Aistulf of Torin.
Tryst remained a possession of the Kingdom of Torin until the Kingdom was dismantled by the combined forces of Karnak, Venezia and Florence in 522 MA but Karnak took over the town itself, forcing out the Troll population with fire and sword. Karnak renamed the town Punto Sfolgorante, under which name it remained a Karnaki possession until freed by an alliance between Venezia and the Trolllands in 39 TA, restoring the Troll enclave and the name to Tryst again.
But Venezia occupied Tryst itself in 124 TA over a trade dispute, only for it to be taken by Karnak in 128 TA, who themselves were forced out by Venezia and the Trolllands again and Tryst returned to an uneasy independence. Demarcation issues unresolved, Venezia again occupied Tryst in 209 TA but withdrew under diplomatic pressure in 213 TA after its issues had been addressed.

Evidently in despair at being a pawn in perpetual multi-way power struggles, Tryst elected to place itself under the suzerainty of the Trolllands Imperatritsa in 223 TA and the moved proved visionary for the Trolllands saved Tryst from attack by Venezia in 304 TA and rebuilt the town after it was burned by Karnak in 349 TA.

After that the political furore died down and the Trolllands granted Tryst self-determination in 560 TA and it has remained independent since. The strong Troll connection is reflected in the population, which remains one third Troll. Elves no longer visit Tryst at all. The town is governed by a triad of governors, one elected by the Mercers, another by the Argonauts and the third appointed by the Imperatritsa. Tryst has a grove dedicated to Mahatman teaching and priories of the Bridgetine and Gilbertine orders of monks.
Umbra 10,000: A small troll state based in the Umbrian hills, though the correct Trollish spelling is Umbra (ergo Umbran Hills). Quite why the Umbran Trolls failed to follow the call of Mata Povara to come to the Trolllands is unknown. It is quite possible that some did but a significant number didn’t because Umbra was clearly active from early in the Dawn Age.

Umbra has divided north and south Booteia throughout history. The original Azraeli settlements accepted the Trolls with apparently little rancour. However there was one incident in 351 DA when Koroleva Lucia Antonova was deposed and fled to Perug from where she started orchestrating her return and revenge. Her opponent and sister, Koroleva Boginya Antonova, led a force which stormed Perug and destroyed the town, slaying Lucia in the process. It was many centuries before Perug was rebuilt, with Troll aid, as Centro-Mundi.

The end of the Dawn Age saw the rise of Lightbringer states to north (Florence) and south (Ignia) and their existence proved provocative to the Trolls. When Attila Mundzucova invaded northern Booteia in 190 MA, Umbra seized the opportunity to intervene on its own behalf. Although there was never any formal alliance between Umbra and the Trolllands (whom look upon Umbran Trolls as being ‘refusniks’ over Mata Povara’s call to Zemlya Obetovannaya) but Umbra nonetheless offered Attila security on her southern flanks as she dominoed the cities of northern Booteia.
However it is notable that Umbra did not come to the aid of Attila and the Trolllands forces even when Heliopolis intervened.

But it cannot be denied that Attila put an idea in the minds of the Umbran Trolls and in 289 MA Koroleva Totila Badilova launched her own campaign of conquest. Working out from the Umbran fells in all directions, Totila beat Karnak at the Battle of Saltire and routed the Florentines outside their own walls a few weeks later in 290 MA. These victories gave her all of northern Booteia save for Florence and Karnak and she turned to Rape (forced to give tribute from 294 MA) and Centro-Mundi (taken 295 MA) and Ignia (paying tribute by 296 MA). Totila is said to have worn lead armour plated with gold taken from her enemies.
Pepin I answered the calls from Florence and Ignia to intervene and landed troops. Rape was freed from the Troll yoke in 295 MA but Totila captured the town in 297 MA. Pepin sent massive support in the form of massed legions and cohorts of chariots. The campaign required meticulous planning and resolution and Totila was not finally defeated and killed until 300 MA at the Battle of Gomito. Even then her daughter, Teia Totilova, continued to fight with the full support of the Umbran Mistresses for another ten years.
The Torinian kings were occasionally aided by Umbran Trolls in the later Moon Age, who were happy to see the end of the Exarchate of Ravenna and at least ensured Torin didn’t need to worry about southern Booteia.

In the Third Age Umbra concentrated on maintaining its borders and exercising influence via negotiation through the council meetings in Centro-Mundi. But Umbra is not isolationist and in 221 TA it allied with Venezia, Eagleport and even Florence to counter aggression from Karnak.

The presence of Trolls does make the overland routes in central Booteia somewhat fraught but most traffic goes by sea up the coasts, pirates willing, of course. The Rastafarian monks follow the Koroleva in her migrations, as is typical of the smaller Trollish realms.

The ruler is currently Koroleva Svetlana Samarova Nochova who makes a point of ensuring the tacit alliance with Rape is maintained. Umbran Argan Argar Trolls trade openly in Rape and Centro Mundi.
Venezia 30,000: unlike most other major cities, Venezia was founded by settlers fleeing pernicious raids by Trolls. The exact date of its founding is unclear but Venezia’s own legends put the date at 159 MA and Paolo Anafesto as its first Doge. Venezia is built on a small archipelago of islands linked by canals. Initially the population was a mix of cults, mostly human with a few Ducks, but Venezia’s unique situation guaranteed that soon it came to be dominated by Poseidon. The name is reputed to come from the number of the Halls of Venus within the town, favoured by the Poseidon sailors.
The early Moon Age saw Venezia steadily expand its trade. The widespread elemental insurrection from the end of the Dawn Age caused strife but Venezia, already dominated by an elemental cult, suffered no riots and in fact made considerable profit from transporting crusaders.

But the Moon Age saw the Trolllands grow belligerent in the face of what seemed provocation by the establishment of the Lightbringer state of Sunbury in place of Singidun and the Phoenician state of Karnak in place of Lartref. Karnak in particular induced the Trolls to ravage the mainland. When Tryst fell in 189 MA to Attila and other towns to the west of Venezia capitulated, Venezia was left isolated but protected by her lagoon.

Although Karnak stood firm, the hinterland north of Venezia remained in Troll hands for decades and the introduction of Troll fungiculture transformed the landscape. Even today the area is known for the variety and proliferation of fungi, though the land was returned to normal usage long ago.

The Trolls were finally driven back to the Trolllands in 211 MA by Caesarina Carola Magni Aquilae of Karnak, who established the fledgling state of Karnak as a major power in northern Booteia. However Carola was not content with securing the mainland but laid siege to Venezia itself in 248 MA but Venezia held out and was still independent when Carola died in 252 MA.

Venezia grew to dominate the maritime trade along both coasts and the stretch of water from Venezia to the narrows west of Southport came to be called the Venezian Sea but attempts to extend trade beyond this met with competition from Godsport in the eastern Ocean and from Carthage elsewhere. Venezia leant a few ships to the alliance that besieged Carthage 589-92 MA but Venezia probably benefited more than any other city from Carthage’s demise.

By 41 TA Venezia was expanding out of the Venezian Sea and began to acquire various islands, the start of the Venezian ‘Empire without an Emperor’ as many have called it. This expansion brought Venezia great wealth but also brought it into conflict with Eagleport and Godsport.

In 45 TA open war led to Venezia launching a surprise assault on Eagleport. The town was occupied with some bloodshed but little damage to buildings. However the relief column that arrived from Karnak, though it drove the Venezians back to their ships and freed the town, destroyed half of Eagleport by fire.

Venezia took Kerkyra, off the east coast of the Realm of the Sun King 242 TA, investing heavily in fortifications to defend its new possession.

266 TA under Doge Michelle Steno, Venezia took the island of Cretin and in 275 TA she challenged Heliopolitan dominance of the Aegean, disputing Sun King Philippe VI’s claim as a pretext. In 289 TA under Doge Francesco Foscari, Venezia took the port of Toulouse in Rebord, renaming it Parga. For the next 230 years Venezia used Parga as a bridgehead with which to launch land offensives using marines and mercenaries.

At this point the landward assault was mainly a diversion to occupy the Sun King’s attention while Venezia swept through the Aegean but poor leadership and the rank arrogance of charioteers in the field caused the collapse of the Heliopolitan position and in 298 TA Foscari humiliated Heliopolis into granting Parga and the entire province of Rebord to the Venezians.

But in the war of 304-320 TA with Drakenberg and Stannary, Venezia lost several Aegean islands and only narrowly avoided losing Kerkyra. Despite his earlier successes, these setbacks forced Francesco Foscari to resign – however history regards him as Venezia’s most successful Doge.
The Heliopolitan War resumed 307 TA and over the next twenty years Heliopolis recovered some parts of Rebord. An uneasy peace persisted from 327 to 353 TA. During which Venezia was distracted by a further war with Drakenberg 340-344 TA but which proved inconclusive, despite costing two doges their office.

Then Venezia humiliated Heliopolis again, partly due to the insanity of Charles VI. But in a dynastic dispute adherents of the Dauphin killed Jean Duc du Fauchet in 357 TA. This reckless act drove Duke Jean’s heir, Philippe, to ally with the Venezians, seeking to avenge his father. But on land, with the Heliopolitans split, Venezia overwhelmed the Lightbringers and by 360 TA were in control of Fauchet and Axe – yes, Heliopolis itself was in the hands of the Venezians and the Venezian Doge Agostino Barbarigo was crowned Sun King, a worshipper of Argonaut and Triton.

The Realm of the Sun King was reduced to the provinces of Bord and Rebord. The Dauphin Charles VII had no faith in himself or his forces. Morale was restored by a young woman of low birth, Jeanne d’Arc, who claimed to have visions from Helios himself. For two years from 369 TA she personally commanded the Helios chariotry in several victories before she was caught and executed by the Venezians.

Meanwhile in 363 TA Venezia lost several Aegean islands to Drakenberg and then Philippe Duc du Fauchet remembered he was a Lightbringer, Doge Barbarigo died 366 TA and the great Venezian general, Giovanni Lettoguado died 373 TA. With aid from Godsport and Fauchet the Helipolitans commenced a bitter fight back, regaining Heliopolis 374 TA.

The war of 378-381 TA with Drakenberg nearly cost Venezia Kerkyra itself, the gateway to the Venezian Sea, which was saved only by the island’s heavy fortifications.

The Venezians were finally driven out of Rebord 391 but Parga remained a staging post for occasional invasions in 413, 451, 482 and 484 TA, often in alliance with the Trolls. But in 496 TA Parga was retaken and restored as Toulouse.

Intermittent warfare filled the next couple of centuries but in 510 TA Venezia lost Cretin to Godsport, which by now had become the foremost centre for Poseidon worship in the World. However, the sacking of Godsport by Trolls and undead during the Timestop shattered Godsport and left it crippled with much shipping destroyed in the harbour.

In the aftermath of the Timestop, local trade moved to Drakenberg, Stannary and Stromburg while Venezia moved to take back territories lost, including several Aegean islands. Cretin is again Venezian; Rhodos remains Lightbringer but occasionally pays tribute. Venezia’s star is once again on the ascendant.

The town is built on a series of islands linked by bridges and the principal mode of transport is by boat. The town elects a Doge for life from among the merchant oligarchy. Venezia’s main business is trade and her ships ply the Great Middle Ocean from end to end. Unusually, all ships are built and owned by the state with captains hiring them for specific enterprises.

As well as maritime trade, Venezia also manufactures glassware and has a small Dwarf community who inhabit a specific island, Isola Gnomo. The Ducks also have their own island, the Giuducka, which is also home to a daughter priory of the Anatine order of warrior monks. Venezia has no university but the Norbertines have a priory. The Mahatmans also have a grove upon a small island.

The islands of Venezia are policed by the cult of Venatici (the Greyhounds). It has the runes of Water, Order and Fate and the runespells of Alarum, Keep Watch, Ordeal by Water and the 2pt Smite Enemy of the City. It teaches the weapons of cutlass and small shield and light crossbow. The non-weapon skills are Listen, Oratory, R/W Mannic, Rowing, Sailing, Spot Hidden, Swimming and Venezian Law. Cult members swear oaths to defend the city against all comers, even to death. They police the city’s waterways by boat as well as the islands.
Venezia is ruled by a Doge elected for life from among the merchant prince families of the city. The current Doge (the 120th) since 606 TA is Pietro Grimani. Due to the city’s physical isolation in its lagoon the native tongue is Waverli but most citizens also speak Karnaki at 30% or more.
Verona 7,000: The town was founded early in the Moon Age by Selenites who eschewed the long march to Moonguard. (At the time, Moonguard was a lonely city far to the north, in what in the Dawn Age had been Chaos Zone and few people believed it would prosper.) The name was Menzogna. Unfortunately it was twice overrun by Troll invasions 190-211 and 290-300 so it is hardly surprising that most of the Lunar population either fled or was killed defending the walls.

After the demise of Totila Badilova, the town was refounded by Lightbringers as Verona (meaning ‘City of Truth’) and became part of the Exarchate of Ravenna. However Verona fell to King Aimone of Torin in 317 MA, an early casualty of Torinian aggression. The Kingdom came to an end in 522 MA with the death of Desiderio but his son, Adelchis, made a last stand at Verona before fleeing.
Verona, governance restored to Rhadamanthite policing, prospered in its independence but the insecurities of the start of the Third Age led to the town making Mastino della Scalla its podesta, in charge of military defence in 98 TA. He duly made Verona a personal lordship and though Mastino was assassinated in 118 TA his family remained in power for several centuries.
Mastino II della Scalla increased Veronese territory with vigorous military campaigns against its neighbours 170-192 TA, until he too was assassinated. This aggressive policy induced an alliance between Venezia, Florence, Ferrara and Gonzaga that defeated Verona, reducing Scalla possessions to the original town in 218 TA.

Following this humiliation the family descended into a fratricidal nightmare of recrimination, assassination and poison until in 228 TA Karnak took advantage of della Scalla disarray to sieze Verona for itself. In 245 TA Guglielmo della Scalla drove out the Karnakis but died of his wounds just ten days later. The following year Verona placed itself under the protection of Venezia.
Venezian security proved supreme for a century but Karnak retook Verona in 349 TA. However negotiations regained its independence in 358 TA.

Verona was ravaged by a terrible outbreak of Purple Death in 471 TA in which 60% of the population died – bodies rotted in the streets. The aftermath of this horrible catastrophe induced the town to sway toward Lightbringer sympathies again and the new Luciferan Hospital soon brought the Rhadamanthites back.

Today Verona has a cosmopolitan population with a sizeable Selenite minority. It is known as a centre for the performing and visual arts but the rural nobility has only a handful of Heliots, consisting of a mixture of Storm, Phoenician and Lunar worshippers. The town itself is governed by a triumvirate of tribunes: one appointed by the Rhadamanthites, one elected by the trade guilds and one by the Selenites.

As with so many Booteian towns, there is a grove and associated buildings which is the Mahatman equivalent of a priory.

Iberia
The Azraeli state of Iberia was founded by ‘Ivor the Templar’ early in the Dawn Age, with his capital on the site of what is now Stormhaven, but by dint of becoming the pre-eminent city in the peninsula, the name came to define the peninsular itself and persists long after Ivor and his city have vanished from the map.

However, the forces of Azraelite civilisation never fully conquered the interior and at the end of the Dawn Age Iberia suffered major defeats at the appendages of Chaos hordes flooding in from the north and arising spontaneously from the unsubjugated hinterland. With the Azraelites marginalised to the East, Chaotic states established themselves loosely over the majority of the centre and west of the region, dominated by a mainly Phoenician nobility.
Unlike Moonguard and Karnak, guarded by mountains, this Phoenician hegemony provoked reaction from the Storm-dominated lands to the north and east of the Aunamendiak mountain range and by the middle of the Moon Age Storm crusaders were advancing inward from the east and south coasts to commence the ‘Reconquista’.

The fury of Storm gradually beat back Chaos since the various Chaotic states failed to maintain cohesion. Only three cities survived, after a fashion: Akraleuka held out militarily; Cordoba and Zaragoza capitulated and thereby survived relatively intact, although the nobility were for the main part either replaced or converted to Storm worship. All other cities were conquered and Chaos extinguished across the peninsula.

Akraleuka, Cordoba and Zaragoza became centres for refugees fleeing persecution elsewhere. Their relationship with the rest of the Storm dominated city states is troubled but by virtue of being centres of art and culture, especially poetry, they have maintained a precarious existence despite a strong Chaotic underground. Most of the other cities in Iberia are Storm dominated with the exception of Vallasolis, which is Lightbringer, and Civil, which is dominated by Demosthenes due to its peculiar provenance as a dedicated centre of bureaucracy serving the Reconquista.
Despite chaos being tolerated in a scant handful of cities, ‘wild’ chaos has been largely extinguished save for the central Chaos Fells. The 3rd Age has therefore seen the Typhonian nobility pulled away to the Sea of Fortune in search of fame. This has not escaped the notice of the Sultan of Akraleuka who is hatching plans to take advantage of the decline, though for the moment there remain plenty of Stormtroopers to guard against invading hordes and spontaneously generated Chaos.

There are two recent developments of note: firstly is the question of the Chaos Fells in central Iberia, the second is the subject of unification, both questions addressed in the Ursaran summit, Fireseason 513 TA.

Folk memory in Ursara recalls Sablya-Zub’s horde that came close to destroying the city and the Storm nobility to a man regard the fells with horror. There is general consensus that the Central Fells must be cleansed (except Cordoba feels there are bigger fish to fry). However, there is little agreement on was on what happens after. The Trolls want ownership of the fells if they’re to provide the shock troops to take them (and everyone thinks only the Trolls could take on Cave Trolls). But Vallasolis and Cinnabar are adamant that another Troll state in the middle of Iberia is not acceptable and they are confident that Zaragoza and Akraleuka are with them; Cordoba is also leaning their way. However, the Stormlords and Ursara think that the Fells cannot be cleansed without Troll help and if that has to be bought with another Troll state then so be it.
There was now a consensus that the Unification of Iberia should happen: the state capital would be Ursara (with the administrative centre still in Civil, ensuring a physical separation of the monarch from all that tainted paperwork) and Princesa Salomé and her ‘heirs of the body’ would be the head of state as as Reina (Queen). The succession would remain matrilineal but each successive heir would marry a Typhonian Stormlord. (Salomé is already married to Stormlord, Fernando Vasquez, lord of Guadalajara.) The monarch’s authority will not extend to Cinnabar ‘below ground’ and in the Troll fells it will be subject to ratification by Knyazhna Ekaterina Malkova Nochova (kind of like the Prince-Bishops of Durham before 1832). On New Year’s Day 614 TA the state became officially unified as Iberia, other nations flocking to send their representatives to Reina Salomé’s court.
Akraleuka 10000: originally an Azraelite foundation called Lukant, it was taken by Phoenicians in 212 Moon Age and renamed Akraleuka. Lukant’s fall triggered the call to Windhaven for a crusade but Akraleuka managed to beat off repeated waves of Storm crusaders from its fastness, becoming the only Phoenician town to resist the Reconquista by military means. It attracted many refugees, predominantly Phoenician nobles, from other cities. As a result it is over-populated and exists in a state of near permanent siege but its impregnable location has enabled its survival and with the decline in Storm worship its existence is probably the least precarious that it has been for 500 years. It is currently ruled by Sultan Ignacio XII Al-Medina. He is old but still hale. He has plans to abdicate in favour of his daughter, the shrewd and ambitious Incandice, and volunteer to become the Sacred King in Cartagena, where, in alliance with his daughter, in one glorious year he will seek to take advantage of the decline in Storm worship in the hinterland before submitting to be sacrificed. For the moment he watches Albert’s City carefully, biding his time.

Albert’s City 11500: Originally a small Azraelite town called Alarcon. It fell to the forces of Chaos 110 MA who renamed it Alabasit. 300 years later, Alberigo da Argest completely obliterated the Chaotic population of the Phoenician town in 410 MA. Alberigo himself died when he summoned a mighty thunderstorm that overwhelmed all Chaos on the site. His son then refounded the city as a centre of Storm worship in his father’s name (Ciudad da Alberigo, in Iberian). In recent years the city has been depopulated by migrants seeking fame in the Sea of Fortune but is still ruled by the Argest dynasty in the person of Conde Domingo da Argest, he harbours an Olympian grange within the highest tower of his castle. The Anatines maintain a grange within the town for the ease of mounting expeditions against the East Fells.
Almorox Abbey: the small village of Almorox has grown extensively since it became the site of a daughter priory of Slyme Abbey, the headquarters of the Voidic Order. Under its founder, Mother Superior Davida Attenbor, Almorox Priory became the leading centre for research into Chaos Fauna and Flora, often in alliance with the Bridgetine Priory in nearby Ursara. Initial prejudice over the written word and Chaos as a subject among the Storm dominated nobility has been overcome by Almorox monographs on local Chaos fauna and how to counter them effectively. Visitors are urged to visit the zoological gardens in the grounds of the monastery and short excursions onto the Chaos Fells are available at a price. Recently (Seaseason 613) the Voidic Order elected Davida as Abbess and Almorox became the formal head of the order.
Battle City 12000: a city founded by the arch Typhonian Crusader, Rodrigo Vivar (known to history by his Phoenician nickname, ‘El-Sod’) on the site of his decisive battle against a massed Chaos horde that secured the conquest of the entire southwest quadrant in 227 MA. There was no previous conurbation on the site. Like many others on the peninsular, Battle is suffering depopulation due to emigration to the Sea of Fortune. During the Timestop Battle City was threatened by an enormous dragonsnail with a shell of basalt. Fortunately the snail was defeated thanks to the advice of Davida Attenbor who directed huge quantities of salt be heaped around it. The shell still remains outside the city walls, several hundred yards across. The inside has been thoroughly cleaned and latterly has been turned into a residential suburb and shopping mall called La Caracol but is still counted one of the Horrors of the World. The current lord of Battle City is Conde Martin Vivor. Rumour has it that Conde Martin Vivor plans to extend the walls of the city to incorporate the Caracol and build a fortified palace on top to become his new residence. The name in Iberian is Ciudad De Batalla. Carne School is about 20 miles to the NW on the Carnatic, a tribute of the Rio Pata (Duck River – home to a vibrant Duck community), which flows through Battle City.
Boscuro Forest ?: Dark Elf woods (Dûredhel Taur).

Cartagena 16500: founded by Hasdrubal of Carthage in the Dawn Age as an Azraelite principality, at its height late in the Dawn Age it ruled all of southern Iberia. It remained one of the surviving enclaves of Death worship, forging alliances with Lukant and Cinnabar to the north and with the Dwarves established Watchtower to the south with the intention of holding the line of fells along the east coast. However, the fall of Lukant in 212 MA induced Cartagena to call to Windhaven for assistance and triggered the start of the Storm Crusades in 216 MA. Cartagena never fell to Chaos but the turmoil of the crusades resulted in a popular rebellion that may have received assistance from the Dwarves of Cinnabar and the Azraelite nobility was replaced by a Matari state that elects a Sacred King at Yule who is killed the following Samhain.
Cartagena has priories belonging to the Albertensian, Cyriac and Norbertine orders of monks.

Chaos Fells ?: Cave Trolls can be found in the central fells. In 281 TA a horde of Cave Trolls and other Chaos races came out of the Fells under the leadership of Sablya-Zub, a fearsome Cave Troll who kept her troops disciplined enough to use tactics, post guards and send out scouts. Ursara nearly fell before succour arrived from Vallasolis and Zaragoza. Ursara is currently negotiating with the Mistresses of the East Fells about launching joint hunting expeditions against the central fells, the intent being that Storm cults provide the wherewithal to hunt down the chaotic Cave Trolls and the Trolls provide the muscle to deal with them in close in-fighting. The Trolls obviously reckon on colonising these central fells once they are cleared but for the moment the cult of Lowbrow Crazynerk (Niskiyy-Lob Beshenyy Kham, in Trollish) is still a threat to the unwary. It is called Kaos Step in Trollish. The centre of the Chaos Fells features the Dimaryp, a famous edifice reputed to be the result of a god from Khem throwing a pyramid at another god in Iberia. On nights when there is no Moon in the sky, it is reputed to be one of the Horrors of the World but when there is a Moon it is counted one of the Wonders of the World. Go figure!
Cinnabar 15000: one of the ancient Dwarf cities, home of the Quicksilver Dwarves. The human element in the surface city was predominantly Azraelite in the Dawn Age and remained so in the Moon Age despite the Phoenician insurgence but the Reconquista saw a gradual shift in population towards Storm. The name is a mannicisation of the Dwarvish name of the city, Kinnabaramgâtazd, or ‘the place where Quicksilver is traded with Men’. The current king of the Quicksilver Dwarves is Barak Orangebeard (Taragmaranzul). The surface town is ruled by an elected representative, Prefeito Julio d’Azogue.
Civil 13000: originally founded by Azraelites as Spal, it was conquered by Chaosites from Cordoba in 60 MA and renamed in Eagletounge as Ishbiliyya. Conquered in 219 Moon Age by Typhonians under Rodrigo Vivar ‘El-Sod’, it served as a forward base for the Reconquista. However, since the Storm-worshipping nobility to a man wanted to follow the front, they recruited Demosthenes clerks to administer the logistics. When the dust settled the town remained predominantly Truth-rune oriented and the citizens opted to form a democratic republic, which it still is today. It is also famous for its citrus fruits. There is some friction with the extramural Typhonian nobility but Civil remains the place to go whenever the Typhonian nobility need the services of the literati. The city is famous for its university, including a college of wizardry. Even today it is Civil’s bureaucracy that disposes of the Diezmo, which is the tithe paid by the Iberian nobility used to fund the Reconquista. Civil is governed by a college of secretaries each in charge of a department. Each department is concerned with a specific region of Iberia or a political concern – Cancillería (covering non-military/judicial internal matters), Diezmo (responsible for collecting and administering the tithes), Exterior (covering relations with states outside of Iberia), Justicia (concerned with disputes between cities and criminals who flee one jurisdiction for another) and the Reconquista (overseeing the military and relations with non-Storm municipalities) plus Albert’s City, Battle City, Cordoba, Granada, Port Ocean, Stormhaven, Ulysippo, Vallasolis, Ursara and Zaragoza. The head of state is the Ministro, who is elected for seven years by a single vote from each of the secretaries plus one from the rulers of each of the above towns. (Noega, Openport, Sturmburg and Zarragon are all vying to be entered into the electoral college.) The current Ministro is Domenica Vivar de Granada, but she is due for re-election in 615. The Galileans maintain a grange in the city but it is well-hidden and hard to find. (Secretary is secretario in Hispannic.)
Cordoba 22000: unlike most of the Phoenician cities, Cordoba had no existence in the Dawn Age. It was founded close to the start of the Moon Age by a Phoenician warlord as a base of forward operations from where he could launch actions against Alarkon, Lukat, Cartagena, Elibyrge and Spal (now Albert’s City, Akraleuka, Cartagena, Granada and Civil). It was from the first a Phoenician-ruled town of mixed semi-civilised Chaots under the ruling El-Quemadura dynasty. The Caliphs of Cordoba eventually conquered all of Iberia south of the Tagus with the exception of a handful of coastal towns. However, faced with the Reconquista in the mid-Moon Age, Cordoba’s enlightened Caliph, Hakim II, sought a truce with his besiegers and beguiled Stormlord Rodrigo Vivar with sweet poetry of his own devising before voluntarily surrendering his city in 225 MA. Rodrigo (El-Sod) was intent on securing the hinterland and left Cordoba in the hands of Caliph Hakim and so it remained. Hakim’s successors weren’t so enlightened and when his dynasty came to an end Cordoba’s new lords were Storm worshippers but the town had burgeoned as chaotic refugees from other cities fled to its walls and the town now has a rich culture known for the quality of its art and literature, particularly in the form of poetry. The university is famous for its scholars of language and culture and the Anatines maintain their priory in Cordoba, from where they administer their granges in Albert’s City, Vallasolis and Zaragoza. The current ruler is Caliph Hernando VI de Cordoba.
Corin Woods ?: (Eryn Corin in Elvish) Conventional Elf woods.

East Fells ?: The lawful Trolls of the East Fells suffered during the ascendancy of chaos under Phoenix but they fought off the Firebirds and have shown a resurgence since. The ruler of this area is Knyazhna Ekaterina Malkova Nochova and the Trollish name for the state is Knyazhestvo. There is the usual Rastafarian priory but this is a peripatetic affair that spends most of its time following the Knyazhna. There is also an Olympian grange in the north end of the East Fells which is greatly respected by the Trolls.
Granada 7100: originally the Azraelite foundation of Elibyrge (Eli’s Fortress), the city was in a very defensible site, high on a spur of a small mountain range. Elibyrge was taken by siege in 81 MA when Phoenician and were-eagle assault troops dropped earthenware pots that burned with intense fire where they fell. Once taken, the Phoenicians renamed the city Granada in honour of this but the city had to be completely rebuilt thanks to the degree of destruction. Granada held out against the Reconquista as one of the last Phoenician strongholds but eventually yielded to El-Sod after a ten-year siege in 242 MA. However, under the terms of the surrender the citizens were allowed to convert and remain in place or permitted to withdraw to Cordoba or Akraleuka unmolested, the besiegers being impressed with the spirit of their defence. Rodrigo Vivar married the daughter of the last Emir and kept the name of the city, by now famous for its principal exports, a fruit named after the grenades which they resemble, and the liquor made from it. It is still ruled by the Vivor dynasty today, in the person of Vizconde Xavier Vivar de Granada but it is rumoured that various Chaos cults still reside in the city’s underclasses. The Albertensians maintain a small grange from which they liase with the Troll population of the South Fells but Granada also houses the largest Olympian priory in Iberia.
Ingwood ?: (Eryning in Elvish) a very small Elf wood suspected of hiding covert Banurilis.

Longwood ?: (Taurand in Elvish) a large Elf wood of conventional Green Elves.

Noega 2500: one of the last foundations of the Azraelite period, Gegion was the first to fall to the Chaos influx in 426 Dawn Age. Initially it was deemed to have been crushed by a passing Chaos horde but evidently some inhabitants survived and a century later it was under Phoenician lordship under the new name of Volantes, after its ruling dynasty. The Reconquista finally took it in 501 Moon Age, massacring all Chaots and again renaming the town as Noega. It has poor port facilities so the recent drive up the coast by explorers has passed it by. It has suffered from depopulation due to emigration by Storm worshippers to the Sea of Fortune but not as badly as some southern cities. However its population has never been numerous and it frequently finds itself the first bulwark against Chaos hordes advancing past the Aunamendiak mountains. The current ruler is Vizconde Agustin Ponente.
Openport 12500: the Azraelites of the Dawn Age never made it this far across Iberia and the Chaosites, even under the semi-civilisation of the Firebird worshippers, were never interested in sea travel, so it was merchants seeking to open new markets and explore the oceanic coastline that founded Openport in 291 Moon Age. The city is governed by an oligarchy of Poseidon and Mercer traders, whose main concern during the Reconquista was to maintain trade and happily sold their goods and services to both sides. They elect a Prefeito for a five year term. Some Chaots sought refuge from the Reconquista and even today Openport is infamous with the Stormbringers of Iberia for harbouring Chaos but the truth is the merchants fleeced the refugees for all they were worth before turning them out when they could no longer pay their way. Today Openport is turning its gaze northward and seeks a portion of profits of the colonisation up the western coast and to break in to the Lightbringer monopoly of Britannia. The current ruler is Prefeito Carmen da Ultramar.
Orangery ?: (Culfornwaith in Elvish – literally, ‘Land of the Orange Trees’) lawful Elf woods famous for their orange trees.

Port Ocean 15000: the first men to discover the fine natural harbour beneath the mountain named it the Gibber-Tor. They found the mountain was honeycombed by tunnels driven by Dwarves but mysteriously abandoned. Perhaps it was a worked-out mine but the settlers received warnings from Cinnabar that the Dwarves had uncovered something unsavoury in its depths and it is widely regarded as one of the Horrors of the World. However, this merely added flavour to the Azraelite-Poseidon foundation and the name was used in pride by its citizens. The forces of Chaos were little interested in the port and never tested the defences, based as they were on old Dwarven architecture with deep foundations. However, with the start of the Reconquista in 216 MA the the Storm crusaders and the Argonaut traders that brought them found the name of the port distasteful and it was changed to Port Ocean, by which name it served as a major port of entry for the southern Reconquista. It took centuries and a new Age but early in the Third Age Port Ocean began to look further afield. With Tangier and the Lightbringers monopolising Britannia, Port Ocean looked to the south and across the Ocean. It is still governed by an oligarchy of Poseidon merchant princes who elect a Prefeito every six years. No Dwarf will voluntarily set foot in the town. Its old name is a mannicisation from the Khuzdûl, ‘Jibartor’, meaning ‘Fear Rock’ – the word ‘jibar’ in fact refers to extreme, paralysing fear. However, nothing has ever been reported to suggest what might have caused the Dwarves to fear it so, though there are rumours of disappearances. The Albertensian order has a priory outside the town on Tarifa point (the southernmost point of Iberia) and the Galileans maintain a grange in the city that liases with that in Civil as well as the mother Abbey in Florence (Booteia).
Selva Morado ?: (Taurling in Elvish – Purple Forest) a large Chaos wood famed for its purple flora, the woods are largely Selenite with some Zadok & Banuril.

Soto ?: (Eryn Soth in Elvish – literally, ‘Bath Woods’ – referring to the many warm pools in the woods) Conventional Elf woods.

South Fells ?: These Fells were reconquered by lawful Trolls from the East Fells during the Third Age but are still very wild. Chaos may still be found and the Trolls pay only lip-service to their nominal suzerain, Knyazhna Ekaterina Malkova Nochova of the East Fells. There are also quite a few barbarians and substantial numbers of human Wind worshippers following a transhumance lifestyle with their flocks. The Trolls call this area Yuzhnaya Dikoy, meaning Southern Wilds. A Rastafarian grange follows a transhumance course but an Olympian priory can be found at the eastern end of the most mountainous area in the centre.
Stormhaven 48000: probably the most important port in the north-west littoral, second only to Carthage for dominance in the west. It was founded by Ivor the Templar of Carthage in the Dawn Age as Ivoria, which became corrupted to Iberia and gave its name to the peninsula. It was always a stronghold for Poseidon but the influence of the Azraelites waned as the Chaos hordes encroached toward the end of the Dawn Age and they were replaced by Stormtroopers from the north, drawn by the promise of fighting Chaos. With the collapse of Azraelite civilisation to the south, Cartagena requested aid from the Storm worshippers of Ivoria and Windhaven. The huge wave of Storm worshippers finally tipped the balance within the city and Ivoria renamed itself Sturmhavn (more usually Lunaticised as Stormhaven) in 222 MA. Today it is governed by a Poseidon oligarchy strongly influenced by an extramural Storm nobility and a high transient population. The head of state is an elected Prefeito. It has no University but the Norbertine Order maintain a daughter priory.
Sturmburg 3000: Azraelite civilisation never penetrated quite this far and the area remained a Chaos wilderness even late in the Phoenician era. But Storm crusaders early on realised that Iberia could only be cleansed by cutting the hordes’ invasion route from the north past the Aunamendiak mountains and Sturmburg was founded in 365 MA as an archetypal Storm dominated fortress to block the gap between the Ibo river and the hills of the Cordillera. Although depopulated due to recent emigration to the Sea of Fortune it is still a formidable city, the area is heavily castellated and its population have a fundamentalist frontier mentality. The lord is Visconde Tomas von Sturmburg. His castle houses a small Olympian grange and a rather larger grange can be found in the hills to the east of Sturmburg.
Tamazight 7500: a late foundation of the Azraelite era, built in an attempt to outflank the rise of the Phoenician semi-states, the city was quickly overwhelmed by Chaos and renamed Agadir, at which point it all but ceased to have value as a port, despite the wonderful natural harbour. Of course it became an obvious point of attack for the Reconquista in the mid-Moon Age and, once taken by a combined land and sea assault in 218 MA, resumed its original Azraeli name, which might indicate a certain continuity among its citizens. Quickly left behind by the crusade, it gained a dual governance of extramural Typhonian lordship with a Poseidon oligarchy in the town itself. However the Storm element has weakened in the 3rd Age and the Poseidon element is slowly building the port to compete with Openport, Port Ocean and Tangier. The Anatine order of warrior monks maintains a daughter priory here, from where brethren make frequent raids onto the Southern Fells.
Toledo 1000: founded in the Dawn Age as Toletam by the Carthaginians, southwest of Matarit (modern Ursara), the town attracted Dwarves due to the presence of the famed iron-shelled dragonsnails of the Chaos Fells, where among other things they made swords. Under Phoenician rule, the town became known as Toledo (pronounced Tol-eh-doh, with emphasis on the first syllable) and production shifted to scimitars. After the Reconquista, the town kept the name but gained the modern pronunciation of Tol-ay-do, the emphasis shifting to the second syllable. The Reconquista dispersed the iron dragonsnails, of course, and with little demand for scimitars and none for straight swords, production declined, but there are still a few Dwarves making spears and axes. It is ruled by Barón Acero del Toledo, a Typhon Windlord.
Ulyssipo 16000: originally founded as Allis Ubbo by Azraelites in the mid-Dawn Age, the town was first attacked by Chaos in 467 DA but held out against the Phoenician led Chaos hordes for two centuries, only to fall to Cordoba 60 MA. As a port it was disregarded by the forces of Chaos with semi-nomadic hordes drifting in and out through the ruins. For the Reconquista, good ports on the west coast were one way to outflank the uncoordinated defences of the Phoenicians and the town was retaken in 248 MA by the hero Ulysses Nimbuside, who rebuilt the town, which soon came to be called Ulyssipo after its new lord. His heirs still rule the town (the current ruler is Conde Ulysses Nimbuside IV) and Ulysses’s cult forms the town watch. It is a cult of Storm, Order and Truth with the spells Lightning Rod, Reveal Trace (if cast at the scene of a crime after a successful Tracking roll, the spoor of the perpetrator will appear to glow to the caster for 15 minutes), Tongues and Counter Chaos (plus Thunderbolt associate from Nimbus). Cult weapons are 1-H Spear and Medium Shield with shortsword and light crossbow as support weapons. Starting characters have Law, Spot Hidden, Listen and Oratory at 50, Hide in Shadows, Move Quietly, Speak Stormspeech and (uniquely for a Storm cult) R/W Mannic at 30. Starting spells are Detect Enemies and Parry II with 3000s of other spells with Demoralise, Dullblade, Farsee, Speedart, Parry and all standard Detects at half price. Fanaticism and Invisibility are forbidden.

Ulysses has found grudging acceptance in Battle City, Civil, Openport and Tamazight and Civil is trying to make it the official law enforcement cult across Iberia, but faces considerable opposition.

The port facilities are good – not as good as Tamazight or Port Ocean but nonetheless under-exploited. However a lord with some foresight might yet turn Ulyssipo in to a major oceanic port.
Ursara 28000: the town appears to have been founded by the Azraelites in the Dawn Age as a centre of worship for Azrael’s mother, Matar, with the name Matarit. As such it came to be a centre of spiritual influence rather than political or military power but lying as it does in a very fertile area the city came to be the largest in the peninsula. As a valuable put poorly defended piece of real estate, it frequently fell under the influence of Alarcon, Salduba or Tolit but equally as often maintained its own governance when it could play the others off against each other.

However, such a rich jewel became a prime target for the encroachment of Chaos and was the third major conurbation to fall after Gegion and Tolit. Matarit repulsed a Chaos horde in the Great Siege of 434 DA, but finally fell in 493. At the time the Azraelite communities to the east assumed these towns would simply fall in to anarchy. That they reappeared almost immediately under Phoenician leadership as semi-civilised city-states was a very unwelcome surprise.

Matarit, renamed Benux under Phoenician suzerainty, became the single most powerful state in central Iberia. However the very nature of Chaos led to the various Phoenician and Chaos states warring against each other, perpetually forming alliances against each other and the Azraelites only to dizzyingly realign with their enemies against their allies. When the Storm Crusade began to push from the south and north-east, Benux found itself caught in a pincer between the two. Evidently the Matari element had maintained continuity and the peasantry rose up against their Phoenician overlords when the Stormtroopers appeared in 484 MA.

The leader of the first contingent was the woman we know as Ursara. Some claim she was a werebear of the Ursov tribe from the mountains west of Torin; others that she was a Valkyrie of noble origin; some say both are true. Whatever her origins, she placed the people of the city under her protection, recognising the importance of the Matari uprising in ending the siege. The city renamed itself in her honour and her cult still protects the city. The cult of Ursara claims she was the wife of Urzov (despite more than a thousand years separating the two); women in the Bear Tribe often follow her worship and Ursov gives Ursara the spell of Great Bear as an associate. Her runes are Storm, Man, Beast and Fertility and has the runemagics of Breath of Life, Totem Shape Change (1pt) and Fertility Rite (2pts).
Ursara has returned to being an economic powerhouse and commands the centre of Iberia politically and economically. Despite Storm worshippers leaving to join the crusades in the Sea of Fortune, Ursara’s population continues to rise. Ursara’s governance is highly unusual for a Storm-dominated township as the title of Princesa passes from mother to daughter and all are werebears. Most citizens of Ursara join the cult, though most only at lay level. Matar remains very important too and there are an unprecedented number of standing stones and henges in an around the city, though there is no equivalent of the concept of Sacred King. The Princesa’s husband is known as the Principe-Consorte and is usually a worshipper of a Storm cult, though not always. The current incumbent is Princesa Salomé de la Ursara.
Princesa Salomé’s biggest concern is the Chaos Fells. In 281 TA a horde of Cave Trolls and other Chaos races came out of the Fells under the leadership of Sablya-Zub, a fearsome Cave Troll who kept her troops disciplined enough to use tactics, post guards, send out scouts. Ursara nearly fell before succour arrived from Vallasolis and Zaragoza. The current strategy is to ally with the Trolls of the East Fells with the idea that the Trolls take over the Chaos Fells as they are cleared by Trollish supported by Stormtroopers. However, dealing with the Trollish concept of diplomacy is proving a difficult thing and Vallasolis is against it.

The Bridgetines have established a priory in Ursara which liaises closely with the Voidic institution at Almorox and specialises in researching the Purple flora imported from Selva Morado during the Long Winter. Recently they have shown an interest in Vallasolis but it is not known why. Princess Salomé constructed an artificial hill within her estate which houses an Olympian priory.
Vallasolis 15000: originally founded as an outlying Azraelite town named Tolit, initially it struggled to establish itself. Ironically, just as it was attaining true power, Chaos hordes from the north overwhelmed Gegion in 426 DA and went on to ravage the northern marches. When Tolit mobilised to repel the hordes, its army was crushed at the Battle of the Swarms in 429 DA. Tolit held out for a few seasons, crying for help to Salduba and Matarit but Tolit fell in 431 DA, while those towns were still debating how to respond. It is not known what happened to the indigenous population. Popular legend among Azraelites has it that they were slaughtered but there is strong evidence that many fatalistically accepted their new overlords.
Unlike most other cities in the new Chaos zone, the city’s new overlord was not a Phoenician. She is known as Pucella and the stories about her origins are many and contradictory: she was a human worshipper of Zadok (with or without Banuril) or of Klute or Selene (though there is no evidence of Voodoo magics, illusions or Lunar worship). She was either human or an Elf or Dryad who divinted in to human form, or even a Baboon! Whatever her nature, Pucella established a new principality on the site that vied with Benux to the south, Zaragoza to the east and Volantes to the north. Pucella was merely mortal but she established some sort of chaotic city cult of which the highest priest or priestess was always the ruler of the principality for the majority of the Moon Age.

When it came to the Reconquista, unlike most other cities, Pucella was taken by a small contingent of Lightbringer crusaders from Florence and Heliopolis in 431 MA. The available Stormtroopers were fully deployed campaigning against Volantes to the north and Benux to the south. The Lightbringers were a small force tasked with merely keeping Pucella occupied until reinforcements could be brought to bear. Surprisingly, however, the Lightbringers supposedly crushed Pucella and the city’s cult as a chaotic abomination and the city was renamed Vallasolis under Helios leadership and Rhadamanthite jurisdiction. Some rumours do say that Pucella’s strange cult still exists in an underground form, even that the cult chose to yield the city to the Lightbringers in preference to the Stormtroopers. Whatever the truth, Vallasolis is famed for its stunningly beautiful gardens.

The current ruler is Conde Raphael de Solis. Visitors are recommended to see the Sundome Temple, set in the gardens of Solaris Park (Jardin Solar). The Solarian Priory is adjacent but this is usually not open to tourists. The Anatines maintain a grange for the ease of mounting expeditions against the Chaos Fells.
Watchtower 1500: Watchtower was of old the site of iron mines worked by dwarves from Cinnabar. By the middle of the Dawn Age, Cartagena and other human cities were becoming concerned that Carthage would seek to establish firmer control over what it regarded as its Iberian territories. The site of the mines was regarded as the perfect place for a tower looking out over the sea and so Cartagena and Cinnabar built Watchtower above steep cliffs, with its back to the fells it was difficult to take from the land and impossible from the sea. With vast dwarf tunnels beneath, it could hold huge reserves of troops and, of course, would number Dwarves among the defenders. The threat from Carthage was real enough but never actually materialised. However, with the onset of Chaos Watchtower took on a new importance, guarding the southern flank of Cartagena. Though besieged several times Watchtower never fell and has remained under joint human-Dwarf governance down the centuries, though with Cartagena’s influence the human worship has shifted from Death to Matari worship (though Watchtower does not follow the practise of the Sacred King). There are also significant numbers of Wind worshippers too and an Olympian grange graces the peak overlooking the town.
Zaragoza 12500: the original Azraelite foundation was called Salduba and enjoyed considerable prosperity when it could escape the yoke of Ivoria (modern Stormhaven). After the fall of Tolit (modern Vallasolis) to Chaos in 431 DA, Salduba found itself fending off multiple hordes. Despite heroic defence, Salduba was taken in 439 DA by a Phoenician called Zara, who established herself as Princess of the town, which became known simply as Zara’s City.
It was after Princess Zara’s death that a cult sprang up that worshipped her memory and the town’s name slowly morphed to Zaragoza – ‘Zara’s Ghost’. Zara’s heirs preferred to rule the town through her cult, which paradoxically isn’t even chaotic, and as a result Phoenician rule in the town has lain happier with the townsfolk than in other cities and most of the citizens happily join the cult of Zara’s Ghost as at least laymen.

When the Reconquista tried to retake Zaragoza it found a well-motivated citizen’s militia and a capable ruler who beat them in several battles (227, 228 and 238 MA). However the Caliph of Zaragoza realised that ultimately the crusaders must win and cunningly elected to use his position of strength to achieve a negotiated settlement in 241 MA. As a result Zaragoza has remained nominally chaotic. The nobility is a breathtaking mixture of Phoenicians and Stormtroopers, which has helped to make the town Iberia’s recognised centre for duelling. The Anatines maintain a grange for the ease of mounting expeditions against the East Fells. The current ruler is Calipha Maria di Zaragoza.
The cult of Zara’s Ghost has the runes of Fire, Order and Illusion. The cult weapons are the same as Phoenix but only one weapon is needed for Runelord. The runemagic consists of the 1pt spells of Image, Ordeal and Summon Ghost of Zara (latter non-reusable) – the Image spell works only in the light cast by a naked flame, they are unaffected by Moonlight (as long as flame or candlelight is also present) but direct Sunlight reveals them as false images; Ordeal requires a recipient to either walk barefoot over red-hot coals or clutch a branding-iron to test the truth of his testimony; if truthful he suffers no hurt, otherwise the fire burns away the afflicted limb. Zara’s ghost always appears with Int 18 and Pow 3d6+6. She converses in Spiritspeech or Eagletongue and will serve the caster for 15m or one request, whichever the shorter. She does not like to indulge in Spirit Combat but has a Pow x 3% chance of knowing each Phoenician runespell and always has unlimited use of her own runemagic (though of course she cannot summon herself). Her favoured tactic is to cast enhancements on her summoner while bewildering his enemies with illusions.

The cult’s devotion to Fire and Illusion is also reflected in the use of fireworks on holy days, for which Zaragoza is famed throughout Iberia. It is said that the Cult of Zaragoza originally had the Chaos rune but that this was deliberately relinquished through hero-questing.
Zarragon 4000: this coastal town has but the most rudimentary of anchorages but was established by Azraelites from Carthage as Kesso. It was one of the early cities to be taken by the Chaos hordes in 496 DA by a Phoenician named Tarchon, who promptly renamed his acquisition Tarraco in his own honour. The Azraelites managed to retake the town in 539 DA but Tarchon’s heir retook the town in 99 Moon Age. The town was one of the first to fall to Stormtroopers advancing from Stormhaven in 225 MA, the population revolting against its Phoenician overlords. The town renamed itself Zarragon (the similarity of the name to nearby Zaragoza is entirely coincidental) and ever since it has been a largely Matari/Mercer institution with a strongly Typhonian nobility. The Albertensian order has a priory in the town. The current ruler is Vizconde Carlos Tempestad.
Khem
Perhaps the oldest true state in the World, Khem has a written history going back almost to the First Dawn. Khem’s unique qualities stem from the deal between Matar and Poseidon in Godtime. Matar gave Poseidon the desert lands in the south, now known as the Sea of Sands, in return for Poseidon bringing water to that portion of the desert she wished to retain. Poseidon gave Mater the Elemental spirit of the Nile River, who was Hapy to serve her.
For this reason worshippers of Matar in Khem may sacrifice for undines and the boatmen who ply the Nile are Mercers, not Naiad worshippers. Throughout history the Nile has been the major thoroughfare in Khem. The speed of the river in Khem varies with season: In the Seaseason floods, the speed is typically 5-7 mph; since the speed of a wherry is usually 2-4 mph, depending on the wind, no traffic can pass upstream during Seaseason. In Fireseason the flow is a leisurely 2mph, in Earth and Dark seasons, 3mph and 4mph in Stormseason – though strong winds can help mitigate this. However, the Mer-Wer canal runs from north to south from Nen-Nesu to where it joins the Nile just north of Qis and it can be used to sail south in Seaseason as its flow is always 1mph southward, regardless of season.
It is said that Azrael is held to have incarnated in to the avatar known as Horus-Aha at the First Dawn. Horus set about dividing the living from the dead and ensuring that the dead found their way to their appropriate places in Hell. He sent out missionaries to carry this blessing to all the peoples of the littoral.

Horus also taught his people the art of civilisation and created the state of Khem, ruling from the city of Opet in the south of the country while maintaining Necropolis, where he first appeared to his people, as the spiritual heart of Azraeli worship.
Horus founded a dynasty that ruled for 160 years. The following dynasty, born when Hotepsekhemwe married Betet, the last of Horus’ line, deliberately split Khem in to upper and lower kingdoms. They did this because the first two dynasties put their subjects’ weal before their own self-aggrandisement but this changed with the 3rd dynasty, the Djosids, who forcibly reunited Khem and expanded militarily to create what we now know as the Old Kingdom.

The Old Kingdom lasted for over 500 years and 5 separate dynasties, all claiming ultimate descent from Horus-Aha. During this time the northern littoral suffered the upheavals of the end of the Dawn Age. In Khem this was all regarded from afar with polite distaste, though the utter collapse of Anatolia produced genuine shock in Necropolis.

The Old Kingdom itself disintegrated some two centuries later, due to internal problems, not least of which was the collapse of an economy that insisted in investing huge quantities of bullion, currency and other wealth in the tombs of the dead, immense pyramids, where it remained until looted.
The resulting interregnum lasted nearly 200 years before the Middle Kingdom rose to replicate the heights and errors of the Old Kingdom for another 350 years, by which time the northern littoral had entered the 3rd Age.

After the collapse of the Middle Kingdom there was another period of 150 years of anarchy during which Khem was invaded by Kushite Trolls and Lightbringers from the Levant before the rise of the current ‘New Kingdom’.
The promise of the Thutmosid dynasty dissipated in iconoclasm, heresy and internecine strife, but at no time was central government threatened and the new Ramesid dynasty seems to have its eyes firmly set on restoring the glories of empire. Kush is already more or less completely subjugated and troops are building on the Levant border well in excess of any potential threat.

The geography of Khem is unusual as the country is literally that territory wetted by the Nile’s yearly flood and extends for just a few miles east and west of the river for some 4-500 miles. The Nile serves as the main transport link for the country, almost all goods travel by the river and pack animals are used only for haulage laterally from the banks. This geography makes military manoeuvres tricky, since it is difficult to outflank an opponent without entering the desert, always a difficult proposition, even for a few hours. It is literally a different country and it is not unknown for armies entering the desert to be unable to find their way back.

The people of Khem dress in light clothes, frequently naked above the waist. Women of all walks of life frequently use parasols to shield them from direct sunlight. Hair and eye colour are typically dark brown or black with straight hair and skin tone is olive to coffee, though darker shades are also seen.

Abydos 20000: capital of Nome VIII and the proud possessor of the tombs of the Horusid dynasty, including that of Horus-Aha himself. When Horus died after a 31 year reign, his spirit departed in Charon’s Ferry from Deathport but his mortal remains were taken back to Abydos, where they remain in a humble tomb hewn in the ground and lined with bricks, 10 x 20ft. The current pharaoh, Seti, is building an immense temple dedicated to his predecessors of the first dynasty and enclosing all their tombs. He is also aggrandising the Luxorian priory.
Amarna ?: a brand new capital in Nome XV created by the command of Pharaoh Akhenaten, who worshipped Helios. It was glorious for a few short years (1704-32 NC/545-573 TA) before being abandoned by Horemheb. It has been a ghost town for forty years but there may be a few diehards still living in the magnificent ruins and the Solarian Priory is still fully inhabited. The Luxorians never had a presence in Amarna and the order are known to have disapproved of Akhnaten’s heresy.

Arsinoë 10000: capital of Nome XXI, the richest and most productive nome in Khem, entirely on the west bank of the Nile. The citizens revere crocodiles, which are pampered and it is anathema to harm one, even if it attacks you. The town was originally named Shedyet. When the Old Kingdom disintegrated in to the anarchy of the First Intermediate Period, Shedyet declared independence, like every nome in Lower Khem, but the wealth of Nome XXI caused the Neferkarids in Necropolis and other nomes to move against it. Arsinoë was the Nomarch of Shedyet (since her father had been killed by Nitiqret along with the other nomarchs). Arsinoë had learned the speech of the crocodiles and she called on the crocodiles of the Nile to come to her aid. Sobek, the King of the Crocodiles, answered her call – Sobek himself attacked the ships of Necropolis in the water and his minions attacked the troops of Nome XX. In gratitude the town renamed itself Arsinoë and her cult is worshipped by all citizens at at least laymen level.

The town spawned several viziers to the Amenemhatid dynasty and queen Sobekneferu, who married the last Pharaoh, Amenemhat IV, came from Arsinoë. She promoted her family and when she died in 1248 NC (89 TA) her brother founded a new dynasty as Sobekhotep I. The Sobekhotepid dynasty ruled from Opet but never severed their ties to Arsinoë and the city’s support was crucial during the myriad civil wars of 1252-1290.
The Cult of Arsinoë has the runes Water, Order, Death and Reptile and the runespells Summon Crocodile (1pt reusable – summons a d6 crocodiles if cast within 160m of the Nile) and Summon Sobek (2pt non-reusable). Sobek manifests as a huge crocodile of Str 60 Con 21 Siz 60 Int 13 Pow 30 Dex 21 HP 37; he has a bite at 150% for 2d10+4d10 and a tail lash at 150% for 4d10. He has 12pts of armour all over and has the skills of Watersense, Swimming and Hide in Water at 150%. Sobek is always escorted by 2d6 normal crocodiles and can summon more in 2d6 minutes. He knows B/M: Countermagic IV, Demoralise, Ironhand IV and Protection IV. He has an Int x 1% chance of having any specific 1 or 2pt Mordrake runespells (not Dragonbreath or Dragonwings). He is immune to Spirit Combat and indeed has no spiritual presence, like a Dragonewt. He never leaves the waters of the Nile.

Normal crocodiles are Str 4d6+12 Con 2d6+6 Siz 4d6+12 Pow 2d6+6 Dex 3d6; a bite at 75% for 2d6+DB and a tail lash at 75% for DB with 6-8pts of armour all over. On land they usually have a negative defence but any crocodile in water does not suffer this penalty. They have the skills of Watersense, Swimming and Hide in Water at 75%.
Initiates of Arsinoë learn Crocodile Speech and Oratory, which is the cult method of preventing crocodile attacks. The cult weapons are shortsword and large shield. The test for priest involves crossing the Nile by stepping on the crocodiles – not to be seen by the fainthearted as a significant minority fail spectacularly. A failure of Crocodile Speech causes the applicant simply to fail the test as he’s ignored, however a fumbled Crocodile Speech or a success on Crocodile Speech and a failure of Oratory, causes the crocodiles to turn on the applicant en mass, usually in the middle of the river.
Avaris 3000: for a thousand years Avaris was a minor town called Hut-Waret, of little consequence save as a garrison town for troops defending the northeast borders. But in 1330 NC the Hyksos, Helios charioteers, invaded from the Levant. They seized Hut-Waret and renamed it Avaris. It became the capital of a Lightbringer state commanding the delta, the southern Levant and most of the east bank as far as Necropolis. From 1340 Avaris was countered by the Troll state of Sakha centred on Deathport but in 1402 Avaris took Deathport. With all the delta secured, the Lightbringers quickly took Necropolis to establish the Hyksos dynasty of pharaohs, a line which came to an end in 1518 when the Thutmosids reunited Khem in the New Kingdom. However, though no longer a political force, the Lightbringers were absorbed into Khem society and Avaris remains a Lightbringer stronghold. The Solarians have an impressive priory in the town. The Anatine priory is not impressive but has many monks nonetheless. Today Avaris is the capital of Nome XXV.
Brazendeep 35000: this ancient Dwarf city is the home of the Bronze Dwarves. The Khuzdûl name is Arad-Dûmamok (Bronze deep-delving) but as with all Dwarf cities, the metal refers only to the specific dwarf race and not the products of the mine, which cover all the usual metals, jewels and minerals available. The surface city is not especially pretty, though it does feature some impressive architecture. As with most Dwarf cities, it is marred by large spoil-heaps. The subterranean workings are rumoured to be more extensive than most as the Bronze Dwarves prefer to access other workings underground without exposing themselves to the desert sun. Close to Necropolis, Brazendeep has occasionally supported that city in disputes with upper Khem but more typically prefers to remain politically neutral. Neibelung was a son of Matar and at least half brother to Azrael so must be counted with the Earth-Death pantheon. Nonetheless there are fundamentalists who regard the Dwarves as anathema, though frankly there isn’t much they can do about it beyond attacks on individuals. On two occasions pharaohs have declared war on Brazendeep only to be humiliated on the battlefield.
The Basilian Order has a daughter priory within the town and the Cainites have a small grange. The current ruler is Ulric Brasenose (Aradap in Khuzdûl).

Deathport 18000: the principal port of Khem, though there are other anchorages in the delta, Deathport is easily the best harbour and the capital of Nome XXIV. Thanks to Matar’s deal with Poseidon, none of his ships are permitted on the Nile or in the delta and so all cargoes are transshipped in Deathport. Transport on the Nile or in the delta is by Azraelite or Mercer boatman. Deathport is of course not the Necropolitan name. It is a partial Helionicised version of the true name, Dupitmanojminit (literally, ‘Death-boat-mooring’), which comes from Deathport being the place where Horus is reputed to have stepped aboard Charon’s ferry when it came for him at the end of his reign. However, in 1340 Troll mercenaries under Nehesut rebelled and seized Deathport, renaming it Sakha in Trollish. It remained in Troll hands until 1402. This interval was 181-243 TA and the Trolls’ Poseidon allies spread the new name far and wide. The Troll name is still surprisingly widespread, particularly on maritime charts, but woe betide the tourist who uses the name while visiting Khem, for it is a reminder of a dark and dreadful period of history. Deathport is easily the most cosmopolitan city in Khem. Obviously the Luxorians maintain an impressive priory in Deathport but the Norbertines also have a somewhat smaller priory and very recently the Cainites have established their Abbey here, though rumour has it that Kwai Chang Caine is already looking to shift the centre of his unique order of monks elsewhere.
Delta ?: the Nile delta is a bewildering mesh of rivulets, salt marsh, jungle and dunes. There are quite a few towns and villages in the Delta (most notably Deathport, Per-Bast and Zagazig qv) but the mangroves are also home to the Haje clan of Nagaina pygmies, a thriving Duck community and two separate populations of Faeriekin (lawful Green Elves and Z&B Marsh Elves), there are also dual populations of Baboons.
Edfu 2500: capital of Nome II, Edfu is famed for its huge temple to Horus, son of Matar and first Pharoah – he is an avatar of Azrael, of course. [Off bottom edge of map.]
Elephantine 4000: capital of Nome I and essentially a border fort guarding against the Kushite Trolls. It gets its name from the huge beasts of war imported from the fabled Moghul lands to defend the border during the Middle Kingdom. [Off bottom edge of map.]
Hardai 2000: capital of and a local cult found in Nome XVII. It is superficially similar to Zawt but for dogs rather than wolves and outside the capital is a cemetery dedicated to embalmed dogs. Hardai was a famous dog from the 1st Intermediate Period who died defending his master, the Nomarch from an evil Thanatari, thought to have been sent from Per-Medjed, with whom Hardai was in dispute at the time. The Nomarch was grateful and the town worship the dog as a hero to this day. His cult has the runes of Order, Beast and Death and the 1pt runespell Wolfhound. Initiates learn the skill of Dog Training. The town reveres dogs and any dog that dies in defence of the town or its citizens is mummified and entombed with all honours in the catacombs beneath the temple. Cult weapons are 1-H Sword and Medium Shield.
Hebenu 17000: capital of Nome XVI, Hebenu is a hotbed of fundamentalism and the birthplace of more than one extremist sect. The ubiquitous Luxorians maintain a priory.
Hut-Sekhem 2000: capital of Nome VII, the town in Godtime was where Wraithe (known as Set in Khem) incarcerated the vampire-lord, Baital. Today it is known for the prevalence of bats in the area. The Luxorian priory is an architectural gem.
Ipu 15000: capital of Nome IX. This town holds annual games to which contestants come from all over Khem and from elsewhere, the only entry requirement being that they must be worshippers of Azrael or his pantheon. The town is also known as a centre of weaving and stonemasonry. There is a Luxorian priory.
Khmun 3500: the old capital in Nome XV superceded by Akhnaten’s new capital, Amarna, for a few years (1704-32 NC/545-573 TA). But Khmun was restored as the capital when Amarna was abandoned. The city is famed as the greatest sandship port in Khem and inspired the book The Road to Khmun Pier by Gregor El-Worl. There is a Luxorian priory.
Kush ?: a semi-legendary territory to the south of Khem, a dark land covered in mushrooms inhabited by Trolls. Kush has been invaded and even subjugated many times over the centuries and has occasionally returned the favour. It is currently believed to be under the yoke of the Ramesids but Kush itself borders strange lands who do not recognise our gods (see Zanj in the Far Lands). There are rumoured to be at least three different priories of Rastafarians but this has never been confirmed. [Off bottom edge of map.]
Luxor Abbey 200: the centre of the Luxorian order of monks, founded by Luxor of Opet. The Black Monks worship Demosthenes and Azrael and dedicate their lives to researching the Death Rune. Many daughter priories have been infiltrated by Wraithe worshippers, however in Khem the attitude to Wraithe is complex. To Khemites he has a name, Set (which may even be his actual name), and he is regarded as part of the Death pantheon. The degree of tolerance comes and goes in waves and the current Pharaoh is named Seti in honour of the god.
Maten 7500: capital of Nome XXII. Both city and temple are dedicated to Matar by one of her Necropolitan names. The nome lies entirely on the east bank of the Nile. Unlike the rest of Khem, the nobility are a matriarchy; the nomarch is always a woman and titles descend from mother to daughter.
Nebwat 2500: capital of Nome V, known as Iushenshen in the Old Kingdom and as Gebtu in the Middle Kingdom and now as Nebwat. The town has been destroyed on several occaisions, sometimes through civil war and once by Kushite Trolls. It has always been rebuilt because it is the principal starting point for caravans to the Red Sea and the trade routes to the exotic East, including Cathay and the Moghul Lands. There is a grange of the Cainite Order here, where Kwang Chai Caine first arrived in Khem, and the typical Luxorian priory.
Necropolis 80000: the centre of Death worship in the known World. This is where Azrael incarnated as Horus at the First Dawn. The city has been venerated ever since. Necropolis has also served as the capital of the state of Khem through the majority of history but occasionally Opet (and for a brief period, Amarna) has been the centre of secular government and Necropolis merely the religious centre (in fact this is how Horus himself chose to govern) but currently Necropolis serves as both. Necropolis’ significance as a religious centre stems from it being the place where Horus-Aha awoke after the First Dawn and was the first place to receive his ministrations and therefore claims to be the first city. Luxor Abbey, head of an order ubiquitous throughout Khem and with many priories outside, lies just outside the city. The Cyriac monks also have a priory inside the city. The Necropolitan name is Nebcenhkirak. The Great Pyramid of Khufu is counted one of the Wonders of the World. It is made of gleaming white stone, standing almost 500 feet tall and has been calculated to weigh almost six million tons. As well as the current capital of Khem, Necropolis is also the administrative centre of Nome XXIII.
Nekhen 8000: capital of Nome III. This town is unusual in that it is held by the Trolls of Kush to be the site where Bagog ambushed, slew and ate Nakala in Godtime. Certainly there are many scorpions in the area, most of which are small and no threat to humans. The events in Godtime happened before Poseidon gave the Nile to Matar and as a result the terrain has changed much since then. This is one of the reasons for enmity between Kush and Khem. Modern Nekhen is also famed for its zoo. There is a Luxorian priory.
Nen-Nesu 8000: capital of Nome XX. This was the Nome of origin of the Nen-Nesid dynasty of Lower Khem between 920 and 1010 NC, during the First Intermediate Period. The name means ‘Mother of the Shards’, referring to the large stone tablets which sages believe are the oldest recorded listing of the Commandments – however, time has not been kind and the several tablets have been broken, damaged and even deliberately defaced, causing confusion over the precise ordering of the original Commandments. This confusion has caused the genesis of many sects and heresies. The shards provide a huge income from pilgrims who visit the Luxorian priory to see the relics.
Opet 30000: capital of Nome IV but during those periods when Khem has been split in to Upper and Lower Kingdoms, Opet is usually the capital of Upper Khem, though occasionally it has had to dispute this with other towns. Opet is justifiably proud that Horus chose to rule from Opet when he created Khem and there is always some rivalry between citizens of Opet and Necropolis. There is a Luxorian priory.
Per-Bast 8000: a town in the delta in Nome XXIII with an unusual city goddess. Bast is worshipped by the townsfolk of Per-Bast, near Necropolis, who have an anomalously high number of werecats of various species in the population, especially women (Pow x 1% of women, Pow/2% of men). Unusually this is an example of a local city cult finding favour more widely as Bast’s cult has spread throughout Khem in recent centuries. She is usually depicted either as a cat or as a woman with a cat’s head. Bast’s runes are Beast, Man, Order and Stasis and she has the runespells of Amulet of Bast (1pt – non-reusable, cast on a necklace bearing a jewel fashioned in the likeness of a cat or a cat’s head, it becomes an amulet protecting the lay wearer from disease by increasing his effective Con by 4), Call Cat (summons a random cat as below), Totem Shape Change (were-cat) and (2pt) Summon Bast (Spirit of Int 18 and 18+d6 Pow). The cult teaches Cat Speech for free and MQ and HiS at half cost. The cult weapon is the cestus, the wielding of which is an identical skill to claw for initiates only – an initiate who knows one, knows the other. Cult battlemagic includes Catseye.

Cestus
SR 4
Base 15
Damage d4+1+DB
300/600/1200/-

Random Cats – can also be used for were-creatures originating from Per-Bast – were-cats have an intermediate form where only the head transforms.
d100
Cat
Str
Con
Siz
Pow
Dex
Bite/Claw
01-20
Domestic Cat
d4
3d6
d3
3d6
d6+12
d3/d2

21-40
Wildcat
d6
3d6
d4
3d6
d6+12
d4/d3

41-60
Caracal
2d6
3d6
d6
3d6
d6+12
d4/d3

61-80
Lynx
3d6
3d6
2d6
3d6
d6+12
d6/d4

81-90
Cheetah
3d6
3d6
2d4+6
3d6
d6+12
d6/d3+DB
very fast, move 12
91-99
Panther
4d6
3d6
2d6+6
3d6
d6+12
d8/d6+DB

100
Lion
6d6
3d6
4d6+6
3d6
d6+12
d10/d8+DB
Per-Medjed 7000: capital of Nome XIX and a town dominated by Demostheses, the library here is famous the World over and holds the largest collection of documents in Sandscript some of which date back to before Time. The name means ‘City of the Library’. Per-Medjed lies on the Mer-Wer canal, a tributary of the Nile. Nome XIX lies on the west bank of the canal, making it the only nome with no contact with the Nile. There is a Luxorian priory.
Qis 4500: capital of Nome XIV. A nearby village called Meir has a graveyard famed for the variety and quality of its funeral architecture. There is a Luxorian priory.
Shutb 4000: capital of Nome XI and a centre of worship for Set. It is a very small nome on the west bank of the Nile and somewhat barren with many graveyards and mortuaries and the usual Luxorian priory.
Tayu-Djayet 3000: capital of Nome XVIII. Originally known as Hutnesut, during the civil wars at the end of the Old Kingdom the town erected massive walls to protect itself from its more populous neighbours. As a result its name changed to Tayu-Djayet, meaning ‘high walls’. It is a centre for the quarrying of alabaster and has a significant Dwarf enclave. The nome straddles the Nile but the east bank is mainly barren, most of the population live between the Nile and the Mer-Wer canal. There is a Luxorian priory.
Tentyris 4000: capital of Nome VI. This town is home to the highly unusual local cult of Khonsu. The priesthood of the cult, which has grown up over the last 1000 years after nearly being snuffed out in Godtime, claims Khonsu is a son of Azrael and Selene. His runes are Moon, Illusion and Fate and he has the spells of Dream of Revelation and Moonvision. For Dream of Revelation the recipient must consume the bitter sap of a certain cactus that grows in the desert. He must lie on a stone surface and intone the spell while gazing upon the Moon. He will drift off in to a deep sleep during which he will receive a vision of a time and place stated in the spell. He must make an Int x 5% roll to interpret his vision, failure means he awakes confused and uncertain. He may also see other sights for which he is unprepared. The temple has a representation of the night sky painted on the ceiling and a chamber open to the sky for the purposes of Dream of Revelation. The cult of Khonsu is dedicated to divining the future from the movements of the stars. Cult skills are Star Lore, History, Auld Mannic and Statistical Analysis. Naturally there are more gypsies found in and around Tentyris than anywhere else in Khem, where they have historically been persecuted. Cult weapons are Shortsword and Discus and there is a cult battlemagic spell called Azimuth. Khonsu is associated to the muse Urania, who grants him the runespell Clear Vision. The Cainites, Celestines and Floyddians have all recently set up granges close to the Khonsu temple.
Azimuth: Range: Self; Duration: instant; 1 pt; 500sh
Precisely identifies a named star you can see in the sky in terms of Right Ascension, Declination and colour.

On the opposite bank from Tentyris (the east bank) is a small wood inhabited by Purple Faeriekin, some of whom become monks in the temple!
Tje-Qau 3500: capital of Nome X. The city is infamous for its snakes, principally cobras and asps – rumour speaks of an underground cult of a snake-goddess who may be named Wadjet. Happily, it also has the most famous of temples to Azrael in his incarnation as Horus-Aha and is a site of pilgrimage. There is a Luxorian priory.
Tuph 3000: capital of Nome XII, which lies entirely on the east bank, opposite Nome XIII. For some reason poisonous snakes are common in the area and there are rumours of an underground cult named Wadjet, the Lady of Snakes, on the east bank of the Nile. There is a Luxorian priory.
Zagazig 10000: a town on the western arm of the Nile in the delta, midway between Necropolis and Deathport, in Nome XXIII. It is a centre for the corn and cotton trade but its fame stems from a long-running feud with Per-Bast. Cats are not liked in Zagazig. The town gets its unusual name from the meanderings of the western arm of the Nile in the delta. There is a priory of the Voidic Order who focus their research on the Chaos fauna and flora of the delta – prior is Shadrach bin Ramose, a very distant cousin of the Pharoah. Perhaps due to the persistent hunting and farming of the region by Matari peasants, Chaos in the marshes is more cryptic than is typical.
Zawt 9000: capital of Nome XIII which lies entirely on the west bank and has an interesting city cult. Zawt was a hero from the 1st Intermediate Period who rallied the city and the local wolves to defend against a Troll invasion from Kush. His cult has the runes of Order, Beast and Earth and the 1pt runespells Dustdevil, Summon Wolves (summons a d6 wolves within 15 minutes, these must be influenced by Oratory to perform a task for the summoner) and Wolfhound. Initiates learn the skill of Wolf Speech. The town reveres wolves and any wolf that dies in defence of the town or its citizens is mummified and entombed with all honours.
The Levant
The Levant gets its name from Lev, an avatar of the Earth Dragon, who ruled this vast territory during the Second Darkness, only to leave at the First Dawn to hide from the rays of the Sun deep beneath the Earth.

In the Dawn Age, the Levant was civilised from two main centres, Copperhead to the north and Khem to the south. Copperhead’s unique marriage of Dwarf, Elf and Human culture has never been militaristic but its influence spread south out of compassionate reasons, to bring aid to the anarchy after the withdrawal of the Gods after the First Dawn.
Pharaoh Horus sent missionaries from Khem for precisely the same reasons. These missionaries led to the creation of Ugarit, an Azraelite state that grew to cover most of the Levant by the middle of the Dawn Age, with the exception of Trabloz, which was established by Trolls from the nearby Cedar mountains, and Jopa, a lone outpost with Wind connections.
Ugarit’s northward expansion induced Copperhead into gradual retreat. Ugarit had the support of Poseidon transports which were largely denied to the Earth-worshippers of Copperhead, and the Elves and Dwarves had little interest in extended campaigns away from their forests and mines. (However the Dwarf stronghold of Kaliban remains from this era.)

Once established with a capital in Dimashq, Ugarit seems to have found the stability common to most Azraelite kingdoms, with a string of excellent harbours ensuring support from Poseidon when necessary. However things were beginning to go awry before the end of the Dawn Age. The same Chaos insurrection that eventually destroyed Anatolia was building to the northeast. There also seems to have been civil unrest within the state from followers of elemental cults in general and of Sun and Moon in particular.
Finally there is evidence that an unclean cult of Darkness appeared in the south and this seems to have sapped Ugarit of vigour. Of course, with almost no contemporary native records it is hard to be certain of the details. Most of what we know comes from records written by outsiders, principally from Khem. Certain scholars (principally those of Azraelite persuasion) claim that this Darkness came from the Troll city of Rascal in the deep south. Sages of Lightbringer sympathies claim to see Wraithe as the culprit and place the origin in Khem. With the general tumult of the end of the Dawn Age it is hard to see clearly after more than 1200 years. However, Rascal still exists and shows little sign of Wraithe infiltration today while Wraithe has periodically received acceptance in Khem.
With the various elemental movements of the end of the Dawn Age and the Chaos insurrection in Anatolia, it is hardly surprising that anarchy spilled in to the Levant too. We cannot be certain how the crisis happened. Did a horde come out of the desert or was the process more gradual? We do know that Khem expelled many Selenite Gypsies around this time and we have letters written from Ugarit to Khem complaining of the incidence of chaos creatures encountered on the edge of the desert, particularly to the north. There was also considerable civil unrest from elemental cults.

What we do know is that Ugarit imploded from within. The government seems to have been paralysed by ineffectuality. The Darkness cult took advantage of the anarchy to create a formal state in the south, taking over Zion as their capital, renaming it Rushalim (a portentous Necropolitan name meaning ‘Place of the Coming Darkness’), as well as the coastline as far south as Khem.
The rise of Rushalim seems to have provoked panic in what remained of northern Ugarit. The Priest King at Dimashq received no aid from Khem but Copperhead did intervene, sending a small army to join with troops from Kaliban, but Copperhead’s main effort seems to have been diplomatic. Phoenix appeared in Zobah, which was renamed Scintilla. Phoenicians now turned up in numbers, no one knows from where, since there are vanishingly few Eagle Tribes in the Levant, but Phoenicians are air-mobile and presumably flew from somewhere. (The most likely source is probably the Crocus Mountains in the far east of Anatolia, where Eagle Tribes are common today.)
With military support from Copperhead, the Phoenicians expanded their holding to establish Phoenicia as the capital of a Phoenician state in the early Moon Age. Ugarit vanished completely. The Trolls of Trabloz were extinguished, almost certainly by combined Elf/Dwarf/Human troops of Copperhead and Phoenician origin, certainly Trabloz became the Phoenician town of Ceneri – ‘Ashes’ in Levantine.
Rushalim seems to have been at least tacitly supported by Khem, creating a stable situation for most of the Moon Age but obviously the Phoenicians could not countenance a Darkness state on their borders and gradually pushed the frontier southward, finally provoking Rushalim to request formal aid from Khem. This request suited the expansionist ambitions of Pharoah Amenemhat II who invaded the Levant in 1133 (571 Moon Age), taking the coast, including Phoenicia, while Rushalim paralleled this advance inland.
The Phoenicians managed to hold the line at the Cedar mountains as the Moon Age gave way to the Third Age. Then in 1241 (82 TA) Khem’s hold on the Levant had weakened sufficiently for the Phoenicians to reclaim Phoenicia but Rushalim remained strong inland and Khem still held the coast south of Phoenicia.

It was at this point that the Phoenician King Agnolo Loyola put out a call for a Lightbringer crusade against Rushalim. In negotiations with the Sun King of Heliopolis, Agnolo agreed to give a port to the crusaders and support them militarily against Rushalim. All lands taken by the crusaders would be theirs to keep.
As we now know, the plan worked wonderfully. With Khem’s Middle Kingdom descending in to civil war, the Lightbringers destroyed Rushalim utterly by 1250 (91 TA) while Agnolo reclaimed his lost towns.

The Lightbringers renamed Rushalim as Tour-Solrayon, making it the capital of their new state, the Pays du Auriges. They became known as the ‘Hawk Sires’ and interestingly it seems the local peasantry found it hard to distinguish Helios charioteers from Phoenician were-eagles. Hawk-Sires became corrupted to Hyksos in Necropolitan, by which name they have become known to history.

After the dizzying success of the crusade the Hyksos looked for new opportunities for conquest. Seeing the anarchy within Khem, Sunmarshal Chesney de la Tour (known as Sheshi in Khem) invaded the Nile Delta, taking Hut-Waret and renaming it Avaris in 1330 (171 TA). By 1402 the Hyksos had conquered Lower Khem, Sunmarshal Sally de la Tour (Salitis in Necropolitan) establishing herself as Queen of an impressive empire.

At this point Sally chose to turn on the Phoenicians. Under the terms of the original treaty the Hyksos believed any territories taken from Rushalim were to be theirs. However the Phoenicians had never viewed Phoenicia and Schemadacqua as part of this agreement, since they had always claimed these as their own and indeed it was entirely Phoenician troops that had retaken Schemadacqua.

Unable to take on the Hyksos, the Phoenicians had little choice but to yield this territory. Phoenicia itself was renamed Jessica as an insult to Phoenicians (referring to the jesses worn by a tamed hawk). The Hyksos clearly had an expansionist policy and no longer viewed the Phoenicians as allies.

But in Khem the Hyksos had to fight hard to defend their empire and by 1500 (351 TA) the Azraelites were on the ascendant. In 1518 the New Kingdom Pharaoh Ahmose I ousted the Hyksos from Khem though they remained powerful in the Levant and continually threatened the New Kingdom.
But then in 1610 Pharaoh Thutmosis III led an invasion of the Levant to teach the upstart Lightbringers a lesson. Thutmosis completely subjugated Tour-Solrayon and the Phoenicians took the opportunity to once again reclaim Phoenicia and other lost cities.

But the Thutmosids were enlightened and in fact the dynasty by now had strong familial links with the Hyksos. The Helios nobility of the Pays du Auriges remained in possession of most of their lands and in 1704 (545 TA) Pharaoh Amenophis IV proclaimed himself a Heliot, changing his name to Akhnaten. The result of the Atenist heresy was to plunge the once unstoppable Thutmosid dynasty in to confusion and civil war, during which the Pays du Auriges regained its independence.

Today the Pays du Auriges, although weakened, is still formidable, though the Phoenicians have recovered most of their old territories. However the coastline south of Phoenicia is a debatable land, still occasionally paying tribute to Khem, certainly Azrael is the dominant culture and there are many who regard themselves as natural Khemites.

Meanwhile the new Ramesid dynasty is slowly massing troops on the border and it can only be a matter of time before either Pharaoh Seti or his son, Rameses, launches a formal bid to restore Khem’s authority in the Levant. Phoenicia and Tour-Solrayon know this but it remains to be seen if they can bury their differences or tempt Copperhead in to an alliance.

Some of the Levant ports are truly outstanding but their development has been stifled by the cults commanding the hinterland: Phoenix, obviously, has no interest in sea travel and the Darkness state had little commerce with the outside World. And of course the constant warfare is a negative factor that does not look set to change in the near future.
Biradice 4000: one of several first-class harbours, the town was founded by Azraelites as Biruta and was part of Ugarit during the Dawn Age. With the collapse of Ugarit at the end of the Dawn Age, it became Biradice under the Phoenicians and has remained Phoenician ever since save for a short spell under the Hyksos in the mid-Third Age when it was known as Gnole before the Phoenicians reclaimed it during the 2nd Khem invasion of 1610. Biradice’s principal export is cedar felled in the mountains to its rear. It is also the point of export for Schemadacqua’s sword blades. Finally it has a thriving alcohol industry, which is the origin of its name – ‘Beer-Root’, though it also makes fine wines and spirits.

Ceneri 4000: originally founded as Trabloz (literally ‘Troll-lie’, compare to Trabzon in Anatolia) by Trolls from the Cedar Mountains, it remained independent from Ugarit while maintaining good relations with the Azraelites. However at the end of the First Age the Trolls were crushed by combined forces of Elves, Dwarves and Phoenicians from Copperhead, Kaliban and Scintilla. Renamed Ceneri it has remained part of the Phoenician state ever since. It is another fine harbour and exports spices and oranges plus liqueurs made from both.

Cittapesc 2500: founded by Azraelites as Epha, it spent most of the First Age as part of Ugarit before the Wraithe state Rushalim took it over at the end of the Dawn Age under the name Shikmonah. The Phoenicians renamed it as Cittapesc early in the Moon Age. The Khemites renamed it Efa during each invasion and King Agnolo Loyola gave it to the Hyksos who named it Port Soleil but it has repeatedly reverted to Cittapesc and the citizens view themselves as Phoenicians despite friction with the Poseidon elements of the town. Another good harbour but handicapped by many changes of ownership and frequented almost entirely by Piscator fishermen.
Copperhead 18000: a truly unique city where Human, Elves and Dwarves mix freely. Or at least that is the propaganda. In actual fact the Elf-woods are some 30-40 miles upstream and the Faeriekin come to the city but rarely (though there are always a few around). The Elvish name for Copperhead is Bahad Khazâd Rustui – ‘Market of the Copper Dwarves’. Dwarves are certainly seen on the surface but as with all Dwarf-cities, most Dwarves remain below ground their entire lives. Nonetheless the government of the province is tripartite and the representatives of the Elf-King Auberon and Dryad-Queen Titania meet with those of the Dwarf King and usually the human Mayor of Copperhead on at least a yearly basis. There is a port but it is small.

The Dwarf name for Copperhead is Makalfanâdgâtazd (copper elf market) and unlike all other Dwarf cities, the surface spoil heaps are beautifully landscaped on the surface as Skjemme Park. Visitors to the park are surprised to see humans, Elves and even Dwarves at work in the park. It grows plants not found anywhere else in the World, as well as many others brought back to be cultivated in Copperhead. The park is counted one of the Wonders of the World. The current ruler is King Thorin Fundedrok (Elf-friend).
Copperhead’s history has largely been non-militaristic. Early in the Dawn Age it expanded southward in to the Levant. However it withdrew from most of its Levant territories as Ugarit expanded and Kaliban is the only holding remaining. Copperhead also expanded along the southern coast of Anatolia (which see), ultimately provoking a territorial war with Stannary that has continued for a millennium or more, though it is currently in truce. The Dwarven rail road runs from Copperhead to the frontier. While under truce travellers may purchase transportation by the rail-road all the way to Stannary, barring crossing the frontier zone themselves. Separate tickets will of course be needed for each arm. The tracks also run to the borders of the Elf woods to the north-east.
Law enforcement is entirely in the hands of the Dwarven Soldier’s guild and criminals are well-advised not to cross them. Rhadamanthus is not found here and Lucifer is the only member of that pantheon found here. Trolls are not found anywhere in the valley, nor are their cults, so Copperhead imports textiles in bulk while exporting raw cotton and wool. The Lunar cults are also not represented, save for a small but thriving Duck community, famed for growing the best duckweed in the World.
The human population of the farmlands outside the city are represented by Robin of Huntingdon and Marianne of Bottomley, a Matari Runelord and Priestess, together with Hereward the Awakened, Robin’s dog. Robin and Marion are getting on a bit now.
The Isle of Nertha, in the Nertha estuary, is home to Nertha Abbey, the founding institution of the Bridgetine Order – the monks and nuns are spiritual and pacifistic, dedicated to breeding new plants with unusual properties. Copperhead is also home to daughter priories of the Anatine, Basilian, Draconian and Mahatman orders.
Cupros 16400: an island kingdom completely dominated by Matar and Madonna. Men are mere slaves to their womenfolk with one exception – every year at Yule a volunteer is consecrated the Sacred King and he rules alongside the High Priestess until the following Samhain when he is ritually sacrificed. Cupros has maintained its political integrity since the First Dawn. Two attempts by Anatolia to subjugate it in the Dawn Age resulted in failure. King Ammittamru of Ugarit volunteered to be the King in an attempt to gain Cupros as an ally late in the Dawn Age but Priestess-Queen Parthia refused to become embroiled. Ammittamru tried to avoid his fate by fleeing to Ugarit but died under the curse of Matar. In 16 of the Third Age, the Dolphin Philip ‘the Amorous’, son of the Heliopolis Sun King, Henri, visited Cupros and fell in love with Priestess-Queen Menartha. He volunteered to be her husband for a year. When Sun King Henri heard of this he is said to have fallen down and died of apoplexy on the spot, making Philip the new Sun King. Philip sailed away and was crowned but returned in time for Samhain 17 when Menartha presented him with a son born in his absence. Philip duly submitted to the sacrifice but instructed his knights to take his son back to Heliopolis to be the new Sun King, this boy grew up to be Louis VI. The island typically has excellent relations with Copperhead. Cupros exports citrus fruits, olives, spices and ingot copper and bronze from just about the only non-Dwarf mines in the World. The Bridgetines built their first daughter priory on Cupros for the island is very close to Copperhead and has many flora peculiar to the island. The current Priestess-Queen is Galatea IV.

Dead Sea ?: an inland sea lying east of Tour-Solrayon composed of utterly dead brine – no fish swim in these waters and no one dwells on its shores for the water is undrinkable. Nonetheless there are rumours of things that live in the Sea and occasionally emerge. The truth is that when the Hyksos invaded, while many undead were destroyed and their carcases burned to ashes, some retreated in the face of the Hyksos’ fiery wrath and took refuge beneath the waters of the Dead Sea. They lie in wait for the day when they can emerge and re-establish the kingdom of Rushalim once more. Until then, they emerge only occasionally to reconnoitre the surface. The Dead Sea is counted by those few in the know as one of the Horrors of the World.
Fuocobianco 2000: founded early in the Dawn Age by Copperhead as White City, in reference to the chalk cliffs flanking the port, Copperhead yielded it to Ugarit when it was renamed Latakia. Latakia was the first town to fall to the Phoenicians of Scintilla early in the Moon Age with help from Copperhead and it has remained Phoenician ever since. The Phoenician name means ‘White Fire’, which presumably is also linked to the cliffs. It has a fair harbour, which of course the Phoenicians do little to exploit. Fuocobianco’s principle export is wine.

Garden of Eden: the Nertha river has a fabled source in the Garden of Eden. The entrance looks like a cave in a cliff wall but on passing through the intrepid explorer finds herself in a circular garden where every fruit known grows wild around a central natural fountain from which springs the river. The river is named after Nertha, one of the many names of Matar meaning ‘Life’ in the Nerthan language.

Around the cliff walls of the Garden are several dozen similar arches, each of which is the lair of a fabulous beast of legend, including a small snake that claims to be a Dragon. In each lair is an equally fabulous plant. One of the arches leads deep under the Crocus Mountains to a Time Gate guarded by a huge sleeping Dragon. (Lev, the Earth Dragon, possibly?)
Outside the Garden lives a Matari R-L/P who calls himself the ‘Gardener’ and the dog, Fenris, who is the son and runelord of Cerberus, the 3-headed dog that guards Hell for Azrael. No one enters the Garden of Eden without getting past these two and Fenris is always on watch though the Gardener may be gardening.
Thanks to all these monsters, and perhaps for other reasons, the Garden of Eden is regarded as one of the Horrors of the World, yet the surrounding valley is home to thriving communities of Humans, Fae, Dwarves, Centaurs, Satyrs and Minotaurs who regard the Garden benevolently.

The villagers of Eden have many tales regarding various monsters emerging from the Garden for reasons of their own.

Haverholme 1000: a small Piscator fishing village with strong Azraeli leanings. It spent most of the Dawn Age in Ugarit under the name Azatti. Then at the end of the Dawn Age it fell under the influence of Rushalim and was known as Tel-as-Sakan for most of the Moon Age until the first incursion by Khem, when it became Gazzah after Rushalim surrendered the town voluntarily as part of their alliance in 1133 (571 Moon Age).

Pharaoh Amenemhat II founded a Luxorian priory in 1137 to celebrate his conquest of the Levant littoral, on a hill overlooking the village. But when the Khemites withdrew in 1241 (82 Third Age) the village reverted to Tel-as-Sakan and the priory also came under the sway of Rushalim, though it may have been corrupted by Wraithe before.

The conquest of Rushalim by the Hyksos in 1250 (91 TA) led to Tel-as-Sakan’s liberation and renaming as Percheron. Rhadamanthites closed the priory while hunting down Wraithe throughout the new principality.

Some time around 1600 NC (441 TA) the Gilbertine Order took over the decaying monastery buildings and renamed the town Haverholme. Another invasion from Khem in 1610 (451 TA) must have led to tense relations between the Gilbertines and Azraelites but Luxor Abbey declined to reclaim the priory. The Gilbertine Order retained ownership and the village remained as Haverholme.

When Khem’s influence withered during the Atenist heresy 1704 NC (545 TA), Tour-Solrayon threw-off the Necropolitan yoke but seems to have been reluctant to press their claim to Haverholme, so close to Khem.

Then around 1729 NC (570 TA) crisis overtook the priory when the last prior vanished and since then the monks have fallen in to madness and anarchy. At this time the village found itself in the debatable area between the shore and the Al-Naqab desert, more or less independent and owing taxes to no one. They were happy to keep the name Haverholme despite the monks becoming less and less evident. However, with many Azraelis in the population and with Khem regaining its vigour once more, the town has recently volunteered tribute. It is likely that Khem’s war machine will soon be unleashed on the Levant. Haverholme hopes that its own transition from independence to a nome of Khem will be as painless as possible.

Jopa 2250: unusually Jopa’s foundation is based on a local goddess, Jopa, a daughter of the Wind God Autan and the insect goddess, Aeshna. Jopa fell in love with the local terrain spirit, known as Tel-Aviv (Necropolitan for ‘Hill of Spring’). Jopa’s cult has the runes of Order, Fate, Insect and Fire and just a single 1pt non-reusable runespell, Summon Jopa. Jopa manifests as a beautiful jewelled dragonfly of Str 3d6+6, Con 3d6, Siz 3d6+6, Int 3d6, Pow 3d6+6, Dex 2d6+6, Move 6/12, Bite d6+DB, and breathes 2d6 fire once per round. She has 5pts of natural hide armour all over. Jopa knows Int B/M spells and has a Pow x 5% chance of knowing each of her father’s runespells: Deep Heat, Lightning Rod, Sunripen and Vision, and always knows Chitiny, Speak to Insect and Summon Insect (see Dorob Drobor for details).
Cult weapons are 1-H Spear, Medium Shield and Composite Bow, same as Autan, all at half price.
Cult Skills are free Fire-Starting with Hide-in-Cover, Listen, Move Quietly, Oratory, Spot Hidden, Storm Law at half price.
Cult B/M: free Harmonise and Ignite with Firearrow, Fireblade and Glamour at half price – other B/M at full cost, if known (Darkwall & Fanaticism are forbidden).
Starting characters have 1H Spear attack and Medium Shield at 50, 1H Spear parry and Comp Bow at 30; Fire-Starting, Listen, Oratory and Storm Law at 50, Hide-in-Cover, Move Quietly, Sport Hidden plus 6 background skills at 30; normal raise rolls on all characteristics; Harmonise, Ignite + 3,000s worth of other B/M with Firearrow, Fireblade and Glamour at half price.

PCs start with LI armour and a full set of weapons plus d100s.
The cult maintains lookout posts on hills to the north and south of the city, topped by beacons to alert Jopa in the event of attack.
The town seems to have been independent during the Dawn Age. When Rushalim succeeded Ugarit in the late Dawn Age the town became known as Dybbuk but Jopa’s cult seems to have survived covertly, as shall be seen.

Khem’s occupation of Dybbuk in 1133 was but temporary and the town retained its Rushalim name during and after – proof, if it were needed, that Khem was amenable to Wraithe at that time at least.

But the Hyksos invasion of 1250 saw Dybbuk happily revert to Jopa as the fire-cult emerged from its hiding place to greet the Lightbringers. The second occupation by Khem in 1610 saw the name changed to the Necropolitan form of Yafu but it reverted back to Jopa again after 1717 and has remained so ever since.

Jopa has a good harbour and exports oranges and other citrus fruits. The town is governed by the Jopa priesthood. Relations with Tour-Solrayon are always good but the principal current concern has to be the threat of invasion by Khem. Jopa does not view this prospect happily as the cult expects to be suppressed by the invading Azraelites.

Kaliban 4500: when Copperhead sent out missionaries early in the Dawn Age, some of the missionaries were Dwarven prospectors, who founded Kaliban on the basis of reserves of iron and copper still being mined today. Kaliban alone remains of Copperhead’s early Dawn Age ‘empire’ and it has weathered Chaos, sandstorms and several invasions. It is a typical Dwarf surface city, in that the Dwarf population is mainly underground and the surface is inhabited by humans. There are usually some Elves about, cactus Elves from the desert, but there are no true Elf-Woods. The name means ‘Great Cleft’ in Khuzdul, similar to the Trollish name ‘Rascal’.
Nerthan Woods ?: (Arnentaur in Elvish – literally, ‘Royal Woods’) These immense Elf-Woods have been governed by Auberon and Titania for time out of memory, though at the Dawn the king and queen were Dom-Daniel and Mabhe. They are found here because the two powerful trees which house the nature spirits which traditionally become the Ally Spirits of the King and Queen are located in the centre of this wood. These trees know all the spells knowable to the Faerie folk. Close to the River Nertha they manifest with Pow 60, elsewhere within Arnentaur they manifest with Pow 50, elsewhere in Nertha Vale, Pow 40 and elsewhere in the World within 15 yards of any vegetation, Pow 30, but the King and Queen venture forth but rarely. It is not unheard of, though. One of the principal courtiers is Puck, a Pixie who makes no secret of his worship of Zadok and Banuril. It is unknown why his presence is tolerated when his cult is anathema in most other Elf-Woods. It is not known if there is a Zadok and Banuril enclave within the woods. The woods are home to the last flourishing tribe of Minotaurs in the World.
Phoenicia 9000: in the Dawn Age this town was part of Ugarit, when it was known as Tzor. When Phoenicia succeeded Ugarit, Tzor became Phoenicia and the capital of the state of the same name. It was never part of the state of Rushalim. During the Khem invasion of 1133 NC, the Khemites renamed it Surru but it reverted to Phoenicia on their retreat in 1241 only to be conquered by the Hyksos 65 years later. The Hyksos renamed it Jessica, ostensibly in honour of a Hyksos noblewoman but actually as an insult to the Phoenicians, referring to the jesses worn by a tamed hawk. The Phoenicians reclaimed the town in 1610 when the Khemites invaded the Pays du Auriges and it has remained their capital ever since. Phoenicia has an excellent harbour, very underused, but the town exports timber and agricultural produce as the surrounding land has some of the best water supplies in the Levant. The current King is Thiago II of the House of Cantara.

Rascal 2750: this town is probably the most unusual in all the Levant but has had almost certainly the least interesting history. Rascal is a Troll town. The name is a manicisation of the full Trollish name, Rasshchelina v Skale, which literally means ‘Cleft in the Rock’ but is usually translated as ‘Hole in the Wall’. It comes from the western entrance to the city, which looks like a palatial portico but conceals a cleft running deep in to the cliff, beyond which is a typical Trollish conurbation comprising worked caverns augmented with architecture of varying degrees of permanence: stone, mud-brick, mashed wood-pulp and tents. Visitors in the know claim it is very similar to Trollcastle. The place is very defensible and has seen off many attacks from many sources, including other Trolls. It is but the visible part of a semi-subterranean Troll state that exists only by stringent control of the meagre water resources. Throughout history it has traded readily with whatever state resides to the north but has occasionally emerged to join in wars on an opportunistic basis. Somewhere in the hinterland there must be a communications link with Kush to the south of Khem. The current ruler is Knyazhna Nadezhda Tamarova Nochova, a Stygian priestess, of course, but all the usual Troll cults are evident and a Rastafarian Priory whose architecture is almost as impressive as the portico.
Schemadacqua 6000: originally known as Dimashq, the town was the capital of the state of Ugarit in the Dawn Age, when it was the largest and richest town in the Levant. Although tainted by the rise of Rushalim, Dimashq was not a part of that state and early in the Moon Age was conquered by the Phoenicians and renamed Schemadacqua. Then when Khem conquered the coastal towns at the end of the Moon Age, Schemadacqua was taken by Rushalim and renamed Damasek. When Khem retreated more than a hundred years later, Damasek remained part of the Rushalim state and was one of the main reasons that King Agnolo Loyola called for aid from Heliopolis to reclaim the town. However the Hyksos claimed it for their own as La Chamelle and it remained part of the new Hyksos state until the Khem conquest of Tour-Solrayon in 1610 NC (451 TA) when the Phoenicians opportunistically reclaimed the town for their own. Schemadacqua is one of the finest centres of sword manufacture, rivalling even some Dwarf towns. The surrounding countryside is also well-watered and grows olives, grapes and spices.

Scintilla 2750: originally founded by Copperhead under the name Emesa, the town was taken over by Ugarit and renamed Zobah. Zobah suffered more than any other part of Ugarit from Chaos incursions and before the end of the Dawn Age it was taken over by Phoenician were-eagles who flew down, probably from the Crocus Mountains in the far east of Anatolia. They renamed the town Scintilla and it has been Phoenician ever since. With aid from Copperhead, the Phoenicians expanded to control most of the central Levant as they do to this day, despite occasional fluctuation in their fortunes.

Slyme Abbey: the Priory of Slyme was the original foundation of the Voidic Order, Demosthenes monks who devote their lives to researching the nature of the Chaos rune. It was founded early in the Third Age close to a natural pit of Chaos slime at an oasis in the Levant desert. The name changed to Slyme Abbey after the foundation of daughter priories elsewhere. Little is known about the Abbey except that some time in the mid-late Third Age there seems to have occurred a terrible disaster. Visitors to the Abbey since report that the original slime pit is now a huge crater several miles across, completely consuming the original oasis. On the edge of this crater perch the ruins of the remaining monastic buildings, infested by dragonsnails and gorp. It is counted one of the great Horrors of the World.
Tour-Solrayon 8500: founded as Zion, this town was in Ugarit in the Dawn Age. Despite having some mystical significance for Azraelites in Ugarit, Zion became the focus for a cult of Darkness and Death, almost certainly Wraithe. This cult caused considerable unrest in Ugarit and with the encroaching of Chaos from the deserts became the focus of an alternative government. Then as Ugarit began to unravel, Zion proclaimed itself independent under the portentous new name of Rushalim, meaning ‘Place of Coming Darkness’. The new state quickly established control over most of the southern Levant. Only when Phoenicia replaced Ugarit as a force in the north was the expansion of Rushalim halted. Then in the late Moon Age Khem invaded along the coast in alliance with Rushalim, which expanded northward on a parallel axis inland. Phoenicia managed to hold the line of the Cedar Mountains with aid from Copperhead but when Khem withdrew early in the Third Age, Rushalim proved capable of holding most of its new possessions. Phoenicia called to Heliopolis for aid, resulting in Lightbringer crusaders landing at Port Soleil. These joined with the Phoenicians to conquer Rushalim, completely levelling the city in what seems to have been utter slaughter. These crusaders quickly became known locally as the Hyksos. They renamed Rushalim as Tour-Solrayon (Sunray Tower), establishing it as the capital of their new state, the Pays du Auriges.

Then in1330 NC (171 TA) the Hyksos took advantage of the anarchy in Khem to create an empire consisting of the southern Levant and Lower Khem. But Khem gradually reunited, ousting the Hyksos in 1518 and following up with a punitive invasion in 1610 that completely conquered the Pays du Auriges.

Tour-Solrayon became Siyyon for a century but despite their vanquishing the Pharaoh elected to incorporate rather than extirpate. This resulted in the Atenist heresy of 1704 NC, which weakened Khem and led to withdrawal from the Levant. In 1717 NC (558 TA) the Pays du Auriges was reborn with its capital as Tour-Solrayon, which it has remained for fifty years.

The current Duke of the Pays du Auriges is Laurent de la Tour. He finds the recent build up of troops by Khem on its northern borders disturbing. He is seeking a marriage alliance with King Fernando Loyola of Phoenicia, who in turn is desperately trying to get Copperhead to commit to military aid, but it is questionable whether even a tripartite alliance has the ability to halt the full Khem war machine.

As typical of a Lightbringer town, the Sundome Temple has a Solarian priory adjacent. There is also a Galilean priory in the city.
Voileville 2250: as Ammon, this town spent most of the Dawn Age as part of the stable Azraelite state of Ugarit but fell to Rushalim at the end of the Dawn Age, when it became known as Rabeth. It remained Rabeth for all the Moon Age until the Hyksos took the town early in the Third Age, slaying most of the population, who by this time were hopelessly infested by the cult of Darkness and Death, probably Wraithe. The Hyksos renamed the town Voileville when they conquered the state of Rushalim. When Khem invaded in 1610 NC, Voileville became Amman for a century before reverting to Voileville when Khem withdrew in 1717 NC.

The name Voileville refers to the strange (for the Levant), foggy weather the town enjoys. Due in part to its altitude and geographical situation, but also to some strange liaison between the weather spirits and the terrain, the town is subject to mists and fogs and the climate is cooler and damper than any other town in the Levant. Furthermore each quarter of the town exhibits its own microclimate with the northern part of the city being downright cold while the central market exhibiting hot, dry weather more typical of the region. There is a grange of the Galilean order within the town walls.
Zaida 2500: an Azraelite foundation named Sydun, the town spent most of the Dawn Age as part of Ugarit. With the unrest and incursions of Chaos, the town ceded to the Phoenicians of Scintilla after the conquest of Biruta and because of the painless transition more or less retained their name, though it was eagletised to Zaida. Save for two periods under Khem, when it was known as Sidon, the town has remained Zaida to this day. It has a small but excellent harbour which is underused thanks to the Phoenician influence discouraging Argonauts (prohibitive tolls, among other things). But it has a flourishing fishery and the countryside is very productive, growing wheat, vegetables, citrus fruits and bananas.
Libu
The sages have designated all the southern littoral of the Great Middle Ocean, adjacent to the Sea of Sands and westward of Khem, as Libu. It can effectively be divided in to two sections, that part in the west historically founded by Carthage, and those parts settled from Khem including Tripolis and Cyrene.

Carthage was just one of several cities founded by missionaries from Khem but it quickly grew to dominate the western end of the Great Middle Ocean and founded a seaborn empire by the middle of the Dawn Age, which it then spent the rest of the Dawn Age and most of the Moon Age defending, until it was finally sacked in 1154 NC (592 MA), some claiming its fall marks the end of the Moon Age.

With Carthage broken, the lesser cities of the region emerged from its shadow to produce a very colourful panoply of cultures.

During the Third Age, Carthage has risen again and, with the departure of so many Storm worshippers from Iberia, is showing signs of awakening interest in its old empire.

Anfa 5000: founded 744 NC (182 MA) by Azraelites from Carthage as a forward base from which to explore the coasts to the south. Hanno ‘the Navigator’ sailed from Anfa 840 NC to explore the coast southward, toward Zanj. However, with Carthage’s vicissitudes it was unable to prevent Anfa being conquered by Camel riders in 1068 NC (506 MA) who renamed it Dar al Beida. The town was conquered again by Lizard riders in 1302 NC (143 TA) who called it Nosso-i-Muna. Corsairs descended on the town in 1468 NC (309 TA) where they established a base from which they could raid shipping passing between Tangier and Britannia. The depredations provoked retaliation from Tangier in 1515 NC (356 TA) who took over the town but Lightbringers were little interested in explorations southward and they largely withdrew in 1755 NC (596 TA). The town returned to its original name of Anfa and today is an open port governed by a multicultural oligarchy serving both ocean-going vessels (mainly Piscator) and sandships. The Basilian Order maintains a priory within the town apparently dedicated to locating the putative Time Gate at the western end of the Sea of Sands but they also show an interest in the nature of reality at the borders of the World.
Carthage 50000: founded as Karthago by Azraeli missionaries under Dido, Carthage’s first queen, sent by Horus near the start of the Dawn Age. Carthage sent her own missionaries westward along the coast of Libu and up in to Iberia and beyond. From the start the Carthaginian Azraelites formed a much closer relationship with the sailors of Poseidon than Khem (which by agreement in Godtime excluded Poseidon entirely). Carthage itself founded most of the cities of western Libu and Iberia and had more or less created an empire by the middle of the Dawn Age.

But during the second half of the Dawn Age Carthage struggled to keep her empire. Chaos was rearing its ugly head in the hinterlands of Iberia and north of the Aunamendiak mountains. The towns of Iberia called to Carthage for succour but Carthage was having its own problems with Chaos incursions and raids by barbarians from the desert as well as internal unrest by worshippers of elemental cults. By the end of the Dawn Age Iberia was essentially independent and then collapsed as a state altogether.
Then came the crisis of the end of the Dawn Age due to Hamilcar’s disastrous war in Iberia, which saw a popular rebellion in Carthage that overthrew Hamilcar’s successor, Bomilcar (596-597 DA, 34-35 MA) and declared a republic based on fundamentalist Azraeli teachings, electing Sufrets to govern for seven-year terms. To separate the civilian administration from the military, Sufrets were always senior priests who were not allowed to be runelords either before or after ordination as priests. Worshippers of elemental gods were persecuted, many were slaughtered.

In what quickly became known as the Moon Age in the northern littoral, various elemental cults arose in place of the old Azraeli states, many of which had formed part of the Carthaginian Empire. It took more than a century for the upheavals in Carthage to settle but by 700 NC (138 Moon Age) Carthage elected to interfere in the Aegean after Khem chose not to contest the rise of the Lightbringer state of Heliopolis. Initially successful, Carthage was forced to withdraw when first Duckpoint, then Godsport and finally Drakenberg allied with the Sun King.
Lightbringers exiled from Carthage at the start of the Moon Age had landed in Volcania, Kir, Sarda and the Booteian mainland. Encouraged by their success, Heliopolis and Drakenberg pushed westward in 720 NC (158 Moon Age) to establish colonies at Syracuse and Nikaia. This was Carthage’s back yard and this time Carthage won – Heliopolis and Drakenberg lost but Syracuse and Nikaia remained, albeit paying tribute to Carthage, while the Lightbringer’s Poseidon pirate allies created the port of Rape, nicely placed to plunder seagoing trade by piracy.
The Carthaginian Republic of the Moon Age was very harsh, the fundamentalist republic demanded 50% of all agricultural produce and 25% of town incomes on non-Azraelite settlements within its empire. Naturally this caused resentment. In 760 (198 MA) Carthage allied with Rape to oust the Lightbringers from Kir over five years, though this led to the settlement of pirates who eventually took the island for themselves.
Also around this time Carthage closed the straits of Gibraltar and kept Lightbringers away from Iberia, which it was trying to regain control of. From 765 Carthage fought a 25-year war under Sufret Hasdrubal I to regain control of Sarda.
In 790/1 Carthage fought a brief war to prevent Heliopolis from supporting Syracuse in its bid to wrest control of Volcania from Carthage. Then between 815-822 Carthage fought the 1st Volcanian War to conquer Syracuse and make Volcania entirely Carthaginian. Unfortunately for Carthage, sea-storms caused the loss of much of their cavalry. Gelon of Syracuse, with allies from Volcania and support from Heliopolis, surprised Hamilcar at the Battle of Himera 820 who had no answer to Gelon’s chariots. The defeat caused a coup d’etat in Carthage. Carthage lost no territory but had to pay reparations to repatriate its captured troops and Syracuse and the city of Volcania secured independence.
Carthage had effectively closed the western exit to the Great Middle Ocean to all other powers but in 840 (278 MA) Hanno ‘the Navigator’ started exploring the Libu coast beyond the newly renamed Port Ocean and Himilco ‘the Navigator’ similar explored north as far as Britannia. At the same time Mago Barca probed across the Sea of Sands using Poseidon crewed sandships.
In 890 (328 MA) Carthage started the 2nd Volcanian War with the intent of bringing Volcania entirely under Carthaginian rule. The new Storm crusader states in Iberia took the opportunity to secede from Carthaginian rule but in Volcania things initially went well, by 894 Carthage had secured tribute from Syracuse. However the Carthaginian troops were then hit by plague which they took back to Carthage. Then in 902 Syracuse rebelled: again the Carthaginian army met with initial success but 904 were again hit by plague and Syracuse humiliated Carthage. (Many sages claim the plague was a deliberate strategy by Dionysus of Syracuse to use unclean weapons.) Carthage was humiliated again when their Vulkan allies defected in 907. Dionysus of Syracuse remained ascendant 917-922 but in 924 Himilco defeated Syracuse, securing tribute and in 933 (371 MA) Himilco finally killed Dionysus in battle, securing all of Volcania accept for the Vulkan town itself.
The 3rd Volcanian war broke out in 985 NC (423 MA) – when Agathocles of Syracuse led a new revolt. Hamilcar landed in Ziz with a huge army but Agathocles, with aid from Rape, landed a small army in Libu, which ravaged Carthaginian territory. When Cyrene joined in alliance with Agathocles, Carthage itself was threatened. Carthage was forced to withdraw from Volcania but managed to save Carthage in 993 NC (431 MA). Syracuse and Volcania remained independent despite Carthage’s brief attempt to subjugate them again between 1020-1025, which was foiled by a Lightbringer general hired from Heliopolis.
Then in 1036 Carthage found itself facing an alliance between Florence, Corse, Rape and Pompeii. Most of the fighting was in Volcania, but when the allies invaded Libu, Carthage sued for peace, finally losing Volcania and Sarda permanently in 1059 (497 MA). Once this war was over, Carthage found itself in a war against its own mercenaries that remained unpaid from the conflict.
Beaten back from Sarda and Volcania, Carthage turned its attention back to Iberia but in a long, desultory campaign between 1082-1099 NC (520-537 MA) Carthage failed to restore its authority.
However, Carthage still controlled the western exit to the Great Middle Ocean and the refusal to allow egress goaded Florence, Rape, Corse and Eagleport to ally and force the issue. They landed in 1151 (589 MA) and besieged Carthage for 3 years with mercenaries pulled from all over the east and central Great Middle Ocean, including Trolls from Umbra and the Trolllands. Carthage’s remaining holdings on the Libu coast: Ennador, Ikosim, Saldae and Wehran all declared independence (taking their modern names: Sirocco, Mazghanna, Vandal and Corsa) and when Irondelve joined the alliance Carthage fell and was brutally sacked by pirates in 1154 (592 MA).
The Carthaginian Empire was no more and the other cities of Libu have since gone their own ways. However, after a ten year period when it was occupied by Lightbringers, Dwarves, Trolls and Pirates, Carthage slowly rebuilt its fortunes in the Third Age (despite conquest by Vandal 346-441 TA) and has to some extent reinvented itself as a centre of academic excellence: the University of Carthage is justly famous and early in the Third Age Carthage became home to the Draconian Order of monks, forced to relocate from Drakenberg. They rebuilt the looted abbey of the Norbertines, who had relocated to Mazghanna. Over the last century, a series of Sufrets have started to make tentative overtures toward restoring the Empire, though this is strongly resisted by other powers in western end of the Great Middle Ocean. The town is still a great port serving sandships and more conventional vessels.
The cult of Azrael in Carthage is at the same time more mainstream and more fundamentalist than in Necropolis. Carthage, while politically far more significant than Necropolis, is nonetheless jealous of the parent city’s direct connection with Horus and hence Azrael. For this reason the Sufrets of Carthage take great pains to establish their lineage back to Horus, with far less verity than the Pharaohs of Khem. The current ruler is Sufret Yulyan of the House of Qart.

Politics: Yulyan is of the Mishmis faction, who are friendly to Heliopolis for ‘saving’ the city after its sacking, even though the Lightbringers led the sacking. His faction was popular when he was first elected, on the premise of seeking close links with the Sun King, but Louis XIV’s military endeavours have led the populus to fear Heliopolis, despite the distance and that Louis seems focused on the Aegean, and Yulyan won his last election through personal popularity rather than political support. It is the influence of Heliopolis, dating from the sacking, that is the reason Carthage uses the Heliopolitan calendar, alongside the Necropolitan calender, to this day.

The Mubtakirun are fundamentalists, who believe none should be ordained as priests of Azrael if they have ever worshipped another god – and that also means barring from sufrethood, since the Sufret must be a priest of Azrael. The Mubtakirun generally oppose the Mishmis and, while they do not say so openly, would seek the restoration of the old empire, which many, but by no means all, regard as a ludicrous notion.

The Mudafieun are apologists for the excesses of the Carthaginian Empire before the sacking. Carthage is very proud of its august history but at the same time it is equally apologetic for its oppression of its neighbours. The Mudafieun usually support the Mishmis but not always.

Finally, the Alkhemayn (do not be deceived, nothing to do with Alchemy) lean toward Khem as the spiritual centre of the Azraeli religion. They might seem natural supporters of the Mubtakirun but regard their fundamentalism with horror.

The Luxorians have a formidable daughter priory in Carthage, almost an abbey in its own right; it administers the western priories of the order in Arlet, Centro-Mundi, Mortua, Tripolis and Vandal. Carthage was the original home of the Norbertine Order but with the sacking of Carthage they moved to Mazghanna. However the Order now has a smaller priory on the site of the original Rune Abbey. The Cyriacs maintain a priory. Finally, in 434 TA the Draconian Order moved their headquarters to Carthage into the very imposing Draco Abbey. The Madrassa Dido is one of the greatest schools in the World.
The Tomb of Queen Dido is accounted one of the Wonders of the World. She was the legendary queen who founded the city and her tomb is a magnificent expression of pure power, though it has visibly been rebuilt several times, most recently in the early Third Age after damage during the sacking of the city.
But outside the famous city lie the sands where criminals have been executed since time immemorial by being staked naked to the ground until they die of sunstroke. These bodies have always been left to dessicate until the winds and desert jackals disperse the bones. The sands shift constantly and sand-scoured bones litter the Killing Fields for miles. They are regarded as one of the Horrors of the World. Anyone who ventures out after dark who fails a Pow x 5%, suffers the attention of a random ghost…

d100
Type of Spirit
Power
B/M
R/M

01-03
Discorporate living person, usually a shaman.
3d6
2d4+4
2d6 - usually shamanic

03-15
Recently dead person, waiting to go to afterlife, found near body.
3d6
2d6
2d4-5 (2d6-5 if Pow 18)
16-58
}
3d6
Int - 2d6
Pow x 3 of 1 spell

59-84
} Spirit in area due to binding, no burial
4d6
Int - 3d6
Pow x 1 of 1 spell

85-93
} rites, seeking vengeance etc., Usually
5d6
Int - 4d6
Pow x ⅓ of 1 spell

94-98
} unhappy, often malevolent or insane.
6d6
Int - 5d6
Pow x ⅕ of 1 spell

99
}
7d6
Int - 6d6
Pow x ⅛ of 1 spell

100
Spirit of Ancient Hero - will do a service in return for a service.
(d6+4)d6+6
2d4+6
2d6 reusable

All powers, except heroes, are rolled with extra die, and pick best.

Corsa 22680: founded as Wehran by Azraeli missionaries sent by Carthage later in the Dawn Age. It remained part of the Carthaginian Empire until 1154 NC (592 MA) when it expelled the Azraelites and became Corsa, a Corsair pirate haven. It is well placed to plunder mercantile trade from the Tangier narrows to the rest of the Great Middle Ocean and also the sandships passing to the south.
As might be expected of a pirate colony, governance is minimal. The pirates elect a yearly ‘Governor’, whose role is threefold: to organise the defence of Corsa, to adjudicate in disputes between pirates (when called to do so) and to serve as a figurehead when outsiders seek to negotiate. Corsa has led a precarious existence with every century seeing an attempt to curb its depredations by other cities but has managed to survive, sometimes by a hairsbreadth.
Cyrene 2500: founded as Shahhat by Azraeli missionaries sent by Khem early in the Dawn Age, the city was independent for the first half of the Dawn Age before Pharaoh Huni and later Khafre and Menkaure brought it under the dominion of Khem but by the end of the Dawn Age Shahhat paid tribute to Carthage.
Shahhat suffered civil unrest at the beginning of the Moon Age from Lightbringer subversives who in 670 DA called to Heliopolis for aid, provoking war between Heliopolis and Carthage which extended for several decades. The period ended with the town renamed as Cyrene with a Lightbringer ethos. Khem has shown little interest in the western littoral since the end of the Dawn Age and Cyrene has remained Lightbringer despite spells under the dominance of Carthage. It has been free of Carthaginian influence throughout the Third Age and has thrived, trading with the sandships of the desert.

Cyrene is noted as a centre of mysticism and philosophy. The cult of Cyrene is unusual: with the runes of Light, Harmony and Art, it has no connection with law enforcement (which is Rhadamanthite, of course) or with civil defence (which is typically Lightbringer) but instead the cult serves as a vehicle for the citizenry to express its unity through art. Its only spell is Light Sculpture, which allows the caster to create 3-D sculptures of pure light that only work within the walls of Cyrene. If cast non-reusably the sculptures are permanent. Only the very best are preserved this way but the Light Gardens of Cyrene are accounted one of the Wonders of the World – beautiful swathes of grass and scented flowers with light-sculptures scattered between. On holy days the city pays for quartets of musicians to play music amidst the lights and the scents of the flowers.
Like many Lightbringer cities the town has a Solarian priory but within the last decade the followers of Mahatman have taken a place within the town. There is also an Anatine priory. Cyrene is governed by priestess-queens of the cult; the current ruler is Angelique VI.
Fez 1550: founded as Al-Aliyya by Azraeli missionaries sent by Carthage late in the Dawn Age. It remained more or less under Carthaginian domination until the end of the Moon Age but at some point it became infested by undead. This seems to have gone unremarked by Carthage but in fairness the infestation may have happened after Carthage’s sacking.

The town is now known by the cult responsible for the undead. Fez has the runes Order, Earth, Stasis and Undead. The cult has but one spell, Sand Burial, a non-reusable 1pt spell by which the caster may turn himself from a living man in to a Mummy by burial for a week in sand heated by the sun, during which he is mummified alive – most initiates sacrifice for this spell.

As a mummy, the caster loses 1 HP in each location and each location must be taken to a negative value equal to the positive HP – ie, a 3pt limb must be taken to -3 – but at that point it comes off. The mummy does not suffer damage to total HP and even if dismembered can be healed whole again with Corpse Healing VI. Only the complete destruction of the head, typically by burning, can destroy a mummy. Strength increases by ½ but Charisma drops by ⅔.

The town wages no wars to provoke its neighbours and as undead the population barely tax the meagre water resources of the area. It is a town of perfect order with no crime or dissent, ruled by Iblis al-Fezaz, who has ruled the town since time immemorial. Since farming in the arid conditions is impossible and with no one to consume its products, Fez’ inhabitants devote their lives to study – there is a high level of literacy in the town and a thriving library. As lyches, normal speech is impossible so the locals all communicate via Mindspeech, though their native tongue is Carthaginian and most are also fluent in Alfusha. Fez’s principal export is Fezuol, a liquor distilled from certain desert cacti.

Cult weapons are 1-H Spear, Large Shield, 1-H Club and Thrown Rock, all at half price.
Cult Skills are free R/W Sandscript with Libu History, Listen, Move Quietly, Speak Alfusha and Tracking at half price.
Cult B/M: free Binding, Corpse Healing II and Mindspeech I with Corpse Healing III+, Harmonise, Mindspeech II+, Parry and Protection at half price – other B/M at full cost (Fanaticism & Mobility are forbidden).
Starting characters have 1 cult weapon attack and compatible parry at 50%, the others at 30%; they have R/W Sandscript at 70%; Libu History, Listen, Move Quietly, Speak Alfusha, Tracking, 3 at 50%, the others at 30%; Desert Lore, Hide-in-Cover, Set/Disarm Trap and Spot Trap plus six background skills at 30% or +10% (background skills are unique to Fez: Brawling, Camouflage, Cult Weapon Making, Desert Lore, Leatherworking, Map Making, R/W Khuzdul, R/W Mannic, Shield Making, Speak Other *, Spot Hidden.
Ibnjaid 20000: founded in 10 NC as Libu by Azraeli missionaries sent by Horus at the start of the Dawn Age, the town gave its name to the whole of the southern littoral early in the Dawn Age though the city has since changed its own name. Pharaoh Horus was uninterested in empire building and Libu was independent of Khem by 45 NC. Libu found itself besieged by barbarians but was saved by a fleet sent by Khem 111 NC.

However, Libu fell under the thumb of Carthage by 429 NC but, like so many cities at that time, suffered from revolts and insurrection by elemental interests which resulted in the rise of the minor cult of Berenice in 505 NC. However Berenice was put down forcefully by Carthage and Libu spent several centuries as a pawn to be fought over between Carthage and the Lightbringer cities of the Aegean, including a full insurrection in 643 NC, (81 MA). However, by 821 NC (259 MA) Libu was a formal province of Carthage.

But in 956 NC (394 MA) Libu was overwhelmed by an attack by barbarians who renamed the city Ibnjaid. Carthage briefly retook the city between 1107 and 1127 NC (545-565 MA) but the city soon reverted to the cult of Jaid and it has remained free despite an attempt to take it by Heliopolis in 1167 NC (8 TA). Ibnjaid means ‘Son of Jaid’ and the citizens regard themselves as the descendants of Jaid al-Nafud. Jaid managed to quest for the runes to forge a disparate horde of bolo lizard, camel, horse and zebra riding nomads in to a force capable of taking a city and a nation capable of holding the same.

Today Jaid (pronounced Jah-eed) is a minor city cult with the runes Order, Truth, Reptile and Fire and the runespells: Dragonbreath, Ordeal (1pt), and Smite Enemy of Ibnjaid (2pt). The cult weapons are Scimitar and Small Shield. The cult is devoted to both defence and law enforcement. It uses Bolo lizards as familiars and the Dragonbreath spell is a 1pt version of that used by Dragonewts save that it can only be cast on reptiles; Ordeal requires a recipient to test the truth of his testimony by either walking barefoot over red-hot coals or clutching a branding-iron; if truthful he suffers no hurt, otherwise the fire burns away the afflicted limb. The cult practises death by burning.
Ibnjaid is today ruled by Sultan Mahmoud Hakim ibn Jaid. The city’s principal export is the spice ‘laserwort’ but thanks to its origin it is perhaps the most integrated of the coastal cities with the barbarians of the Sea of Sands, trading laserwort by sandship east and west. It is possible that the rudimentary remains of the cult of Berenice still exist.
Irondelve 30000: Iron Dwarves claim Irondelve (Naradûm in Khuzdûl, meaning Iron-delving) is the foremost Dwarven city in the World, though other (especially Gold) Dwarves dispute this. Presumably Neibelung made no definitive pronouncement on the matter or there would be no dispute. Certainly Iron ranks at the top of the ratings as Dwarves value metals. As with all Dwarven cities, the metal refers only to the race of Dwarves and not to the materials mined, which are as varied as any other Dwarf mine.
Of course the vast majority of the Dwarves are below ground and more than half the surface city is composed of men. It is sited at an oasis and, as elsewhere, the Dwarves trade the work of their hands for food. Unusually, one of the products mined from the deeps and sold at the surface is water and the oasis is maintained by mass irrigation pumped from below.
The Iron Dwarves are the most martial of all the Dwarf races; Carthaginian armies regularly employed their soldiers as mercenaries, hired by the unit from Irondelve, but Irondelve has also fought its own wars against Carthage and was instrumental in the sacking of Carthage late in the Moon Age. The current ruler is King Thrór Thikilbund (Ironhead).
A glance at the map might suggest that Irondelve would be dependent on Carthage for exporting their produce abroad but it also does a thriving trade via sandships with most other cities of the desert, even Fez.

Mazda 3000: this is a town founded in the last century deep in the desert by a renegade Mahatman, Ormazd, who duped a number of acolytes in to forming his own foul, perverted version of the Mahatman faith called ‘Ormazdian’ after him, its only ‘successful’ practitioner. Little is known about Mazda. It was not the first refuge sought by Ormazd but it is the only one that has survived due to its isolation. Ormazd still draws followers from far and wide, the bearest trickle, but enough. Aside from this it has almost no commerce with the outside World.
Mazghanna 44600: founded as Ikosim by Azraeli missionaries sent by Carthage in the early-mid Dawn Age. It became part of the Carthaginian Empire from 430 NC but during the 2nd Volcanian War Ikosim rebelled under the punitive taxes Carthage emplaced to pay for the war. Carthage repressed the rebellion forcefully and relations with the citizens were soured ever after. Ikosim’s obstreperousness was a major factor in the failure of Carthage’s Iberian campaigns of 1082-1099 NC (520-537 MA). Finally Ikosim took its chance in 1160 NC (1 TA) after the Lightbringer sack of Carthage when it expelled the Azraelites and became Mazghanna, an Argonaut trading town. It has always been a major meeting point for the Argonauts of the Great Middle Ocean and those of the Sea of Sands by sandship. The Norbertine Order of monks relocated their Abbey to Mazghanna from Carthage after the sacking of that city late in the Moon Age. The Cyriacs also have a priory.
Sirocco 5400: originally called Ennador, the town was a comparatively late foundation by Azraeli missionaries sent by Carthage. It remained part of the Carthaginian Empire until 1154 NC (592 MA) when it expelled the Azraelites and became Sirocco, a town dedicated to the Desert Windlord God. Port facilities are poor toward the ocean but the landward approaches draw many sandships. The current ruler is Sultan Ahmed Al-Zubaea.
Tangier 18000: founded as Antaois by Carthaginian explorers in 840 (278 MA) as a forward base from which to explore the coasts to the north. At the end of the Moon Age after the fall of Carthage in 1154 (592 MA) the port was taken by Lightbringers from Florence and Heliopolis (transported by Poseidon Argonauts, of course), which had been the cause of the war against Carthage in the first place. They renamed the port Tangier and ever since it has been dominated by Lightbringer/Poseidon cults. It is governed by a council formed by representatives of all the major cults but the Lightbringers are dominant. As typical of a Lightbringer town, the Sundome Temple has a Solarian priory adjacent.
Tangier has had two claims to fame during the 3rd Age: firstly the port has given its name to a new adjective from the citrus fruit which are its principal export, the word ‘tangier’ as a place of origin guaranteeing savour in the fruit. More importantly, Tangier has become the port from which the Lightbringers have explored northward and from which they have exploited the new discovery of Britannia, a strange land where our gods are unknown and the natives practice exotic magics involving tattoos. In alliance with Poseidon Argonauts, the Lightbringers have successfully maintained a monopoly on their exploitation of Britannia but it is uncertain how long this can be maintained or what benefit they derive from it (cf Far Lands).
The great Lighthouse of Tangier was built early in the Third Age to serve as a navigation aid to sailors passing through the straights or seeking home from the high seas of the Great Western Ocean. Fashioned of pink granite it rises from a base a hundred feet square to a height of 387 feet. The light is provided by a bound angel, an elemental of light, it can be seen for hundreds of miles on a clear night. It is counted one of the Wonders of the World.
Tripolis 33150: founded as Oeawyt by Azraeli missionaries sent by Horus at the start of the Dawn Age, the town was part of the rising Carthaginian Empire by the end of the Dawn Age and remained so through the elemental unrest of the start of the Moon Age and throughout the Moon Age until the sacking of Carthage in 1154 NC (592 MA). There then followed a series of popular revolts which saw various factions taking over the city and renaming it: Lightbringers named it Syrtica in 125 TA and then in 163 TA Earth cultists renamed it after their goddess, Lybuq Magna. Finally in 234 TA the various factions settled their difference and the town was reborn as Tripolis, reflecting the triple nature of its citizenry’s cult devotions – Death, Earth and Lightbringer. It is governed by a Mayor elected yearly by the citizens. It is unusual in that the town has a fierce intolerance of inherited nobility which prevents Helios from becoming a force. The sea port does a roaring trade but the desert sands are too far away for the sandships. The Luxorian Order has maintained a priory here for centuries, despite occasional uproar and insurrection.
Vandal 5600: founded as Saldae by Azraeli missionaries sent by Carthage later in the Dawn Age. It remained part of the Carthaginian Empire until 1154 NC (592 MA) when it expelled the Azraelites and became Bejaia, a Matari city-state exporting iron, wine, beeswax, figs, plums and textiles by seaboat and sandship. Then in 346 TA Vikings came from Iberia seeking conquest. Somehow the Matari peasantry negotiated an agreement to reintroduce Sacred Kingship. Every year the Vikings hold a championship to determine who shall be king. The winner is anointed King at Yule, rules for the best part of a year and is then sacrificed at Samhain. The town renamed itself as Vandal and has remained stable ever since. Matar is the most dominant cult with Viking the cult of choice for the male warrior elite but most administrative positions are held by Demosthenes clerks. The Luxorians still maintain a priory in the town.
Moon River
The civilisation of the Moon River occurred somewhat later than most other areas. With the Baboon Jungles covering the lower reaches of the river and the landward route NW from Yavorbad difficult and long (and at the mercy of Trolls), the earliest Azraelite missionaries appear to have entered via Tryst and Zagreb. Regretfully, with the upheavals of the end of the Dawn Age and subsequent destruction of records (assuming they ever existed in the first place), it is impossible to know for sure how the process occurred.
However, by the end of the 2nd Century DA, there were a number of city states established: Zagreb the first, followed by Snide, Singidun and Sartac, close to what had then become established as the Chaos Zone. At this time the river was called the Wildëa.
By 350 DA, Singidun had achieved suzerainty over the other cities to create the Karlof dynasty of priest-kings with Singidun as the capital of a state from the Noarus river north to the Chaos Zone of the Wildëa beyond Sartac and from the West Walls of Transylvania to the Dwarf city of Silverseam. From 450 DA Singidun cleared forests from the western end of the Baboon Jungles.
But at some point the nominally Azraelite state became infested by Wraithe. Of course Singidun’s bête noire was the vampire state of Transylvania. Several crusades sought to force the passes of the West Walls but with no success; despite severe losses, the vampires were too powerful. Temptation was strong, Wraithe offered weapons the vampires feared and their magics could turn dead men in to disciplined soldiers needing little logistical support.

It is similarly impossible today to chart the rise of Wraithe. We only know that by the start of the 6th Century DA the cult was rife across the state of Singidun. It had also corrupted the port of Hacidar (modern Lüneport) at the mouth of the Wildëa and Yavorbad (modern Sophia), though both cities remained politically independent of Singidun.

The tipping point occurred when the Wraithe heresy passed eastward from Yavorbad and appeared in Burgos (modern Arcadia). The scandal induced a call to arms across the Great Middle Ocean initiating a Lightbringer crusade led by Rhadamanthus and Humakt that hunted out Wraithe all over this huge area, helped by the rising up of the indigenous population – no Matari could countenance the atrocities of Wraithe – and irregulars drawn from copious Lunar gypsies.

Singidun was refounded as Freetown under a novel constitution featuring a ‘moderated’ Rhadamanthite judicial system. Zabadka became Sunbury, a pure Lightbringer foundation modelled directly on Heliopolis. But Lunar gypsies also settled in the area and such were their numbers that they pushed north and west up the Moon River to found Moonguard with the Wildëa being renamed the Moon River. (Naiad boatmen claim it is actually a different river and two contemporary reports refer to the river running dry for several days before fresh waters flowed again.)
Towns such as Zagreb and Sartac kept their old names but the influx of Lunar settlers changed the nature of the culture completely. It also changed the settlers. Hitherto largely illiterate, the Lunar settlers quickly caught the art of writing from their neighbours, along with other features of civilisation.

At the start of the Moon Age Moonguard was no more powerful than Sunbury, Freetown or even Sartac but, with the huge influence of Lunar culture across the region, by 150 MA the Duke of Moonguard was recognised as the nominal suzerain over most of the territory. This de facto state of affairs was not accomplished easily (Sunbury won two wars in 98 and 134 MA) but by 350 MA the Duke of Moonguard ruled a state as large as that of Singidun (although overlapping only partially) and Sunbury, which 3 centuries earlier would doubtless have been tipped as odds-on to win any head-to-head confrontation, had been permanently eclipsed.

The unlikely catalyst to bring this about was the Trolllands. Never likely to have accepted a Lightbringer state in place of Azraelites, the Duma was horrified to find the lands north of the Noarus crawling with Selenites and the rise of Moonguard brought concerted action. Multiple invasions by fanatic Troll armies bent on slaughter brought Selenites and Lightbringers together and reconciled the remnant Azraelite worshippers and Matari peasantry to their new overlords. Despite regular incursions and at least two full sieges of Moonguard, the Lunar hegemony remains possibly the largest (semi) formal state in the known littoral.

Never a truly martial culture, Moonguard’s dominance is at least partly due to the efficiency of the Ducal civil service, which is widely regarded as without peer in the civilised World. Various urban legends circulate regarding the origin and nature of the service, including the influence of certain Chaos cults, and that the civil service was modelled on that of the Dragonqueen’s in Drakenberg.

Moonguard was established in territory that in the Dawn Age was regarded as being in the Chaos Zones and certainly Chaos has always been more acceptable in Moonguard than almost anywhere else. However the dangers of Chaos are illustrated by the civil war that erupted at the end of the Moon Age. The acquisition of Chaos Features had become a fashion statement within society and by this time even the nobility competed with each other to sport ever more gross Chaos Features. The people lost faith in their nobility and eventually rose in rebellion against Duke Edwin ‘Buzz’ Aldrin, the last of the Aldrin dynasty.
Civil war wracked Moonguard and only ended with the exile of the Aldrins into the Chaos Zone. But with the start of the Third Age things settled down.

Then 199 TA saw the establishment of Freiburg in the far north-east. An unusual institution, its charter gave Viscount Freiburg nominal independence – for example, his subjects do not have the right of appeal to the Ducal courts – but more controversially the charter also made Freiburg the only state wherein is granted total freedom of worship. The full meaning of this charter was only realised when Thanatari and Assassins created their own public temples and today both cults are a formal part of the Viscount’s court.
But the real purpose for Freiburg’s charter is to serve as the contact point for relations with Transylvania, which maintains a permanent embassy in Freiburg. When the World wishes to treat with the vampires, it turns to Moonguard, and Moonguard comes to Freiburg.

But the situation has sometimes proven fractious: one ambassador tried to take over Freiburg as a fief and there have been wars with neighbour Flamstead, not to mention internal strife.

The Long Winter was kinder to Moon Valley than elsewhere, thanks to the prevalence of purple food crops, which have long been a staple of many farmers throughout the area, typically grown one year in three or four in rotation. However the area suffered dreadfully from the depredations of Great Trolls with Moonguard itself being besieged for seasons.

Since Time restarted things have returned to normality and with the fall off in Troll raids somewhat better than normal. But in 607 TA the exiled Aldrin dynasty attacked from Moonravia, far to the north. The actual forces involved were relatively small but the invaders found support from a minority of the Duke’s subjects.
Since resolution of the Moonravia war by a marriage of alliance, the main threat appears to be growing animosity from the Trolllands. The Great Trolls and the cult of Zorak-Zoran have regained the power and prestige lost after the Long Winter. The Duma is anxious that the Great Trolls be kept in line and all evidence suggests that Imperatritsa Nastasya is looking to unleash Zorak-Zorani wrath upon Freetown, with the intent of luring in Moonguard into its defence. Rumour has it that Moonguard is aiming to counter this threat with their own countermeasures based upon WMDs – Weapons of Mass Delusion. But the details remain unknown and the term may just be propaganda – neither Moonguard nor the Trolls are famed for their veracity.
Acrimony 2600: a minor town roughly half way between Moonguard and Silverseam. It began life in the Dawn Age as a border fort of the Singidun Empire called Aspang. There is also a Charlatan grange. The current ruler is Acidia Vitriol, Viscountess Acrimony.
Actin 2000: a minor town in the Sunbury earldom, the seat of the Actinal dynasty.
Apemoot: Every year upon the conjunction of the Deathstar with the Dogstar, widfarend and star respectively, the Baboon tribes of the Baboon Jungles meet on the Blueface annual high holy day. This can occur at any time between late Sacred Time and early Fire Season. On this day, all the tribes meet at Apemoot and celebrate a festival with much eating and drinking.
Arkham 100: a small hamlet close to the south bank of the Moon River, two days upstream from Freetown. Not to be confused with the suburb of Arkham in Moonguard (home of the famous Arkham Asylum). The ancient barony of Arkham has recently been granted to Lord Ranga Nathan, a Purple Elf. Arkham village was much more important in the Moon Age than it is today. Local legend has it that it is where the first Duke had a vision of the new city and each new duke used to pilgrimage to Arkham prior to coronation to gain official acceptance at Arkham Priory. Since the overthrow of the Aldrin dynasty and the disappearance of the last Lord Arkham the priory has been abandoned and the village is a shadow of its former glory. However, Lord Ranga Nathan is devoting considerable resources to restoring the village and the last five years has seen some migration into the area.
Baboon Jungles: the largest single area of forest left in the Littoral, the Baboon Jungles are of course famed for the Baboon tribes that wander within. There are also populations of other woodland peoples, including several separate Elf woods. The Elvish name for the Baboon Jungles is Taur o Lingadilhoth – literally ‘Forest of the People of the Purple Behinds’. Individual Elf woods within the jungles also have their own names. During the Dawn Age, the Singidun Empire cleared the jungles considerably in the western reaches, causing the Baboons and Elvish populations to mobilise in support of the crusaders, who armed the Baboon tribes. In the Moon Age the jungles returned slowly to their original extent. There is no single political entity ruling the Jungles, which remain balkanised. The Baboon tribes are peripatetic while there are at least five separate Elfwoods within the Jungles. The Jungles resist all attempts at census and mapping and they may very well be fractal.
Balaton 1650: a town on the shore of Lake Balaton. A surprisingly cosmopolitan population composed of Piscator and Naiad fishermen, Selenites, Ducks and visiting barbarians. Many Sunbury nobles maintain villas on the shore of the lake. Local legend maintains that a serpentine monster inhabits the lake. The current ruler is Gerald Whimsy, Landgrave of Sunmarch. The Anatines have a priory on the lake edge.
Flambards 1500: the most recent addition to the Moonguard Hegemony, settled 457 TA by Phoenician exiles from Karnak. It is a lone outpost of civilisation surrounded by barbarian nomads and frequently threatened by Chaos hordes. It also draws adventurers in search of fame, if not fortune. The town is also famous for Flambards School. Ruled by Drago Flambard, Count Flambard.
Flamstead 1800: A much older town than the more famous and infamous Freiburg. Flamstead was founded early in the Moon Age, around the same time as Moonguard, by a small Phoenician force from Karnak and the nobility are half Phoenician today. There is a priory of the Draconian Order who occasionally mount expeditions onto the Moonblood Moors in search of the legendary Moon Dragon rumoured to be sleeping there. Currently governed by Ignatious Arson, Viscount Flamstead.
Freetown 8000: founded by Azraelite missionaries in the early-middle Dawn Age as Singidun, the town became the heart of a powerful Empire that expanded eastward, clearing the nearer vales of the Baboon Jungles.

As an Azraelite foundation Singidun viewed Transylvania as its arch-enemy and in 498 DA the Empire forced the Sylvanian Pass by force. However the Wraithe elements in the army committed horrendous atrocities, massacring entire villages so the corpses could be raised as undead soldiery. In horror at the viciousness of the slaughter infested by Wraithe the entire state mobilised and the Singidun army was annihilated at the Battle of Sighişoara.

Wraithe clearly had much influence in Singidun from the first but the cult spread like an infestation, corrupting the Empire from within and spreading to neighbouring states. When it reached Burgos (modern Arcadia) on the shores of the Sea of Fortune, widespread revulsion triggered the famed Lightbringer crusade at the end of the Dawn Age. Crusaders attacked from Tryst, Godsport and up the vale of the Wildëa.

Rhadamanthites from Heliopolis and Humaktis from Necropolis were augmented by mercenaries and many Selenite Gypsies. They were joined by Baboons from the Jungles (armed by the crusaders and led by the new cult of Blueface) and Dwarves from Silverseam. There may even have been aid from Transylvania.

The Empire’s outer defences were brushed aside but the core of the state proved a harder nut to crack. Singidun itself withstood a siege for over two years. Inside the city starvation induced more and more of the population to assume undead status and by the time the walls finally fell, when Humakti general Severine Le Veracité ordered them stormed, almost everyone was a lych or wight. The crusaders showed no mercy and the inhabitants were slaughtered. Those who surrendered were tried and executed and the city was burned to the ground.
The site lay derelict for centuries – wild horror stories of undead and haunting spirits kept the inquisitive away. But the site was too good to ignore as the crossroads of trade routes from Luneport, Sophia, Sunbury and the burgeoning Moonguard and the town was refounded 392 MA as Freetown with a novel constitution – an independent city state governed by a plutocracy of trade guilds and policed by moderated Rhadamanthite law, which has persisted ever since.
Freetown was initially ignored by the belligerent Trolllands, who focused their ire on Moonguard and Sunbury, but soon enough the Trolls realised Freetown was a lynchpin in the defences of the Lunar and Solar states and it has withstood its fair share of sieges.

From 199 TA another trade route opened up to Transylvania via Freiburg (whose own foundation was inspired by Freetown) and despite the occasional vicissitudes Freetown has steadily increased in wealth and population. Its mayors have proven as adept at diplomacy as trade and have maintained Freetown’s independence, playing off the Trolls, Baboons, Sunbury and Moonguard against each other.

Freetown suffered less than some of its neighbours during the Timestop, thanks to plentiful food stocks and diligent rationing – the walls keeping out the Trolls. Since the Timestop it has burgeoned with the threat of Zorak-Zoran raids falling off to next to nothing. The population has almost doubled, though at least a third must be counted as transients.
The citizens elect a town council from six trade guilds and one craft guild supplemented by representatives of the major temples. The council elects a mayor and a separate moderator yearly. However the Rhadamanthite Warden has been Fiskal Mackenzie since 592 TA.

The city’s wealth is based on trade and it realised early on that taxation based on taking a small slice of a bigger cake promotes wealth for all so the tolls are low, typically about 5%. The six trade guilds are the Junglers – Naiad boatmen trading with Lüneport through the Baboon Jungles; Market Gardeners – Mercers trading locally with the Hoe Downs; Mooners – Naiad cultists trading with Moonguard; Strangers – Mercers who trade by road to Freiburg; Trekkers – Mercers who trade overland to Sophia in large caravans; and the Trollers are Mercers who trade overland with Argan-Argar merchants in the Trolllands.
Aside from trade, the town also has a rich culture with the spectacular Gowrie theatre on the north side of the Market Square. On the west side of the square is the Moonguard Consulate. This was recently augmented after the appointment of Monty Lord Carlo as Ducal Nuncio – the voice of the Duke of Moonguard in Freetown. Lord Carlo made his money from his casinos in Freetown and Sartac, the landed equivalent of the famous river-boat casinos that still ply the Moon River. The Diamond is another casino owned by Sam Braun. With two casinos, the river-boat gambling dens and Lord Carlo as Papal Nuncio, Nemesis has gained a firm grip in Freetown, increasing the Selenite influence. This has had the dual effect of bringing Freetown closer to Moonguard politically (hence the Nuncio) but it serves as a red rag to the bull of the Imperatritza of the Trolllands.
The defence of the city centres on a ‘citizen’s militia’, commanded by a Mithras centurion. This is a bit of a misnomer. In the Moon Age the militia was composed of citizens but the rising affluence of the Third Age saw Freetown hiring Mithras legionaries on a full-time basis, to relieve citizens of the chore of maintaining order and drilling. It also ensured a fully professional fighting force.

During the quiet years since the Timestop the walls and the militia were allowed to decay, the latter falling to 40. With the Moonguard civil war of 607 TA and the rising threat from resurgent Trolls, the militia has more than doubled and may rise to as much as an entire regiment of legionaries. The Walls were put in order at short notice and Lord Carlo became the hero of the day when he rallied local forces to the relief of Sartac.
As the crossroads of so many trade routes, Freetown’s taverns have attained wide renown: The End of the Road caters for adventurers; the Slaughtered Lamb is popular with visiting Mercers; Jim’s is a Nemesis tavern in the wealthy west quarter where can also be found the Raver’s Return, catering for a Selenite clientele.
There are rumours of tunnels beneath the city, some of which may pass under the river. Tales, possibly apocryphal, make them full of undead.
Freiburg 2500: [Taken from the Freiburg tourist guide] Set in the wild north, nestling under the picturesque West Walls of Transylvania and located within a short ride of the Warpmarch, the border of the Chaos Zone; historic Freiburg is the perfect location for a holiday, be it a weekend break or month-long excursion.
A city of character, Freiburg prides itself that none need fear religious persecution; complete freedom of worship is enshrined by charter, the only such place in the world.

Many pleasures await intrepid visitors to our exotic city: As principal point of exchange for Transylvanian goods, Freiburg is the perfect place to find that unique gift: Transylvanian silks, wine, Messianic artefacts and many other esoterica can be found in our atmospheric markets. And Freiburg's food markets are famous for fresh chaos-game, the best east of Karnak, and readily available (season permitting) at very reasonable prices.
There’s fun and adventure to be had for all in seeking the many buried and hidden treasures legend places around Freiburg: ancient dwarf mines; desolate haunted woods; entombed vampires; winged dragons and mysterious vanishing towers, they’re all to be found within a few days' ride of the city. North of the city, skilled guides can put you on the trail of weird beasts from the Chaos Zone as well as more ordinary game with extraordinary chaos features; hunting has never been so thrilling!

Founded 199 TA, Freiburg was the result of negotiations between Moonguard and Transylvania. It was founded by a charter conferring complete freedom of worship. This allows the Transylvanians to maintain an ambassador to Moonguard on more or less neutral soil. Thanks to this treaty, Thanatari and Ma Fear Assassins walk openly in the streets and hold important offices in the Viscount’s cabinet.
The prevalence of chaotic darkness cults has led to friction with Phoenician Flamstead to the west.
Just outside the town is Hellwood Priory, a fairly new daughter of the Luxorian Order of monks, established no doubt to research the reality behind the legends of Hellwood itself. The last known Maenonite priory is in Freiburg’s Dark Quarter.
Victor II of the House of Loonacey holds Freiburg under charter as a semi-independent viscounty from the Duke of Moonguard. He rules with the advice of a cabinet headed by Chamberlain Marmaduke Lord Gibbering and Chancellor Sir Amaury Ludo. Neither have officially confirmed or denied being Assassins or Head-Hunters, but Sir Sergei Buda, as Constable of the Militia and Priest of Than, proudly displays a ceremonial head on all state occasions.
Grimmsby 6000: a northern frontier town and capital of its own county, Grimmsby was settled in the mid-Moon Age to push the frontier with the Chaos Zone back to the Northmarch Hills, a more defensible border. Today it is ruled by Zebulon Silver, Landgrave of Grimmsby from his very impressive castle. Grimmsby Abbey is the headquarters of the Floyddian Order of monks. There is also a Charlatan priory.
Grimpen 3200: founded in the early-mid Dawn Age as Berko, the town has always been a frontier fort guarding the confluence of the Noarus with the Wildëa from incursions from the Trolllands.
When conquered by the crusades at the end of the Dawn Age, the town was renamed Grimpen after the extensive marshes to the east. Initially its fortifications were enhanced and manned by Sunbury, wary of the Trolllands to the south, but within two centuries Grimpen had become Selenite. Ever since then Grimpen has been a lynchpin of the Noarus line of defence against Trollish aggression. The current ruler is Simeon Worbash, Lord Grimpen.

The town has a priory of the Gilbertine Order, one of the few remaining since the destruction of their mother abbey of Monbury. There is also a Charlatan grange.
Just outside Grimpen is the site of the infamous ‘Battle of the One Army’ 123 TA – in which the incompetent Selenite general, Aloysius Virtual, Margrave of Trollmarch, ordered a double envelopment of a much smaller Troll force, comprising a couple of regiments of Dark Trolls, some Trollkin skirmishers and a handful of Zorak Zoran shock troops. The Trolls executed a withdrawal under cover of an eclipse and the two cavalry wings of the Selenite army instead closed on each other and in the dark misidentified friend as foe. When the infantry main body then blundered into the mass scrimmage the entire army fell apart. The Selenites lost roughly 15% of their strength and the army was shattered. The Margrave of Trollmarch died on the battlefield. Troll casualties were limited to five Great Trolls but their Marshal, Tsarevna Romana Mischkova Nochova, is reputed to have died laughing when the passing of the eclipse revealed the carnage. Trolls know this as the Battle of Vody Ubornaya, which is their name for the Grimpen Marshes, literally meaning ‘water closet’ – ie a toilet.
Headley 5500: founded as Vukovar in the Dawn Age but renamed Headley by crusaders in the Moon Age. Headley has a position of importance for several reasons: it is the main port of commerce for Sunbury; it guards the confluence of the Drover with the Moon River; and it holds the principle military reserves to support Grimpen and the eastern Noarus line. The Charlatans maintain a priory in the town. The current ruler is Gilbert Eclipse, Viscount Headley.
Hoe Downs: the name of an area NE of Freetown with seven villages with few Selenites in their populations: Heave Ho is at the top of the cliffs NE from Hoebottom; Gung Ho is met next, with a very high population of Viking worshippers; Hilltown, High Ho, Soho and Westword Ho form a rough rhomboid, all with mainly Matari populations leavened with Wind cults; finally Tally Ho is strongly Wind-cult dominated, nestling in the crags in the north of the downs. Recently, settlers from the Revellers sect have founded a new village, Hohoho, devoted to revels.
Hoebottom 1200: a market town east of Freetown from where the road to the Hoe Downs branches from the north bank of the Moon River.

Hungry 4500: In the Dawn Age the town was a frontier fortress named Arabon. After the crusades it was initially influenced by Sunbury, though it had a very cosmopolitan population. The founding of Moonguard and the settlement of the Chaos Zone north of the Moon River rendered the fortress somewhat redundant but once Hungry had become part of the Moonguard Hegemony the fortress gained significance as an important rear defence in the event of Trollish incursions. Castle Hungry is the seat of Alastair Stardust, the Landgrave of Hungry. The palace of the Bishop of Hungry is also breathtaking. There is also a Charlatan grange and Barking School rests within the walls.
Lammergeier 1700: When the Gypsy settlers pushed north and west beyond the limits of the Singidun Empire they entered a nominally chaotic territory over which Storm worshippers from the Alps had been waging war for centuries. The reaction of the Stormtroopers to the Gypsies was ambivalent. They were more acceptable than the population of Scorpion-Men, Morokanthi and Ogres of the Dawn Age but they were nonetheless nominally chaotic. On the borders of the Selenite territory the unusual mix of cultures arose, some of which survive today. Lammergeier is one, Salzberg another. Sages also remark on the clear evidence of intermixing in the Lunatic language, which shows strong influences from Stormspeech.
Hawkeye Lammergeier was a were-eagle of the early Moon Age who spurned Phoenix. He sought a cult of wind for were-eagles without connections to Chaos. He subsequently hero-quested to gain the runes of Wind, Truth and Bird. Today his cult forms the militia for the town named after its founder.

Any were-characters from Lammergeier can choose to be were-lammergeiers. A lammergeier is a type of eagle with the habit of a vulture, though they are perfectly capable of killing their own prey. In the wild, the birds subsist mainly on a diet of bone, dropping them onto rocks from on high to get at the marrow. Were-lammergeier stats are identical to were-eagles but they cannot be poisoned or infected by rotting meat.
The cult locally enforces law and order from the starting point of Storm Law but ultimately subject to Lunar law (Lammergeier is surprisingly tolerant of the Selenite religion, though it shares the Storm hatred of Chaos). Were-lammergeiers sometimes serve a reconnaissance function in time of war. All citizens of the town are at least laymen and there are probably another thousand or so throughout the Alps and the Moonguard hegemony.

Cult weapons are 1-H Sword, Beak Attack, Talon Attack, Medium Shield and Composite Bow. Initiates learn Flying and Stormspeech for free and half-price Listen, Oratory, Speak Eaglespeech, Spot Hidden, Tracking, Storm Law and Weather Lore. R/W is not forbidden but, like most Wind cults, cannot be trained or counted in tests.

The cult teaches free Farsee and Ironhand II, and half-price Demoralise, Ironhand, Speedart. Other B/M is available at full cost. All Illusion spells are banned.

It has two one-point runespells, Totem Shape Change: Lammergeier and Windwords and has access to Dispell Small Elemental, Divination (limited to things seen by initiates and wild lammergeiers only), Divine Intervention, Spell Teaching and Summon Small Sylph.
Today Lammergeier is ruled by Hawkeye Jaeger, Viscount Lammergeier.
Loonz 9700: Founded almost a century after Moonguard, though there are legends of a previous foundation before named Lenten, said to be the birthplace of the legendary Storm hero, Arthur of Lenten, who fought against the Selenite advance – however Moonguard historians claim there are no records of such a figure or any city before Loonz and that Arthur is entirely a work of fiction in Stormspeech oral culture.

Loonz is the capital of the palatinate governed by the Archpriest of Loonz. As the seat of the Archpriest, the town attracts more than its fair share of religious orders. Obviously the Charlatans are represented but the Gilbertines and the even rarer Draconians also have priories, as do the Floyddians, of course. The Mahatmans have a grove, which with its unassuming attendant buildings is effectively a priory. Loonz also used to be the seat of the infamous Maenonite Order, whose vows of silence hid unsavoury Atyari geases, but Maenon Abbey is long-since dissolved in the wake of the civil war at the end of the Moon Age. (Though rumour has it some isolated Maenonite priories still exist somewhere.) The school of Nonsense is based within the walls.
Luxor 2500: a minor town in the Sunbury earldom, the seat of the Lux dynasty – not to be confused with the Abbey in Khem or its related order of monks.
Mauve 1850: a small town founded in the mid-Moon Age as part of a push northward to improve security for Moonguard and the Moon Valley. It commands a tongue of land projecting out into the Mauve Marshes from the south-west. In theory it is a lynchpin of the border defences against Chaos but in reality, while the marshes seeth with Chaos, it is difficult for typical Chaos Hordes to advance across them. However the castle is really impressive. The Voidic priory of Prague maintains a grange in Mauve to study the marshes. There is also a Charlatan grange.  The town is ruled by Simon Viscount Mauve.
Mohawk 3000: founded in the Dawn Age as Mohacs, the town was firmly under the thumb of Singidun from the first. It was liberated only after the fall of Singidun to the crusaders. In the Moon Age it was initially independent but soon fell under the sway of Sunbury. However, two battles saw the town fall to Moonguard by 250 MA, when the name was Lunaticised to Mohawk. The town has seen two further battles in the Third Age, both against Troll armies. In 367 the Trolls under Tzarevna Solomona Selimova inflicted a defeat and the lands further north were only saved when Sunbury took the Trolls in the rear at Sartac. But in 528 Tzarevna Sara Sukova was thoroughly defeated by the combined forces of Moonguard and Sunbury in unison. Today Mohawk is ruled by Selena Vague, Countess Mohawk. The Charlatans maintain a grange in the town.
Moonblood Moors: a strange patch of heathland, 15 by 20 miles, north of Spiderweb Forest and imbedded in the NE sector of the Voodoo Fells, from which it is quite distinct. It has far fewer Broo and more Faerie folk. It is believed that there is a tall tower fashioned of a purple-grey stone in the centre of the moors. Rumour has it that it is inhabited by a dragon but most explorers have found no tower present. Unlike the Voodoo Fells, the Moonblood Moors shows fractal geography, with the area being notably greater than indicated by the circumference – see the Tardis Marshes near Freetown and the Chaos Fells of Iberia for similar terrain.
The rumours of a dragon draw many tourists and mystics searching for the Moon Dragon. Some are Sanguinists seeking to emulate the exploits of Sir George of Albion, others seek to worship Selene’s legendary steed. Whatever their motivation, most return to Freiburg greatly disappointed at finding nothing. However, every time the rumours die down and the tourist influx slackens, someone makes a new claim to have seen the Tower of Lord Somnus.

Moonguard 60000: founded early in the Moon Age in what was then the Chaos Zone north of the toppled Singidun Empire, some hold that the start of the Moon Age dates from the founding of Moonguard but others note that the reign of the first Duke, Auberon Normal ‘the Intrepid’ (4-25 MA), dates from 4 MA.
Initially it was just one of several city-states up and down the Moon River that replaced the Empire. Auberon’s granddaughter, Mona (73-92), died heirless so she was succeeded by her nephew, Damon of the Plantagenet dynasty. As Damon II (92-127 MA) he proved both a great warrior, establishing Moonguard as a major power, but was also a great ruler, laying down the essential framework of Moonguard’s bureaucracy and judiciary, though his reign was marred by his feud with Nebulon Blest, Archpriest of Loonz, resulting in the murder of the Archpriest in his own cathedral, and Damon’s bitter civil wars with his own children.

But it was Phorbus I (210-245 MA) who really set Moonguard on the map, establishing control over much of the Moon Valley and lands south toward Silverseam, the dwarves proving useful allies. Under his grandson, Phorbus III (265-315 MA) and later Damon V (351-360 MA), Moonguard established the dominance familiar today, though Sunbury and the Trolllands continued to war against the Lunar state. (Damon V died in battle against the Trolls 360 MA.)
By 360 MA the dukes of Moonguard had established governance over an area as large as the Singidun Empire, but displaced north and west. Sunbury made the mistake of winning every battle but the last. However the dukes of Moonguard have always taken care never to refer to this territory as an ‘empire’, partly out of distaste for the Singidun Empire and partly out of practical political concerns – it is easier to sell the Hegemony than an Empire to its citizens.
The Plantagenet dynasty that founded Moonguard expired in the senior line in 423 MA thanks to Drago III’s murder of his nephews. The Plantagenets were succeeded by the Crater dynasty, during which the Ducal bureaucracy became the main instrument of governance, as opposed to the increasingly decadent feudal barons. It was the Crater dynasty that saw the settlement of the Chaos Zone to the north of Moonguard and the foundation of Grimmsby, Mauve and Prague.

Damon VIII (447-485 MA) is now best known for his innumerable wives (who when counted always come to a different number) but none of the last three Crater dukes and duchesses produced heirs. Selena I (491-496 MA) married the Earl of Sunbury but Moonguard refused to accept the rule of a Lightbringer and Selena failed to produce an heir.

On Selena’s death the Ducal coronet passed to her sister, Diana I, ‘the Virgin’ (496-541 MA). Despite also never producing an heir, Duchess Diana is generally regarded as one of the great rulers of history, able to beat the Imperatriza in the game of diplomacy, aided by the Ducal bureaucracy and a spy network second to none under her secretary, Sir Fakery Weirdness, later Chancellor, 516-528 MA. Diana’s reign is regarded as the apogee of Moonguard in the Moon Age.
But on Diana’s death in 541 MA came the Aldrin dynasty, under whom the Moonguard nobility became corrupted by Chaos. During the reign of Edwin ‘Buzz’ Aldrin (563-587 MA) much of the nobility were openly competing at Court to display the grossest Chaos features. At a ball in 579 MA, Duchess Psyche partook of slime with her ladies; contracting acute Ghoulishness, the Duchess raced across the dance floor, howling and biting guests savagely. Duke Edwin is said to have giggled at the sight.
This event provoked isolated revolts up and down the river. The Duke ordered the revolts to be brutally suppressed but in the process he revealed his connection with the cult of Thanatar. The revolts spread, joined up and civil war swept Moonguard, with Sunbury, Silverseam and Salzberg supporting the rebels.
Duke Edwin is believed to have died during the storming of the White Tower 587 MA, though there are some who believe he escaped to the Moon. House Aldrin and their defeated supporters escaped into exile in the Chaos Zones by means of obscure Lunar magics.
For ten years Moonguard was governed by Orlando Nutter (587-597 MA), a lay Minister of Selene, as ‘Protector’, but his rule was harsh and he suppressed all public displays of festivity, including the arts. On his death at the start of the Third Age the Duchy was revived under Virgil (1-26 TA) of the Grissom dynasty. His reign saw many vicissitudes but he ruled wisely and well.

Unfortunately, his brother, Neil II (26-29 TA), was deposed when he tried to eschew Moon for Sun worship (both Virgil and Neil had spent their formative years in exile in Sunbury). He was replaced by his daughter, Selena II (29-35 TA), who ruled jointly with her husband, Stormlord Auberon III (29-43 TA) of the House of Mond. However they left no heirs and the throne passed to another sister, Stella (43-55 TA), who also left no heirs (despite bearing nineteen children) and was the last duchess of the Grissom dynasty.

The Ducal throne passed to the nephew of Auberon III, Victor I (55-68 TA) of House Mond. Many Selenites thought it scandalous to be ruled by a wind-worshipper who spoke no Lunatic but his hand was light on the reins of government and he was content to let his bureaucracy make most of the decisions. Victor II (68-101 TA) spoke Lunatic but was also a wind-worshipper like his father. However he became estranged from his son, Florimond, who eschewed Storm for Selenite worship.

Victor II outlived his son but his grandson, Victor III (101-161 TA), was staunchly Selenite and much loved by his people. His reign is notable for the madness that fell on him during his reign at intervals from 129 TA. It is notable that the incapacity of its Duke in no way impaired the function of the Moonguard government, in contrast to the reign of Damon VI in the late 4th century MA.
Victor III was succeeded by his fat and stupid son, Victor IV (161-171 TA), who had served as regent during his father’s madness but left no heirs. His brother, Auberon IV (171-178 TA), came to the throne too old and infirm to make much of a mark as Duke but on his death the Ducal coronet passed to his niece, Artemis (178-242 TA). She governed very effectively for decades. Her consort, Allusion Fantasia, aided her work but did not rule directly. However on her death her son, Phorbus VII (242-251 TA) became the first monarch of House Fantasia.

Phorbus VII’s grandson, Phorbus VIII (277-277 TA), had courted scandal by showing Sunbury sympathies. On becoming Duke he publicly declared himself as a Sun worshipper. He was made to see the error of his ways and abdicated in favour of his niece, Diana II (277-296 TA) who became the last Duchess of the Fantasia dynasty. She married Sigismund of a cadet branch of the ancient Plantagenet dynasty, who have ruled the Duchy ever since. Phorbus went into exile in Sunbury, dying 313 TA.
Sigmund (296-340 TA) is widely regarded as the last truly outstanding Duke of Moonguard and is usually called ‘Great Sigmund’, though in his lifetime this was also a reference to his extraordinary height. His son Raymond I (340-371 TA) was killed in battle with the Trolls. Since then the Dukes have generally been of nondescript quality at best. Bohemond II (432-453 TA), dissolute and depraved, was replaced by his brother, Osmond I (453-464 TA), after a short and nasty civil war.
Raymond III (477-518 TA) was assassinated by a Court faction, members of which were tortured to death by the new king, Raymond IV (518-537 TA), in person over several weeks. Florimond I (537-549 TA) was killed in a hunting 'accident' after a short and tyrannical reign. His son, Florimond II (549-580 TA), died during the Siege of Moonguard during the Long Winter. Raymond V (580-594 TA), having been driven completely insane during the Timestop, was assassinated to avoid a constitutional crisis.

During the Long Winter, Moonguard was besieged by an army of Great Trolls and Undead and came as close to falling as it ever had. The Duchy suffered less from famine than most places thanks to extensive purple-crop agriculture but the ravages by gangs of Great Trolls and undead caused huge mayhem. However, since the end of the Timestop, Trollish aggression has fallen almost to nothing and the Moonguard Hegemony has known peace and prosperity as never before.

The current Duke, Raymond VI (594- TA), is an ineffectual ruler but popular with his subjects. His reign saw the invasion by Moonravia, the state founded by the exiled Aldrins far to the north on the borders of an icy cold inland sea with a capital called Selenium. After hearing nothing of it for all the Third Age, Moonravia launched a sudden invasion of Moonguard 607 TA under Duke Wilhelm the Usurper via the ‘Lunar Seas’.

Moonravia took large swathes of Moonguard territory but Lord Monty Carlo, without any real authority, mobilised Freetown and Sunbury and militias from Freiburg and Flamstead. He also received support from Transylvania. After Sartac was retaken by storm, the daughter of the previous Duke Sebastian, Katarina Aldrin, deposed Wilhelm the Usurper. With the bulk of Moonguard back in the hands of Duke Raymond VI the war was resolved diplomatically with a marriage of alliance.
The White Tower of the Moon is accounted one of the Twelve Wonders of the World. It is the principle residence of the Duke of Moonguard and houses the offices of Chancery, Treasury and Judiciary. It is a miraculous edifice of white stone and silver glass almost half a mile high, with soaring flying buttresses and towers roofed by purple-pink tiles. It holds the record for the tallest building in the World. It is rumoured the basement houses the Bride of Thanatar but this is undoubtedly propaganda spread by conspiracy theorists. The most extraordinary thing is that the tower is entirely illusory and cannot be seen on days when there is no Moon. When it vanishes, the contents and inhabitants also vanish. Rumour has it they go to the Moon.
The University of Moonguard is one of the foremost centres of learning in the World. Among many schools of study, it includes the Floyd the Pink Institute of Ishtari Magic. Separate from these institutions are the Grand Academy of Dramatic Arts (known as GAGA) and the Moonguard Municipal Workhouse.
Lunt Abbey is the centre of the ubiquitous Charlatan order of monks. There are also priories of the Cyriac and Mahatman orders and a grange belonging to the little-known Celestines. Balaton Priory maintains a grange for the Anatine Order.
Never 2700: founded at the same time as Moonguard, Never was the seat of the Aldrin dynasty who ruled Moonguard during the last century of the Moon Age. It is home to the cult (or more accurately sect) of Moonwalker, a highly unusual minor cult of mystical Moon worshippers who seek to walk on the Moon, most never to return. They can be regarded as an anomalous sect of Selenites. To call it a cult is generous, but initiates willingly teach any who will listen. Some assign it the runes of Moon, Mobility and Mastery.

There are no cult weapons but almost all worshippers are already at least laymen of Selene so most know how to use Longsword (or similar) plus Small Shield and Discus. Lay membership is open to anyone who worships the Moon. Initiates of Moonwalker are poor beggars who place a bowl for coins while they hold forth on Selenite scripture. Cultists learn free Ravings and Lunar Philosophy and no other skills or any spells. (However, again, they can gain normal skill training and spell teaching at any Selenite church.)

However, anyone who listens to a cultist preach may each season test Pow x 1% to gain 5% in the Faith skill Moonwalking. This is entirely voluntary but once he or she has any Moonwalking, they are an initiate of Moonwalker. Once an initiate they drop out of society and become begging preachers. An initiate with 18 Pow is a priest. There is no equivalent of Moonlord.
Moonwalker has a single one-point runespell, Path of the Moon, castable only with the Moon in the sky. It creates a shimmering gateway onto the surface of the Moon, revealing a grey, cratered landscape, allowing anyone to step through who successfully tests his Moonwalking skill.

Once on the Moon, they may find the bleak grey landscape scarred by craters, or sometimes a wonderful city of shining silver towers amidst gardens of purple flora or a lush green and purple countryside or a plain of silver, purple and grey; some claim to have met a purple dragon. Many never return at all. The gate remains open for 15 minutes in the real World (but who knows how long on the Moon). Those on the Moon can return through the gate by successfully testing their Moonwalking skill. They may do this once per minute until the spell ends, or until they fumble, at which point the gate closes. People so trapped on the Moon may not come back.

Cultists regard the Moon as heaven and many never return at all. Ultimately, all seek to go to the Moon on death. Moonwalker does not give any other runemagic: cult special, associate or standard, nor does it give Divine Intervention in any form. Priests can attune silver but no other runemetal. Few are able to afford any silver.

Moonwalker arose in the town of Never and this is still where the sect is strongest. They revere the name of Duke Edwin, the last of the Aldrin dynasty, who was deposed by Orlando Nutter in the Civil War at the end of the Moon Age. The sect holds that he was the first to walk to the Moon and in fact was not slain in the war but Moonwalked to freedom at the end of his days. Cultists sometimes refer to the Moon as ‘Neverland’.

It should be emphasised that while Moonwalkers are more prevalent in Never than anywhere else, most citizens of the town are far from this extreme and public opinion ranges from seeing them as a public nuisance, a tourist attraction, wonderful role-models of blessedness or anything in between. They are tolerated by the current ruler, Stella Barking, Countess Never. The town also features a Charlatan grange.  

Newtown 2400: founded 285 MA by refugees from Psychopathy fleeing a series of attacks by Chaos hordes. These were augmented by immigrants from Salzberg and refugees from Karnak, some of whom pushed on to found Flambards. Today Newtown has a surprisingly cosmopolitan population in view of its size. The current ruler is Norman Zed, Count Newtown.
Pink 2000: founded in the Dawn Age as Nezmel as a fortress town on the south bank of the Wildëa at a time when the river was the border with the Chaos Zone. It is reputed to be where Floyd the Pink performed the ritual that transformed the polluted Wildëa into the Moon River.
Floyd the Pink was an Ishtari wizard but also a devout worshipper of Selene. Before the crusades he was part of a troupe of Gypsy entertainers but he became a major figure in the crusades, urging the Lunatic crusaders on to found Moonguard.
But Floyd’s greatest claim to fame is his collation of the immense body of Lunar folk songs into what today is known as the Ravings. Controversy has dogged The Ravings from the first. Floyd claimed he used only genuinely original songs yet his name appears twice: ‘Pink isn't well, he stayed back at the hotel’ (The Wall, Accusations, v 6) and ‘And by the way, which one's Pink?’ (Wishes, The Game, v 11), proving he couldn’t resist putting himself into the allegedly original hymns.

But the greatest controversy focused on the hymns he didn’t include, today termed the ‘Apocrypha’, most set out by an individual known only as the Great Tramp, an ex-soldier called Sgt Pepper and one book by a woman known as the Muse, but there are a host of other miscellaneous hymns of unknown derivation, some doubtless spurious.

During the Moon Age, only the classic Ravings collated by Floyd the Pink were generally recognised and the Apocrypha was often forcibly suppressed. But in the Third Age, since the Civil War, the Ravings are usually published together with the Apocrypha. However the precise composition of the Apocrypha varies between editions. The earliest included only the six books of the Great Tramp (often omitting the Book of Breakfast). The book of the Muse is still included only rarely and no two editions agree on the exact composition of the Book of Miscellanies.
The first Duke of Moonguard, Auberon Normal ‘The Intrepid’ rewarded Floyd the Pink with Nezmel, which was renamed Pink in his honour. The current ruler today is his direct descendant, Floyd XLVII, Viscount Pink, though the family is typical Selenite nobility and none have emulated the original Floyd’s worship of Ishtar.
Prague 3200: settled in the mid-late Moon Age as part of the policy to move the border with Chaos further north, Prague is the capital of the Northmarch. Despite Zone, to the north, serving as a forward defence, Prague has seen more than its fair share of Chaos hordes. Today it is ruled by Metaphor Slyme, Landgrave of Northmarch. Prague hosts priories of the Bridgetine, Gilbertine and Voidic orders of monks, the latter one of two priories focused on the Chaos Zone. There is also a Charlatan grange and the famous school of Pragmaudlin.

Psychopathy 1750: a small town founded on the south bank of the upper Moon River late in the Moon Age as Moonguard extended its influence westward. Its name derives purportedly from the boastful response of settlers to popular opinion regarding settling exposed to Chaos on all sides, ‘You’d have to be mad to live there!’ In the early Third Age its population was more than twice the current but many left to found Newtown. The current ruler is Hilda Moonburst, Viscountess Psychopathy. The Charlatans maintain a grange in the town.
Salzberg 5000: Salzburg was settled after the founding of Moonguard at the start of the Moon Age. As the Moon worshippers spearheaded the anti-wraith cleansing of the Moon Valley (at least according to versions of events held in Moonguard), those who could not accept Selenite rule were left with only one way to go. Facing the moonies from the east, the trolls to the south and chaos wastes to the north, many anti-chaos cults headed west. So was founded the City of White Gold (Salzburg), a city based on Typhonian rule, seen by many as the last bastion of ‘civilisation’ holding back the chaos hordes.
The Moonguard Bureaucracy sees Salzburg as little more than a minor kingdom, not worthy of much attention, but even they would admit it is a useful buffer zone between the chaos hordes and Moon Valley. Although on a smaller scale, it can be viewed in a similar manner to Transylvania’s regard for Eagle County. To the north are true barbarian lands on the Germinal plateau (before the chaos wastes become dominant north of the Moon River), and tribal representatives often come to Salzburg to trade. To the east lie mainly peasant farm lands, although conditions for agricultural farming are not particularly favourable, and local cuisine tends to be heavily meat based. To the west and south lie the mountainous region of the Alps, a remarkable area filled with all manner of strange beasts, exotic locations and unexplored territory (governed by a new skill: Alpine Lore). Much of the areas above the high pastures and low mountainous regions are wooded, and it is said some of these forests are elf woods. Bodies of peasants found with well placed arrows through their hearts would seem to support his.
Humans make up the majority of the population, but there are significant communities of dwarves and ducks living in town as well (more on these later). Typhon is the dominant religion, and the main open air temple dominates the temple district. Due to this influence the town is home to a high number of chaos reavers about to embark on quests into the alpine regions or further north into the chaos wastes, and so the population can be quite fluid. However there are also many Mercer cultists made rich by the salt trade, and it is these groups who deal with the every day running of the town, growing rich on the produce of the dwarves transported into town by the ducks.
There are also temples to Azrael, Gowrie, Humakt, Poseidon, and of course Viking. A Luciferan healer is present, but the only hospital is run by the ducks. A Moonguard embassy has just been established, which is not exactly universally popular. There is no public library and only one sage/alchemist in town, the castle Chamberlain, who is alleged to keep his laboratory (with books) somewhere in the castle. Saruman the White also resides in the castle. There are very few lightbringers (except Jack cultists of course), with policing activities left to Typhonians, soldier dwarves and Moonbeak ducks, who all go about things rather differently.
The town is ostensibly run by Archduke Ferdinand XXVI. The title is hereditary and the current incumbent has a son, strangely also named Ferdinand. They are Typhonians, as are most of the nobility. However it is the Mercer salt cartels who wield the real power, and are rumoured to go to any lengths to maintain their dominance. The town council does meet occasionally, with representatives from all 3 races, but meetings can often degenerate along racial lines. There is often tension in the air between the dwarves, humans and ducks, each believing the other 2 races are somehow benefitting unfairly from the trade of salt, and this sometimes overflows into violence, especially if a Viking group hasn’t found any chaos to fight recently. The 3 groups live in segregated sections of the city, but scuffles are not uncommon. However it is the trade in salt that ultimately benefits all 3 races and so long as this continues, an uneasy truce is normally maintained. Chaos is of course abhorrent, and no chaot is suffered to live within the town walls.
The town has a very strong affiliation to Gowrie, and a shrine to the Human Gowrie Hero Amadeus Mozart exists within the fairly large Gowrie Theatre. There are many musical and dramatic productions, including the annual town music competition where rivalries between races can be played out in less violent conditions, although bribery and corruption of the judges are still fairly common.

The Ducks transport the salt by river from the dwarven mine to the northwest back to Salzburg for the human merchants to distribute. This is achieved by river as well as a series of locks on the steeper sections. All are in Moonbeak, but a significant minority revere Poseidon. There are also some minstrels as well as the inevitable Jack and possibly Nemesis cultists.

The dwarves have been mining salt in the mountains since before the humans arrived in any great numbers. As the best non-magical way to preserve food, salt is greatly valued, and with it the dwarves could wield significant political power. Of course, they choose not to do this, and simply sell the salt at fair prices to the humans - and in fact the city’s large castle and walls were built by the dwarves for the early human settlers to facilitate this. Salzburg’s proper name is ‘City of White Gold’, and the name Salzburg is actually a bastardised version of the largest dwarven salt mine, located at Zalzberg (literally ‘salt mountain’ in dwarvish – real life location: Bechtesgarten). Humans believe the dwarven king to be called Archcannon Bex (he has a wife nicknamed Posh who always enters the town’s singing competitions, even though she has a terrible voice), but in reality the dwarven king doesn’t mingle with other races, and so this is probably his representative to the surface world. Because of the similarity in names (Salzburg/Zalzberg), humans often refer to the dwarven mine as ‘Bex’s Garden’, presumably in ironic reference to the large slag heaps close to the entrances.
Salt dwarves consider themselves the 9th dwarven race. However sages would dispute this, and it is more likely that they are an offshoot of silver dwarves (although the only sage in town isn’t about to argue with several thousand dwarves). Their characteristics are subtly different:

Hair: Silver-Grey

Beard: Silver-White

Complexion: Pale

Capital City: Zalzberg

Real life location: Bechtesgarten

Free spell: Protection II

Unknown to most people, some rare veins of salt found in the dwarven mines have magical properties. Called Sodium Chloride, this salt can be manufactured to do many different things (see Magical Salt and its Uses – a Treatise by Dwarven Alchemist Deacon Coctor). Reported to be formed by the exhalation of ‘The Beast That Sleeps’ (some kind of earth dragon?), the uses, distribution and even knowledge of this substance are strictly controlled. It has given rise to a specialist dwarven guild (The Beast Must Sleep), who use their own secret sign (a beast rune encircled by 3 stasis runes inside one earth rune) and have their own initiation rites and skills, and even a couple of new rune spells. They protect and control not only the use of magical salt, but also the beast that forms it. Legend has it that the Beast causes earthquakes when it wakes and quakes did shake the region in 608 TA.
Local folk tales in the Alps near Salzburg tell of Orithyia, who was a lesser spirit of old, some say a weather spirit related to Boras. She either learnt wizardly magics from Ishtar or researched them herself separately, and gained a small following in Godtime. However she was soundly beaten by Ishtar in a wizardly duel and is now (very) dead, with no known current worshippers. Pictures or idols of her are rare but are thought to depict a larger than life semi-naked lady sitting in a lotus position. Her followers are said to have practiced wizard magic, though the cold and cruelty of her father was also often displayed by her worshippers who followed a matriarchal hierarchy. She is associated to Cold and Magic, though Air and Undeath have been attributed as well. Some even say she consorted with Chaos! Due to the antagonism with Ishtar, users of Orithyian magics can gain the ire of the premier goddess of magic.
The city militia cult of Salzberg is Plattinum, founded by Sir Tristan Plattinum, a Rhadamanthite and a founder of the city.
Sane 2200: founded on the west bank of the Wildëa as Pantaleon, the city has always sat just across from what is now Stronghold in the Earldom of Sunbury. It was named Pantaleon early in the Moon Age when it was under Sunbury influence, but changed its name to Sane when it finally sided with Moonguard in the mid-3rd century of the Moon Age. It maintains a ferry across the Moon River to Stronghold. There is also a Charlatan grange. It is currently ruled by Ichabod, Viscount Sane.
Sartac 7500: established by 200 DA on the west bank of the Wildëa, Sartac was the most important northward defence against Chaos incursions for the Singidun Empire. It was built around a powerful fortress which is still in use today. Unlike most towns in the region, it kept its name after the crusades at the end of the Dawn Age conquered the Singidun Empire. For a short while it was independent but it soon fell under the sway of Sunbury and was the site of their victory over Moonguard in 134 MA but by 350 MA it was firmly under the yoke of Moonguard.

With the northward expansion into the Chaos Zone, Sartac’s fortifications became redundant, causing the town to become the focus for more than one Troll campaign. In 367 TA a Troll army that had already beaten a Lunar army at Mohawk, besieged a scratch Moonguard force in Sartac, which was only relieved when Sunbury took the Troll army in the rear.

Despite renovation, the castle again fell into disrepair and in 607 TA was taken by invaders from Moonravia. Sartac was besieged by Moonguard forces and Sartac was retaken by storm by troops rallied by Monty Lord Carlo.

Today the city is ruled by Abraham, Count Sartac. The castle has been renovated since the Moonravia War and is well worth a visit. Sartac also has priories of the Charlatan, Galenite and Norbertine monks and a casino. Balaton Priory maintains a grange for the Anatine Order. It is also home to Mandragora, a public school for the children of nobility which takes a small number of local children under scholarships.
Silverseam 15000: Kibilkemet is the Dwarvish name for the city known generally as Silverseam, which is the Lunatic translation. It was founded in the depths of Godtime as one of the eight ancient Dwarvish cities. Its proximity to the Trolllands has caused it to be more involved with surface politics than most Dwarven cities. It was an important ally for Singidun in the Dawn Age but steadily withdrew co-operation with the rise of the Wraithe heresies. Silverseam refused to supply mercenaries to help defend against the crusaders and actively joined those crusaders attacking from Venezia.

Silverseam retreated into neutrality once the crusades were over but as Moonguard steadily extended its influence the Trolllands were provoked into more and more violent forays, some of which hit Silverseam dwarves. Today the city operates a tripartite defensive alliance with Moonguard and Sunbury.

The current ruler is King Dain Taragkibilul (‘Silverbeard’). Silverseam mines all the usual fruits of the deep earth: metals, rocks, gems, coal, etc but the produce of its Jewelsmiths has a great reputation, even among Dwarves. A famous dwarven tale tells of the dreaded Moonbane of Silverseam, a giant Dwarfbane that was surrounded by a Moonscape, so that the Delvers and Soldiers of Silverseam had to fight a war simultaneously in the depths of the Earth and on the surface of the Moon before they could kill it. The Charlatans maintain a priory in the town, which is deeply suspect by all dwarves. A recent marvel is the railroad reaching to Moonguard, immortalised in the novel Murder on the Silverseam Express by Agatha Crustie.
Snide 4000: founded as Sisak in the Dawn Age but renamed in the Moon Age. Snide’s fort is the vital central link in the Noarus line of defences facing the Trolllands. There is also a Charlatan grange. The current ruler is Reynard Viscount Snide.
Solon 4500: a minor town in the Sunbury earldom, the seat of the Solon dynasty.
Spiderweb Forest: a Chaos wood 10-15 miles wide stretching from the mid-point of the Flamstead-Freiburg road north in a shallow arc for fifty miles. It is inhabited by a wide mixture of woodland folk. The dominant cult is Zadok & Banuril. It is usually on good terms with Freiburg and sometimes offers troops when a horde invades from the north or from the Voodoo Fells, which border to the NW.

Stronghold 4000: a minor town in the Sunbury earldom, the seat of the Le Strange dynasty.
Sunbury 8000: founded as Zabadka under the Singidun Empire, the town was an important bastion against the perceived threat of Transylvania. It houses a formidable fortress but remained small without any trade worth the mention. The Crusade at the end of the Dawn Age besieged Singidun to the SE, which fell after a two-year siege, but Zabadka resisted for over a year longer. As Sunbury it became the capital of a Lightbringer state. For a while everyone assumed it would naturally become the dominant antagonist to Transylvania and the Trolllands. But within a couple of centuries it was eclipsed by Moonguard and has remained so ever since. There were a couple of battles early on but today Sunbury is recognised as an independent state within the Moonguard Hegemony. The alliance with Moonguard has at times been uneasy but the threat of the Trolllands to the south has always made the two states see sense.
The Earldom of Sunbury is a roughly rectangular territory two hundred miles long and a hundred miles wide tapering to half this at its northern border with the county of Flamstead. Its southern border is protected by the Bois de Chasse, a hunting park belonging to Earl Sunbury stretching the width of the territory and forty to fifty miles deep. It also serves as a partial defence against Troll raids from the south. It is not an elf-wood, since it was raised artificially by the earls.
Aside from this the Earldom is remarkably flat and tame with superb roads, for the benefit of chariot squadrons. The population speak a dialect of Heliopolitan called Luno-Heliopolitan, strongly influenced by Lunatic but definitely Heliopolitan.

Sunbury itself is built of yellow and orange stone and red brick. It has formidable fortifications but in the Third Age it has spread outside the walls to form suburbs. Sunbury is governed by the cult of Helios: five noble families dominate the area: Actinal, Lux, Solon, Strange and Wheeler but each family holds only a relatively small estate and over half the land within the Sunbury Free State, including the town of Sunbury itself, is held by the cult of Helios. The state is governed by a coalition of the senior figures in each family with the balance of power shifting over decades depending on which family is more active. The families elect a senior Sunmarshal as Grand Master to serve for life and he holds the Moonguard title of Earl Sunbury with precedence at the Court of the Duke of Moonguard after the Margraves and ahead of the Landgraves.

Obviously Sunbury has a daughter priory of the Solarian Order but it less well known that the Galenites also have a priory in the town. The famous school of Vanguard lies within sumptuous grounds within the walls.
Tardis Marsh: an area of wetland on the north bank of the Moon River immediately east of Hoebottom. The marsh shows fractal geometry and the locals believe its navigation is a matter of faith. The marshes are rumoured to hold a Time Gate.
Vicious 2800: founded as Ludbreg during the First Age but becoming Vicious in the Moon Age under the expanding influence of Moonguard after a particularly nasty battle with the Trolls in 298 MA. Popular legend has it that its name comes from that battle but actually Lady Sydney Vicious chose to rename the town after herself. It is famed for its surprisingly colourful Selenite cathedral, painted in pink, yellow and orange instead of the typical purple, blue and grey. Lying on the Drover river, it houses a formidable fortress serving as rear defence to the Noarus Line. There is also a Charlatan grange. The current ruler is Viscount Sidney Vicious.
Voodoo Fells: a stretch of heathland 20-30 miles wide starting 30 miles north of Flamstead and stretching fifty miles north to the Warpmarch river. The heathland continues northward into the Chaos Zone past the new settlement of Scorpion Valley but that is not part of the Voodoo Fells. The Fells are infested by Chaotic fauna and flora, despite being south of the Warpmarch. Broo are the dominant inhabitants and have in the past issued hordes unless culled by ritual ‘fellburnings’, organised jointly by Flamstead and Freiburg every decade or so. The Voodoo Fells are bounded on the east by the Moonblood Moors and Spiderweb Forest.
Wagram 3500: this small town lying on the north bank of the Moon River is somewhat overshadowed by Moonguard forty miles to the west but its small size belies its importance. It was founded at the same time as Moonguard, at the start of the Moon Age. The north road to Grimmsby and Prague leaves from Wagram’s Zonegate. The town has a small but effective daughter priory of the Voidic Order, founded by Davida Attenbor when she left two of her staff behind on her second field trip beyond the Warpmarch. The Charlatans also maintain a grange. The current ruler is Osric Mendacity, Viscount Wagram.
Weal 2250: a minor town in the Sunbury earldom, the seat of the Wheeler dynasty.
Zagreb 10000: The etymology of Zagreb (or sometimes Zagrab) is uncertain. The town was founded as a convenient crossing of the Noarus river where missionaries intent on carrying Azraelite culture and civilisation into the hinterland met Dwarves from Silverseam. By a coincidence the name has meanings in several languages: in Necropolitan it means ‘try costume’; in Auld Mannic it means ‘to seize hesitantly’; it means ‘to/for prisoner’ in Transylvanian (possibly the least cogent); and finally it is ‘for to scratch’ in Khuzdul, in the sense of ‘scratch in the dirt’, a Dwarf term for a type of surface mine, which is probably the most likely derivation as there is a small but ancient Dwarf mine.
Despite retaining its ancient name, Zagreb’s identity has morphed over the aeons and today it is a typical Selenite city. It is wealthy with a considerable transient population and a centre of trade with connections via Tryst to Karnak and and Booteia, with the Dwarves of Silverseam and Moonguard far to the north but Trolls are not permitted to enter the city. It is the westernmost of the Noarus line, a series of castles defending against incursions from the Trolllands. Zagreb also boasts priories of the Charlatan and Floyddian orders and the public school of Phloxley. The current ruler is Count Tibor Zagreb.
Zone 1600: capital of its own county, centred on the formidable castle that guards the gap between the Ore mountain range to the west and the Zoneguard mountains to the east. It is probably the most formidable fortress of northern Moonguard, second only to the White Castle of Moonguard itself, and the town has fought off many hordes since its founding in the mid-late Moon Age. The current ruler is Madoc Dementor, Count Zone.
Sea of Fortune
The story of the Sea of Fortune is one of arrested development. It took longer for the forces of civilisation to penetrate past the Obsidian City than elsewhere in the littoral; Chaos had a head start and was closer to the littoral here. While Anatolia became an Azraelite empire, port facilities along the Anatolian north coast are poor with equally poor access to the plateau, which was the political heart of the Empire. The western coast of the Sea of Fortune saw the rise of a number of ports, Lüneport always the most successful, but Drakenberg was little interested in colonisation and those few attempts to colonise the north shore fell upon slimy ground. The rising tide of Chaos overwhelmed those few colonists almost entirely.

Then the end of the Dawn Age brought the destruction of the Anatolian Empire and the Lightbringer crusades up the Moon River. In the aftermath of this upheaval no one spared a thought to the Sea of Fortune even as elemental cults toppled the Azraelite dominated governments of the Dawn Age. Much of the Moon Age passed as the new elemental governments bedded themselves in and Drakenberg fought several wars to retain its monopoly of trade. Anatolia remained a wilderness, peopled only by Trolls, Elves and barbarians.

But the Third Age brought a new spirit of exploration. Storm worshippers dissatisfied with the peace brought by the success of their Moon Age reconquests of Iberia, Bezirk and Tolosa swarmed eastward to take the fight to pristine Chaos wilderness; Dwarves established new workings and Trolls crossed from Anatolia to establish new towns along the northern littoral: Fairport, Odessa, Marchferry, etc.
The fight has been hard. Chaos marshes infest the area and there are few natural barriers to serve as a formal border to the Chaos Zone so these new cities have had to fight tooth and nail for their very existence. But the fight has brought reward – the peninsula of Halbinsel is now almost entirely clear of Chaos and merely wants a charismatic leader to forge it into a recognisable state, and the Trolls of Odessa have more or less cleared Zemlya Mezhdu Rekami – the area between the Ister and Bug rivers – for some distance inland.
There is a tendency for cartographers to divide the north shore in to ‘Trollish’ and ‘Human’ regions but in practice the distinction is much more nuanced. With most of the Trolls crossing from Trebizond, which has always been very cosmopolitan, and with the Storm crusaders coming from Iberia, Bezirk and Tolosa, where joint operations have been established since the mid-Moon Age, both sides are used to living alongside each other. The main difference racially is therefore one of emphasis – and the nature of governance.
Much of the region still has a frontier mentality, Chaos is not tolerated and the human Storm crusaders brought the office of the Glibberschnuffler with them from Bezirk. With no central government in Halbinsel it is not uncommon for any Typhonian to set himself up as an unofficial Glibberschnuffler.
If dates seem a little vague compared to histories of other places of the same era, this is because Storm cultures lack written records. Oral histories often record events in fine detail but tend to be weak on precise dates.
Airport 2000: (Ätherhavn in Stormspeech) Much older than most ports of the north shore (though technically it is more ‘east shore’), Airport was founded early in the Moon Age on the ruins of an older port destroyed by Chaos incursions at the end of the Dawn Age. It was originally built to allow Tribal Storm worshippers from Anatolia to crusade against the hideous Chaos coming over the pass from the Rent. Today the port keeps High Guard in existence.

The port is currently ruled by the Ordenstaat in the person of Sturmgraf Ruprecht von Ätherhavn but the Poseidon nobles in the town have considerable influence. Here the two elements make more effort to work together than anywhere else due to the ever-present ominous threat of the Rent.
Airport has very few exports. High Guard requires considerable support to remain viable and Airport feeds a constant supply of men and materiel to keep it going.
Arcadia 4000: the town was an Azraelite foundation early in the Dawn Age named Burgos, after the castle that dominates the town. The town has always had great strategic and economic importance due to its good (albeit shallow) harbour and road links north, south and westward over the fells to what is now Sophia.
However, these conduits proved a mixed blessing during the Dawn Age when the Wraithe heresies reached the town. It showed more resistance than most and ultimately the town elders themselves called for aid to Drakenberg who in turn looked to Heliopolis. Thus the Lightbringer crusaders found sympathisers within the town and Burgos fell more or less bloodlessly.

Due to the lack of conflict, the ethos of the town was not radically changed but instead rather underwent a shift in emphasis. The worship of Azrael declined and instead the death-god’s mother came to the fore. The town renamed itself Arcadia with Matar as its principal deity.

During the Moon Age Arcadia was governed by the high priestess of Matar. However, toward the end of the Moon Age, friction developed between the matriarchal city and the patriarchal hinterland, which had grown Stormy, due to influence from the fells to the west.
A brief civil war broke out but was resolved early in the Third Age by a return to the ancient (Godtime) practice of the Sacrificial King. Arcadia now elects a King every year at Yule (more often than not a Storm worshipper from the hinterland) who rules for most of the following year until Samhain, when he is ritually sacrificed. While this practice sounds barbaric to those of, say, a Lightbringer persuasion, it has undeniably resulted in stability and prosperity for the town and the hinterland. Most inhabitants are bilingual in Helionic and Auld Mannic.
Today Arcadia’s economy is booming, based as it is on a strong agricultural base with trade by road and sea in all directions. The Mahatman order of monks preaches in the town from a grove and the Bridgetines have a priory from where they survey the local flora.
Etesia 1200: founded early in the Third Age, Etesia is a town dedicated to the gentle goddess of the Northeast winds; Etesia is regarded by Storm worshippers as a goddess of healing. Her main temple in the town is also a hospital and there is a small Luciferan hospital as well. There is also a priory of the Cyriac order. Etesia’s temple is built around a bottomless well which legend has it is the dwelling place of the Wind goddess. The town is ruled by Altgrafina Ermingard von der Spital. The town also has a formidable fortress and minor port facilities but has long been the focus for healing in the Halbinsel peninsula.
Fairport 2500: the original point of landing early in the Third Age and still the largest single conurbation in Halbinsel. The political forces of Storm and Ocean vie for dominance but the crusaders need the seaborn support of the sailors, both to bring in supplies and reinforcements and as troop transports in military manoeuvres, so Fairport has managed to maintain a fair degree of independence from the Storm nobility. The town is governed by an oligarchy of Argonaut merchant venturers and Tritonian marines with a leavening of local Storm nobility who elect a yearly burgomeister.
Far Tradepost 2500: (Poste d’Exchange Loin in Helionic) the town was an insignificant fishing port called Samsun throughout the Dawn Age, when it was part of the Anatolian Empire. At the end of the Dawn Age rampant Chaos hordes destroyed the empire up on the plateau but thankfully most of the lowland north shore was left intact. Nonetheless, many succumbed to Chaos fleeing the destruction of Anatole City and the shore was left in a political vaccum.

Drakenberg interevened, bringing succour to the littoral communities. The coast road was a long, exposed route but very few ports were suitable for anything larger than a fishing-smack. One of these was Samsun, which was refounded with considerable influx from Drakenberg as Far Tradepost, being further from Drakenberg than ‘Near’ Tradepost.

Further succour came from the east, from the Trolls of Trabzon, resulting in a novel mixture of Draconian and Trollish culture infused into the local, which was Matari/Storm with a leavening of Piscator fishermen. Far Tradepost has a stronger Trollish element in its culture than Near Tradepost but it is still largely Draconian and has a Rhadamanthite police force.
Throughout the Moon Age the town was ruled by a Governor appointed by Drakenberg but early in the Third Age the town petitioned for and gained independence and now elects its own Governor every three years. The current incumbent is Peter Camel.
The town’s economy is based on trade with the barbarians of the plateau and the export of fish.

Heldenstadt 1200: the name in Stormspeech means ‘City of Heroes’ and is an extreme euphemism. The town was founded mid-Third Age as an attempt to colonise the region eastward of Marchferry. The first settlement was of Storm crusaders but the town has been more-or-less destroyed four times in three centuries and many later settlers were criminals deported from other towns of various races. Despite serious fortifications the inhabitants remain paranoid about Chaos hordes advancing from the marshes to the north. Within the walls the town is composed of shanties and rush-built hovels with very few stone buildings. The ruler is Wotan Graf von Blitzkrieg.

High Guard 1000: one of the most powerful fortresses in the World, High Guard’s sole purpose is to block the pass eastward to the Rent. It was refounded early in the Moon Age after the original Azraelite foundation was destroyed and legends of that era speak of mighty storms and a dragon breathing lightning on the Chaots besieging the fledging fortress as it was rebuilt.
It is a border fortress that regards itself as under constant siege. Perhaps the most notable feature of its defence is the near-permanent Storm over the pass, maintained by a shaman whose fetch is the Storm elemental – when the shaman ages he passes his fetch on to an apprentice.

High Guard (Hochwach in Stormspeech) and the surrounding territory down to the coast, including Airport, is ruled and defended by a military order dedicated to Typhon, Gregale and Eurus. The Ordenstaat von der Taifunen Schloss Hochwach (the State of the Typhonian Order of Castle High Guard) is ruled by the Sturmmeister (currently Heinrich von Aufruhr).

Despite the semi-permanent storm, the defenders suffer constant attrition. New crusaders arrive constantly via Airport. Most serve for a season or two as lay brethren, but a small number join as full brethren. The Order’s mindset is grim and dour. No Chaos is tolerated, no matter how enchanting the poetry. The Order has 400 full brethren and half that number of lay brethren. The remaining 400 are auxiliary troops and support staff, most worshippers of a wind cult, but not quite all. There are also a handful of Trolls, including a small Zorak Zoran gang.
High Guard is a massive fortress with tiered grey walls and rugged towers from which fly the banners of the Ordenstaat and the visiting lay brethren. It is counted one of the Wonders of the World. The Rent to the east is counted one of the Horrors of the World, probably the worst and definitely the oldest.
Kaffe 1000: founded early in the Third Age, Kaffa is a lone commercial port known principally for its slave-trade. Altgraf Matilde von Kaffe rules from the powerful fortress.

Kherson: this is a failed colony, originally established in the mid-Third Age as a joint human-Troll venture but twice overwhelmed by Chaos hordes, most recently during the Timestop of 580 TA. Plans are afoot to re-establish the town yet again, probably under a new name. Its siting at the mouth of the Bolshoy Reka (Great River) would be of strategic value, offering the chance to clear the land to the south and link up with Ödewache to connect Halbinsel with Mykolayeva and the Troll state of Zemlya Mezhdu Rekami, but the logistic obstacles are formidable and must probably wait for Halbinsel to be unified under a single ruler to provide the necessary resources. There may be a few hardy individuals living in the ruins but if so they must be prepared to live cheek-by-jowl with Chaos.
Lemuros 2000: founded early in the Dawn Age by Azraelites as Tomis, the town had (and still has) a well-protected harbour that, like Varna to the south, only accepts shallow-draft vessels. It spent most of the Dawn Age as an obscure fishing port of little commercial or military value.
At the end of the Dawn Age, Tomis gained a strategic importance in the Lightbringer crusades when the crusaders used the port to establish connections with the Baboon Jungles. The Baboons had suffered at the hands of the Singidun Empire who had cleared swathes of the forest to the west and raised undead Baboons to serve as troops. The crusaders armed the Baboons of the newly-risen cult of Blueface; Baboon regiments helped take Hacidar (modern Lüneport) and were a significant element during the siege of Singidun itself.

In the Moon Age the Blueface baboons needed weapons, many of which (swords and axes) were beyond their capability to manufacture. However, with the renaming of Hacidar as Lüneport, the Baboons were disinclined to visit a city steeped in what, to their eyes, was a cult of Chaos, and Tomis became the recognised point of contact with a road heading inland to a trading post. Baboons continue to trade forest produce: game, hides, fruit, exotic timber, etc, for weaponry. Naturally, the traffic is not all one way and some Baboons have entered and even settled in or near the town, which at the end of the Moon Age was renamed Lemuros.
Although Lemuros’ economy has a significant basis in trade with the Baboons, there is considerable prejudice against the beastmen in the town, which alone among the towns of the Sea of Fortune remains mainly Azraelite. The Governor of the town is always the high priest of the Azrael temple, currently David Ben-Atar.

Lüneport 15000: unlike the north shore of the Sea of Fortune, Lüneport has a long (though sometimes less than illustrious) history. It was founded by Azraelites early in the Dawn Age as Hacidar. At this time the Moon River was known as the Wild River (Wildëa). From Hacidar colonists pushed upstream through the Baboon Jungles (Apahund Weald) to found Singidun roughly on the site of modern Freetown. (Some sources say the colonists came from the west, via Tryst and Zagreb – it is more than likely they came from both.) Singidun, of course, eventually grew into an empire and the presence of Transylvania induced the people to become corrupted by Wraithe. This corruption had extended to Hacidar by late in the Dawn Age.

With the Lightbringer crusades at the end of the Dawn Age, Hacidar was conquered quite soon. Then with the destruction of Singidun and the establishment of Moonguard at the start of the Moon Age, the Wildëa was renamed the Moon River and Hacidar renamed itself Lüneport in a bid to distance itself from the scandals of its Wraithe heresies in the Dawn Age. But ever and anon Wraithe has risen again within the town and it is likely that there is some as yet hidden repository of undeath beneath the city.
In the Moon Age, Lüneport remained the foremost port in the Sea of Fortune but it was never strong enough to confront Drakenberg’s domination of the narrows to gain access to the Aegean and the Great Middle Ocean. In fact it refused to ally with Godsport when that town made its challenge in 447 MA.

However Lüneport suffered near continuous interference in its politics and governance from Transylvania throughout the Moon Age (no doubt contributing to some citizen’s reactionary adherence to Wraithe) and even today the town has a paranoia regarding vampiric influence. On two occasions in the 340s and 490s, the town fell in to riot with the discovery of home-grown vampires within their midst at the highest echelons in society.
Part of the reason for Transylvanian influence was that Mercer interests within the town traded with Transylvania via the eastern passes. This contact brought Transylvanian culture and religion with it. The back-and-forth nature of Transylvanian commerce and influence was only broken in the Third Age with the founding of Freiburg to the west of Transylvania. Direct contact switched away from Lüneport which has ever since been more or less free of Transylvanian influence. Meanwhile the commerce continues to flow, albeit by a longer route.
During the Third Age, with the demise of the Mercer elements in the town, Lüneport has developed a tense political equilibrium between Lunar worshippers and Poseidon sailors (divided between Naiad boatmen and Argonaut seamen). There is also a Faerie enclave in the form of the Arboretum, effectively a large wooded park within the city. A mayor is elected bi-annually by twenty-four aldermen, twelve representing merchant guilds and temples and twelve representing geographical wards within the town. There is also a weak rural nobility headed by the Voivode of Lüneport. Although the economy of the town is centred on commerce, there is also a thriving tourist industry for visitors seeking to enjoy the riverboat casinos and enjoy the hunting in the marshes of the Moonriver delta, which has some unique fauna.
The Charlatans, of course, have a priory within the town centre, though not as impressive as some of their edifices closer to Moonguard. Lüneport is also the home to Galen Abbey, headquarters of the Galenite order of monks dedicated to researching the Seventh Element, now known to be Blood. The Mahatmans have also recently reached the town and have semi-permanent premises amounting to not quite a priory. Badhbh Catha has also recently been seen, though they have no formal standing yet. The Anatines also have a priory on an island in the harbour. Finally, Sattins Isle, an islet in the estuary of the Moon River, seaward of Lüneport, has a local folk tale regarding an Ishtari Wizard named Pendor the White, who accused a retired alchemist named Mr Underhill, of being an infamous thief called Yevaud and accused him of having stolen his family’s fortune. Pendor cast a spell to uncloak the thief’s disguise only for the thief to transform into a dragon, who ate the wizard.
Mamai 1000: protected miraculously by mountains from the horrors of the Rent, the town of Mamai is very old and even the inhabitants are unsure exactly how old. It is a town dominated by the worship of Matar. Unlike Arcadia it does not follow the practice of a sacrificial king but it has many dolmens and stone circles. It is governed by a conclave of priestesses and the native language is Auld Mannic.

Marchferry 1500: (Markfahre in Stormspeech), founded 58 TA, as the jumping-off point for crusaders planning to cross to the east or explore the Sea of Azov. Crusading ventures eastward and northward have faired ill, generally speaking, and more and more the Wind worshippers have found the friction with Marchferry’s Poseidon population not worth the effort. Nonetheless the port is important strategically as the principal route for supplying Spitze and the facility to land troops along the north shore of the Sea of Azov has outflanked several Chaos hordes in the past. Marchferry is governed by Havnmeister Gerhardt Blum.
Mykolayeva 2000: a town founded on the River Bug in the mid-Third Age by a predominantly Trollish population and named after its founder, Tsarevna Mikola Galinova Nochova. The founding of the town represented the establishment of a formal state consisting of the territory between the Bug and Ister rivers, Zemlya Mezhdu Rekami. Unlike Halbinsel, which has yet to develop a formal central government, Zemlya Mezhdu Rekami is governed from Odessa, more or less, as is the way with Trolls. Mykolayeva’s current ruler is Dvoryanka Feodora Ludmilova Nochova. Her train includes a peripatetic Rastafarian priory with semi-permanent premises in the town. Mykolayeva exports insect kine of which there is a superabundance on the banks of the River Bug, along with other typically Trollish produce: mushrooms, silks, illicit kykeon, etc.
Near Tradepost 3200: (Poste d’Exchange Prés in Helionic) the town was an insignificant fishing port called Inebolu throughout the Dawn Age, when it was part of the Anatolian Empire. At the end of the Dawn Age, rampant Chaos hordes destroyed the empire up on the plateau but thankfully most of the lowland north shore was left intact. Nonetheless, many succumbed to Chaos fleeing the destruction of Anatole City and the shore was left in a political vaccum.
Drakenberg interevened, bringing succour to the littoral communities. The coast road is a long, exposed route but very few ports are suitable for anything larger than a fishing-smack. One of these was Inebolu, which was refounded with considerable influx from Drakenberg as Near Tradepost (ie ‘near’ to Drakenberg).

Further succour came from the east, from the Trolls of Trabzon, resulting in a novel mixture of Draconian and Trollish culture infused into the local, which was Matari/Storm with a leavening of Piscator fishermen. However the Trollish element is very minor and the town is policed by Rhadamanthites trained in Drakenberg. A very few Trolls join Rhadamanthus and Near Tradepost is believed to have been the birthplace, in the mid-6th Century TA of the great Rhadamanthite Troll hero, Judge Adze.
Throughout the Moon Age the town was ruled by a Governor appointed by Drakenberg but early in the Third Age the town petitioned for and gained independence and now elects its own Governor every five years. The current incumbent is Lucinda Nyree.
The town’s economy is based on trade with the barbarians of the plateau and the export of fish.

Neuenschaft 2000: called Nuyudûm (‘New Delving’) in Khuzdul, Neuenschaft is a foundation of Quicksilver dwarves from Cinnabar. The very earliest delvers bravely travelled here by ship with the early Stormtroopers. Others have been brought by aerial flight by Valkyries, some travelled by divine intervention and some, incredibly, marched the length of the Great Middle Ocean along the coast! Like all dwarven cities, most of it is below ground and the surface is marred by ugly slag heaps. The Dwarven city is ruled by King Guthlaf the Obdurate, a soldier with much experience of fighting Chaos above and below ground. Unusually he rules the surface town too but, despite Neuenschaft’s central position, Guthlaf has made no attempt to impose governance on the rest of Halbinsel.
Odessa 5000: the capital of Zemlya Mezhdu Rekami, ‘the land between the rivers’ (specifically the Ister and Bug), Odessa was founded in 54 TA and quickly became the port of entry for Trollish crusaders, mainly from Anatolia. Odessa is still a shanty town with a predominantly human population but it recognises the suzerainty of Koroleva Zoya Yelenova Nochova who pitches her pavilion outside the town for roughly half the year; otherwise she leads a semi-nomadic existence to ensure her authority is felt all over her small principality. The Trolls generally follow a transhumance culture outside the cities. The land south and west of the Ister is very marshy and infested with Chaos so there is no road link to Lüneport nor any desire for one on the part of Men or Trolls. There is a Rastafarian priory, of course, which sends brethren in perpetual attendance on the Koroleva. The Albertensians have also had an institution here for some time. More recently the Cyriacs have built a priory within the town for the purposes of contacting and researching the new cult of Badhbh Catha.
Ödewache 1000: the principal fortress guarding the narrow isthmus joining Halbinsel to the Chaos wastes to the north. Founded soon after Fairport early in the Third Age, Ödewache is the single most crucial castle of Halbinsel. Until recently, like Spitze, Ödewache was purely a fortress town but in the last century things have become settled enough for agriculture to be viable immediately south of the town. Ödewache is governed by Reichsgraf Conan der Glibberschnuffler, whose dynasty is touted as most likely to establish firm rule over Halbinsel as a state.
Schwalbennest 800: the name means ‘Swallow’s Nest’ in Stormspeech and refers to the picturesque citadel perched on top of a cliff overlooking the sea. This is no port and the castle is not large but it is in a superb defensive position and is widely regarded by connoisseurs of military architecture to be the prettiest castle in the World. The current ruler is Altgraf Gustav von Schwalbennest.
Sivash: also known as the ‘putrid sea’, this is a series of interconnected salt marshes infested with Chaos on the north-eastern side of Halbinsel. Charon ferrymen pole and row rafts of Stormtroopers in an effort to clear the marshes of Natterjack and similar and they are much better than they were a few centuries ago but tourists must be wary because of the prevalence of barragoons, mudskippers and other foul abominations.
Sokhum 1200: a town founded early-middle Moon Age, shortly after Airport and High Guard, to house those Trolls drawn to the area by the threat of Chaos. It has a higher percentage of Zorak Zoranis and the Dvoryanka (currently Zinaida Romanova Nochova) has her work cut out to control them. A fifth of the town’s population is human, many of whom worship Troll cults; those that don’t are mostly Wind cultists.
Spitze 400: a frontier castle serving as the northernmost guard for Halbinsel against Chaos hordes. Founded mid-Third Age, Spitze’s port facilities have proven their worth on several occasions and the fort has never been taken, though several sieges have been close. The town has no industry or agriculture and is purely a border fort, maintained from a levy on all other towns in Halbinsel, with the exception of Ödewache.

Sumpfe 800: a powerful fortress guarding the marshes of the Sivash. It is also the centre for Charon cultists serving penance as transports for Stormtroopers from Sumpfe into the Sivash. In the last century, with the centre of Halbinsel becoming cleared of Chaos and settled by colonists, Charon ferrymen as often as not carry tourists out to hunt exotic Chaos-game. It is ruled by Altgraf Ulrich im Sumpfe.
Trebizond 5300: generally known by the manicisation of its Trollish name of Trabzun (literally ‘Troll-territory’), it was from the first a joint human/Trollish city serving the Trollish hinterland up on the plateau. Anatolia fought several wars to subjugate the little Troll kingdom in the Dawn Age. The initial Azraelite persuasion of its human population was gradually replaced by Storm worshippers and it was never thoroughly under the thumb of the Emperor.

The Chaos incursions of the end of the Dawn Age almost overwhelmed the town. The Trolls of the plateau above were all but eradicated but Trabzon’s position down on the lowland littoral and the determination of its Storm/Troll defenders saw Trebizond through the worst of the horrors.
The end of the Anatolian Empire and the destruction of the mass of the Chaos hordes in the annihilation of Anatole City produced a power vacuum on the north shore which Trebizond expanded to fill. Troll ‘missionaries’ met similar explorers from Drakenberg and the two cultures combined to form the unique culture of the north Anatolian shore.
In the mid-Moon Age, Trebizond began to return to the plateau. However, initially the territory proved too wild, too infested with Chaos emanating from the Crocus Mountains, to be properly settled. However, efforts in the Third Age have gradually restored the plateau to Trollish fungiculture but the population density remains low and Chaos is an ever-present threat, despite several Storm fortresses in the foothills of the mountains.

Despite something like a third of the population being human, Trebizond is unquestionably a Trollish town. It is governed by Koroleva Agneta Magdelinova Nochova. The economy is based on Trollish fungiculture on the plateau supplemented by human agriculture and fishing on the lowland littoral. The Albertensian and Draconian orders have priories in the town, along with the Rastafarians, of course, who recruit as many humans as Trolls.

Varna 3000: the city was an Azraelite foundation of the early Dawn Age. However, unlike similar cities in the region, due to its isolation, Varna (as far as we know) never suffered infiltration from Wraithe nor was it threatened by Chaos. However it did suffer from unrest due to the rise of elemental cults – mostly Storm cults from the plateaus immediately inland to the north and south. Fortunately this unrest was resolved and Varna achieved a stability that has lasted through to the present day with a mixed Storm/Death pantheon culture. There are also a significant transient population of Lunar gypsies on pilgrimage to Moonguard.

The port facilities are fair but the harbour takes only shallow-draft vessels. Instead Mercers and Lunars ply the roads north to Lemuros and south to Arcadia. The climate is very mild with hills protecting the town from all winds from the North and Northwest and most north-easterlies. The town elects a Governor every seven years who is usually a representative of the Azraelite/Mercer element of the town, but the nobility outside the town are Typhonian. The current Governor of Varna is Abraham Samson. There is a Luxorian priory within the town but rumours of Wraithe infiltration are entirely unfounded.
Transylvania
The longest lived and most powerful (defensively, at least) Chaotic state in the World. Transylvania was established in the depths of Godtime as a base of operations by the Vampire God, Christos Farlae, soon after he revealed his power. As the tide turned against him and the other extremist Chaos gods, he retreated to this mountain fastness and held out until convinced by Thanatar to yield to the rising tide of the Time faction.
The name Transylvania means ‘beyond the woods’, meaning ‘beyond the Baboon Jungles’ and is an Atyari word that entered common usage as a result of Thanatar’s persuasion of Christos Farlae to desist from war and sign the Great Pact. The Transylvanians own name for their country is Erdély, with much the same meaning. Some reputable books still claim Transylvania is Transylvanian for ‘Land of the Changed’; all I can say is that their authors have obviously made no study of languages.
Although Christos Farlae later viewed his persuasion by Thanatar as a betrayal, nonetheless as part of his negotiated settlement he signed the Great Pact in return for the establishment of Transylvania as a lasting stronghold at the Dawn of Time.

Doubtless the Gods of Death, Truth and Light thought that it would be a simple matter to destroy the Vampire state after the First Dawn once the Gods had withdrawn from the World, but the mountains protect Transylvania to the East, West and South and no assault has yet managed to penetrate far beyond them. The best attempt probably being the first, by the Singidun Empire, in the Dawn Age (see below).
There are two good passes over the East Walls (the Karakzonko and Starkenberg gates), three over the West Walls (Warp, Bathory and Tannhäuser gates) and one (the Sylvanian Gate) over the South Walls.
The population density of Transylvania remains relatively low; it has few urban centres and is almost entirely feudal agrarian or tribal in structure. Nonetheless, several hundred vampires are dangerous adversaries and this number includes some of the oldest and most powerful of their race ever to have walked the World: most notably, Bela Lugosc and Count Drakule. The state is also massively fortified with every vampire resting in a powerful castle. Necessity has made Transylvania famous for its architecture, especially its castles.

All attempts to subvert the populus by preying on fears of their feudal overlords have met with failure – people fear the vampires but they fear outsiders even more. Stories still abound of the atrocities after the Battle of the Sylvanian Pass 498 DA, when the Singidun Empire’s army deliberately slew innocent villagers to raise them en-masse as undead legions. News of this mobilised the entire nation and two seasons later the Singiduns were annihilated at the Battle of Sighişoara. This remains the only invasion to penetrate the mountains and the atrocities colour Transylvanian mentality to this day. It must be remembered that some vampires have personal memories from that time and they ensure the horror stories do not die.
Ruling Council: The government of Transylvania is by a council, each of whom is termed a ‘count’. This rank is not related to the typical Mannic title of the same name, but derives instead from the sense of to be ‘counted’ within the council. The titles of the counts varies: some are based on locations (Bela Lugosc was Count Starkenberg), some based on tribes (Wolves and Eagles), and one on spiritual role (Drakule – pronounced Dra-Koo-Leh – is the Count of the Spiritual Marches and is also regarded as the highest priest of Christos Farlae – he is reputed to be the only ‘living’ being with personal memories of Godtime).
Magda Katarinova is Countess of Trolls – Countess Feketevér – most Trolls are located in an area of the western fells, Lápok Trablok (literally ‘Troll Moors’), the capital of which is Lápokfö but, as with the barbarians, she also rules over all Trolls throughout the state. Magda is a Mistress of the Moon Age. Beneath her are all the normal Troll races and most of the Troll cults are represented but with a cadre of Mistress and Great Troll vampires holding all in thrall. Interestingly she also rules over Cave Trolls in the north and east, but no Cave Troll is believed to have made it to vampire.
Current Ruling Council
Name
Title
Translation

Vlad Drakule
Őrgróf az Lelki Határok
Marquis of the Spiritual Marches

Erszébet Bathory
Szamola Mandragora
Countess Mandragora
Magda Katarinova
Szamola Feketevér
Countess Blackblood (Trolls)

Ernö Stavro
Szamol az Lugosc
Count of Lugosc
Viktor Orbán
Őrgróf az Erdös Indulo
Marquis of the Sylvanian March

Miklós Tannhäuser
Őrgróf az Nyugati Fala
Marquis of the West Walls

László Kövér
Őrgróf az Keleti Indulo
Marquis of the East March

György Kádár
Őrgróf az Káosz Indulo
Marquis of the Chaos March

Janika Okanagon
Szamola az Sasok
Countess of the Eagles
Dömötör Slovonac
Szamol az Farkasok
Count of the Wolves
(unknown)
Szamol az Sighişoara
Count of Sighişoara
(unknown)
Szamol az Suceava
Count of Suceava
The Blood Heresy: In the late 580s TA Elvira de Severin, an accomplished Demosthenes Alchemist and protégé of Bela Lugosc, Count Starkenberg, established that the Seventh Element was in fact Blood and this knowledge led Count Starkenberg to establish the Blood Heresy, a form of worship of Christos Farlae that eschewed Darkness for the Blood Rune. Bela was seeking to free the Vampires from their aversion to Sunlight. (In the Moon Age he had been responsible for the development of the Sunwalk runespell.) The Blood Heresy swept Transylvania but it provoked a savage backlash from the Darkness Fundamentalists, led by Vlad Drakule and Transylvania fell in to civil war.

In 590 TA, several ranking members of the vampire elite were forced to flee Transylvania: Elvira de Severin herself, Lucien Sardonicus Count of the Interior, Edmund de Winter Marquis of the Chaos March, Donatien Desade Marquis of the Sylvanian March, and Béla Lugosc Count Starkenberg himself. They and others sought refuge and today their wereabouts are unknown, though rumour has it they were given asylum in Moonguard for a time.
The Blood Heresy is still believed to have adherents in Transylvania and the Alapos Vizsgálat under Vlad Drakule still hunts them but they maintain a very low profile.

Saurochs: In the West Walls, and possibly elsewhere, there is a colony of Saurochs, a vanishingly rare race of Dragonewt-like creatures devoted to mining the bones of their draconic ancestors from the mountains. Saurochs cannot become vampires and they have no political significance but Transylvania has deployed units of Saurochs in the past and they are formidable warriors.

Castle Drakule: A surprisingly small fortress in the foothills of the South Walls. It is the residence of Vlad Drakule, Count of the Spritual Marches. His principal role is to oversee the spiritual defences of Transylvania and he is rumoured to have shamanistic powers. He is believed to be the only non-deific person with personal memories of Godtime. He is also the most powerful and influential member of the Ruling Council, since the exile of Bela Lugosc and other proponents of the Blood Heresy. Drakule still heads the Alapos Vizsgálat, an inquisition dedicated to hunting out heretics throughout Transylvania. Drakule is said to have an horrific visage and a charnel smell impossible for mortals to bear.
Eagle County: A small border state north of Transylvania. As befitting a Chaos state, it has a well-defined polity but is very rough and wild compared to most states closer to the Littoral. The core is a Phoenician republic ruled by elected consuls supported by a senate. Over the borders are barbarian eagletribesmen, who are on generally good terms with the senate. The capital lies at The Eyrie. Other significant settlements are Albert’s Dock, at the furthest navigable point on the river, the Desperada, which flows down to the Sea of Fortune, and Eidertown, a duck settlement.
In 601 TA a caravan of Selenite and Matari refugees arrived from Helvetia, far to the west, fleeing persecution. Their settlement triggered movement by at least one barbarian clan, the Iroquois, into settling themselves. In 602 TA, this induced an expansion into a northern zone inhabited by two Broo tribes (who had been devastated by an invasion of Chaos rates the previous year and a highly successful extermination of a Scorpionman tribe (including the death of the Queen).

Despite the inate antipathy of Darkness and Fire, relations with the Vampires are usually good as Eagle County serves as a buffer zone against Chaos and the Phoenicians can rely on Transylvanian support in the event of incursions.

Ivory Plinth: During the Chaos Wars in Godtime Bloody Tusk fought a mighty battle with Viking. During this battle Viking cut one of the tusks from Bloody Tusk’s head. This huge chunk of ivory fell to the earth just to the north of Transylvania near the border of Eagle County. It is now known as the Ivory Plinth (Csontzín Lábazat in Transylvanian). It forms a link between Bloody Tusk and his mortal worshippers and is the sole place of power for the cult. The Plinth is surrounded by a red forest which is fed by the blood which seeps into the earth from the sacrifices and foul rituals performed there. (See the Bloody Tusk cult for more information.)
Karakzonko: the more northern of the passes over the East Walls – now almost never used since most traffic goes through Freiburg over the West Walls. It is rumoured to be haunted by ghosts and the spirits of blood-starved vampires.

Kiszemel: Literally ‘The Place of Choosing’, also known as ‘Cull’ in Lunatic, Kiszemel is the capital of Transylvania, where the Ruling Council meets on a regular basis. It is by far and away Transylvania’s largest city. Most of Transylvania’s industry, such as it is, can be found here, principally weaving and ethnic joinery. As well as the breathtaking Palace of the Ruling Council there is the Games Stadium and various civic buildings. Travellers who expect daunting, oppressive edifices are frequently shocked by the quality of the architecture – Kiszemel is one of the most beautiful cities in the World, even the cemetery is outstanding.
Lápokfö: A township buried in the fells in the far west from where Magda Katarinova governs the Trolls of Transylvania. It is a semi-shanty town, typical of Troll transhumance culture with the Countess’ stronghold based in caves within the West Walls. These caves were enlarged by local Saurochs many centuries ago.

Lugosc: A town in the far south-west of Transylvania, famous for being the birthplace of Bela Lugosc and capital of southwest Transylvania.
Mandragora: probably the most powerful fortress in Transylvania and exquisitely beautiful, particularly when lit up at night by many torches. Mandragora is capital of northwest Transylvania. Countess Bathory is said to bathe in the blood of freshly killed virgin girls but this is probably just propaganda.

Orbán Castle: in the deep south, guards the Sylvanian Gate – a formidable mountain fortress. The Sylvanian pass was forced by the Singidun Empire in 498 DA. The Singidun troops then launched a campaign of terror, massacring villagers wholesale and then raising them as undead to reinforce the Singidun army. Orbán Castle was massively reinforced in the immediate aftermath of the war and all the castles guarding the entries into Transylvania have since become some of the most formidable fortresses in the World.
Sặcel: The administrative capital of Transylvania’s northern march, facing the Chaos Zone. The Chaos March once faced directly onto Chaos but in the Moon Age the vampires cultivated the Tusk Riders of the area around the Ivory Plinth to serve as a buffer. Then in the early-middle Third Age many Tusk Riders departed to war against Moonravia, far to the north. In their place the vampires cultivated Eagle County, inducing civilisation and the cult of Phoenix into the local Eagle tribes. Recently the Tusk Riders returned from their wars to the north and now the Count of the Chaos March has his work cut out preventing war between Eagle County and the Ivory Plinth.

Sade: The capital of northeast Transylvania.

Sighişoara: The principal town in southeast Transylvania. The site of the Dawn Age victory over the invaders from Singidun.
Starkenberg: The principal town on the eastern mountain ranges, guarding the most significant pass which eventually leads to Lüneport. With the exile of Bela Lugosc, Starkenberg has lost much of its influence but the castle is immensely powerful and its position makes it practically unassailable.
Tannhäuser Castle: The trilithon of a Time Gate can be found within the courtyard of a fortress up in the mountains of the West Walls. It is guarded by a vampire, always a mature runelord of many centuries with experience of the nature of the cult of Chronos. The person of this vampire may change through the centuries but he always bears the title of Lord Tannhäuser and the edifice is popularly known as the ‘Tannhäuser Gate’. The gate is rumoured to be covered in sigils apparently daubed in blood that always appears fresh. Tannhäuser Castle also guards a little-known pass over the West Walls from Freiburg. Since the Blood Schizm the current Lord Tannhäuser has been raised to be Count of the West Walls, replacing Countess Bathory, who is now Countess Mandragora. This is surprising because Miklós Tannhäuser is in fact known to be a runelord-priest of Chronos.
Tannhäuser Castle is held to be one of the Wonders of the World.

Trolllands
The Trolllands are known in Trollish as Zemlya Obetovannaya – the ‘Promised Land’. Trollish legend states that Stygia incarnated as Mata Povara at the First Dawn. She taught her children cooking and other skills and led them to the land which was to be the Trolls’ perfect home. Where she led them from is not written but it is generally assumed to be from all over the World, including what is now known as the Chaos Zone.

Mata Povara, her daughters and grand-daughters were Imperatritzas for the first 127 years but since then it has been comparatively rare for daughter to succeed mother. But it is common for a sister or a cousin to succeed an Imperatritza with a powerful mother or grandmother pulling the strings behind the throne.

Of course the Trolllands is not the only Trollish state but it is the single largest and most powerful and nowhere else is found the terrain that suits Trolls in such abundance – rolling fells with savage rocky outcrops, narrow gullies and sudden ravines. It is unknown if they have always been this way or whether the Gribnoi-Urozhoi farmers have made it so but there is little green vegetation. Instead the fells are covered in abundant fungi. There are fields of ankle-high toadstools, wet patches of mucoid slime and whole forests of mushrooms growing like trees. The life-cycle of the mushroom is typically much shorter than green plants so the landscape is more mutable. Travellers visiting the same place after just a few short years may find fields replaced by forests and vice-versa.
The ‘human’ geography of the Trolllands is just as mutable. Permanent cities are a rarity. Instead the population is transhumance with individuals and whole families passing from place to place with the season. Trolls have little sense of land ownership, they simply go where they will – one of many sources of friction with non-Troll populations bordering any Troll habitat.

Nonetheless there are a scant handful of permanent or semi-permanent ‘conurbations’ with architecture of varying degrees of permanence: stone, mud-brick, resin, mashed wood-pulp and tents centred around worked caverns. Trollcastle is by far the largest of these centres of population.
Trolls breed relatively quickly, though over three quarters of all Troll births are Trollkin. However, since Trollkin have a naturally shorter lifespan and many rebel, run away to join Poonin gangs or simply die of maltreatment of one sort or another, the actual percentage of live Trollkin is much lower than the birth rate would suggest. Sages who have had a chance to view Troll society reckon that Mistresses form roughly 4% of the population; Great Trolls 14%; Dark Trolls 45% and Trollkin just 36%, though there are probably as many eking a living in Poonin gangs either fugitive within the borders or living an ephemeral existence on the borders.
During the Dawn Age, initially the Trolls were establishing themselves in their new home. The Trolllands were far from uninhabited at the start of the Dawn Age but were no doubt suffering the aftermath of the God Wars like everywhere else. But everywhere else sooner or later received help from a source of civilisation; in the Trolllands the Trolls got there first and it seems the human population at least were driven out or killed. The Trolls claim that many Elves were also slain so there may have been Elf woods, long since eradicated.
There were, of course, Dwarves, as Blackplumbings was established before the Dawn, as were all of the great Dwarf cities. Alone among Dwarf kind, the Lead Dwarves were tolerated by the Trolls, and vice-versa.

Meanwhile, to the north and east Azraelites were establishing their own states. It is unknown when Wraithe infiltrated the area but the appearance of Wraithe seems to have made little impact on the Trolls – what other races do to each other is of little interest to Trolls; however Zorak Zoran has always been associate so at least one element of Troll society relished the contact and Wraithe is reputedly originally a Troll god – though the Trolls deny this, of course.
But the end of the Dawn Age saw the Lightbringer crusade led by Rhadamanthus and Humakt that expelled Wraithe from Yavorbad (modern Sophia) and conquered the Wraithe state of Singidun on the site of modern Freetown.

Naturally the Trolls objected to the Lightbringer crusades. While not formally allied, many Trolls preyed on the long lines of communication from Yavorbad and Tryst and it is unlikely the crusades would have been successful without another line of support up the Moon River. But with numbers and righteousness on their side, the crusaders prevailed. Those Trolls that fought directly for Thanatos were treated with summary ruthlessness as no better than undead. When it became clear that Thanatos was doomed Troll activity fell to almost nothing and there was little to prevent the forces of Light and Justice from hunting down the last dregs of undead.

However, while the crusades did not impact directly, the sudden presence of crusaders on the borders caused strife within the Trolllands. Vasila III’s long reign (541 DA to 54 MA) was broken by several usurpers who tried to institute a more aggressive posture to the crusades, one of whom (Dmitra II Yurovna) blinded Vasila, who ruled for the last 30 years without eyes – though this was less of a handicap for a Troll than it would be for most other races.

Vasila III was followed by Ava Ivanova, whose 85 year reign was the longest of any Imperatritza and she was the first to be titled ‘Velikaya’ – ‘The Great’. Ava was succeeded by her daughter, Vasila IV, who sent the infamous Attila Mundzucova to ravage Booteia, starting with Tryst on the borders of the Trolllands 189 MA.

Attila’s conquests continued during the reign of Vasila’s daughter, Elena, whose weak rule was cut short by ‘The Troubles’ (‘Beda’ in Trollish) 206 MA. Having experienced the heavy governance of Ava and Vasila IV, the Tsarevnas of the Duma proved uncontrollable. Elena was deposed but no single Tsarevna could command obedience. The Duma tried to make Attila Imperatritza but she was obsessed with conquering Booteia and in 211 MA she was killed in battle at Esten by an alliance of Booteian cities led by Caesarina Carola Magni Aquilae of Karnak.
The Beda were brought to an end by the reign of Ivana III Elenova, daughter of Elena and popularly titled as ‘Groznyy’, which is usually translated as 'The Terrible' but a closer translation would be ‘Formidable’ or ‘Powerful’, someone who commands respect. The epithet was well-earned as Ivana proved quite merciless in dealing with her political opponents.

Ivana III ruled from 223-298 MA with a short break of two years during which she pretended to abdicate but in fact continued to rule through Simona II Bekbulatova as a figurehead. Her reason for this subterfuge was so she could put in place unpopular political reforms to prevent a recurrence of the Troubles while giving the appearance of opposing her own reforms. This could only happen in the Trolllands.
It is unclear when the Trolls became aware of the rise of Moonguard. The presence of large numbers of Gypsies among the crusaders had been noted but they had pushed through the defined borders of Singidun into what then was regarded as the Chaos Zone. For some time Moonguard was no more powerful than Sunbury, Freetown or even Sartac, and the Imperatritza’s attention was focused on the new states of Sunbury to the north and Karnak to the west.
But within a century Moonguard’s steadily expanding influence began to overshadow and then absorb its sister states in the Moon Valley. Trollish aggression made natural allies of Moonguard and Sunbury while most other towns more or less voluntarily threw in with the burgeoning Lunar state.
The unlikely catalyst to bring this about was the Trolllands. Never likely to have accepted a Lightbringer state in place of Azraelites, the Duma was horrified to find the lands north of the Noarus crawling with Selenites and the rise of Moonguard brought concerted action. Multiple invasions by fanatic Troll armies bent on slaughter brought Selenites and Lightbringers together and reconciled the old Azraelite peasantry to their new overlords. Lesser towns and nobles simply threw in their lot out of a sense of self-preservation.
The Trolllands have never accepted the presence of Moonguard. Until very recently Troll gangs crossed the Noarus River most Darkseasons and every few decades a Troll army made a concerted attempt to march on Moonguard, which has seen genuine sieges on at least a dozen occasions.

Retaliatory strikes have periodically invaded the Trolllands in return, usually spearheaded by Sunbury, but the terrain is perfect Troll country and poor for both Sunbury’s chariotry and Moonguard’s heavy cavalry.
The Trolllands tried to take advantage of the Moonguard civil war at the end of the Moon Age and Moonguard might have fallen then without the support of Sunbury, Silverseam and Karnak. But the failure to take advantage of Moonguard’s vulnerability led to civil war in the Trolllands and a succession of weak Imperatritzas until Elizabeta Petrovna (16-56 TA) restored stability with her forty-year reign.

The Third Age saw the rise of the minor heroine cult of Pravda, created to counter the Selenite powers of Illusion. For several centuries it remained a very minor cult, the Mistresses distrusting a Trollish cult of Truth. The cult’s position was not helped by its involvement in the Sezon Moreskoy (Sea Season) revolution of 367 TA when Nakala II Romanova was deposed by a clique of revolutionary Tsarevnas who not only executed Nakala Romanova but also her entire family, down to the last Trollkin!
Vladimira II Ullyanova (367-380 TA), the charismatic leader of the rebellion, assumed the throne, supported by a clique of Pravda mistresses. After her death fourteen years later the revolutionaries had a falling-out, leading to the rise to power of Stalina, a Mistress of unknown lineage who ruled the Trolllands despotically for 44 years, initially using Mikola IV Molotova as a figurehead, then later in her own right.

The rule of an Imperatritza with no knowledge of her heritage is without precedent, before or since, and was only possible with political intelligence provided by the Truth cult of Pravda, originally a minor anti-Moon/Illusion hero-cult, under successive archpriestesses: Felixa Helenova (367-385), Yagoda Grigoreva (385-405), Nakala Ivanova (405-410) and the infamous Lavrentiya Pavlova (410-439). Only on Stalina’s death in 438 TA was normal political life restored. Lavrentiya fell shortly after Stalina’s death and Pravda returned to the shadows, though its archpriestesses continue to advise Imperatritzas down to this day, often serving as Security Komissar.

But then the Timestop of 580 TA brought an end to the status quo. The Trolllands suffered less than most areas since Gribnoi Urozhoi fungiculture is not dependant on the Sun (and in fact benefited from the constant darkness). But the Trolllands themselves were riven by their own political troubles as the Great Trolls, seduced by Thanatos’ lies, rebelled from the rule of their Mistresses and joined with Thanatos.

Despite the efforts of Vladimira III Ivanova, more than 90% of all Great Trolls joined the undead armies that either advanced on Sunbury and Moonguard, or those that invaded the Aegean, besieging Godsport and ultimately striking south at Heliopolis.

But as we all know, Thanatos was defeated and his armies dispersed. Not only were the Great Trolls decimated by military means but they suffered further in the pogroms as the Mistresses reasserted themselves. The High Priest of Zorak Zoran, Uruk-Urg, suffered a terrible fate, forcibly metamorphosed into a twisted hellish form and condemned to wander the Trolllands in agony. Eventually he starved himself to death, (a scandal in its own right for any troll, and especially Zorak Zoran, to take his own life in such a way), and his body rotted in the sun, uneaten even by the worms, thanks to a Dorob Drobor curse. Not only were the Great Trolls who allied with Thanatos persecuted but all Great Trolls and the cult of Zorak Zoran itself lost face, passing in to eclipse for an entire generation.

Because of the shame, young Great Trolls in the intervening decades have to a large part eschewed Zorak Zoran for other cults, despite these often requiring skills and abilities lacking in Great Trolls and thereby resulting in Great Trolls becoming an underclass within these cults, unable to achieve runelevel. This is why Great Trolls have been seen in the employ of non-trolls in lands adjacent to the Trolllands in rising numbers over the last three decades. Some have even joined non-troll cults, especially death and berserker cults, such as Viking and Typhon (though few Great Trolls have a facility with lyric poetry).

Vladimira III Ivanova had governed as well as she was able during the Long Winter but by the end she was worn out. However, in her last seasons she used her authority in the Duma to put in place legislation that co-opted Pravda to serve an internal political control function for the Mistresses. On Vladimira’s death at the end of 580 TA, the Duma elected a Xenoire Tsarevna, Medsestra Theodorova, as Imperatritza, who continued Vladimira’s reforms.
Time passes and with a new generation Zorak Zoran is showing some resurgence. However, the Mistresses are determined that they never lose control of the Great Trolls again and with the rise of the Pravda ‘narkoms’ (Pravda overseers placed in all Troll regiments, including Zorak Zoran berserker gangs) the original frustration with overbearing mistresses has been fanned anew. The Mistresses are not stupid and will undoubtedly seek to turn this pent-up aggression toward Moonguard, the traditional enemy, hated perhaps even more than the Lightbringers.
The current Imperatritza is Nastasya Romanova but she is old and relies heavily on the advice of her Pravda Archpriestess Oxana Mikolayeva. Some have tipped Oxana to succeed Nastasya but many in the Duma still distrust Pravda, remembering the extremes of Lavrentiya Pavlova under the reign of Stalina.

Trollish society is very transhumance and their towns are composed of a core of permanent buildings, often hewed into caves but sometimes built of stone, supplemented by tents and semi-permanent buildings of pulped wood-mash and resin. The populations are no more than a guideline and may change markedly during the course of the seasons.
Banja Luka 7,000: ‘Luka’s Mine’ in Trollish, a small lead mine staffed by Dwarves but owned by the state. There is also a Dwarf-built fortress responsible for guarding and administrating most of the northern Trolllands and a priory of the Rastafarian Order. It is governed by a Pravitela appointed by the Imperatritsa.
Black Forest: called Chernyy Les in Trollish, (Taur nu Cail in Elvish – literally, ‘Forest of the Spiked Fence’) the last remaining vestige of the Elf Woods that, according to Elven history, once covered the Trolllands extensively in Godtime but were largely eradicated by migrant Trolls led by Mata-Povara early in the Dawn Age. Dominated mainly by Dark Elves, the enclave has to maintain constant vigilance against Trollish aggression.
Blackplumbings 10,000: Oferet-Mokeshamok (Deep Lead Mine) in Dwarvish, Chernyy-Karlik Bezdna in Trollish. One of two major ports serving the Trolllands, Blackplumbings is a surprisingly cosmopolitan town with Dwarves, Trolls and Humans and a wide variety of cults, including Poseidon and all the Troll cults. The Dwarf mine is behind and above the port. Dwarf mines tend to suffer from spoil-tips and landscaping above ground but by all accounts Blackplumbings is worse than most since the spoil heaps are colonised by exotic fungi, most of which are inedible due to the level of toxicity. The town is governed by a triplet of officials: a Mistress Troll Gospozha appointed by the Imperatritsa, a human provost elected yearly by the Poseidon oligarchs and the King of the Dwarves, who currently is Boris Nargushmar (Blackguard). Needless to say, city politics have to be experienced to be believed. The Rastafarian Priory has substantial numbers of human brethren, outnumbering Trolls by two to one. Brethren have also included the occasional Dwarf! Nowhere else in the Trolllands does this occur though humans do join in substantial numbers abroad.
Gavantemnyy 9,000: ‘Shadowed Harbour’ in Trollish, from the way it’s overshadowed by the hills. It is the other major port serving the Trolllands and is therefore populated by humans and Trolls. Governance is entirely in the hands of the Gospozha, a Mistress appointed by the Imperatritsa. The Albertensian order has a priory in the town, as of course do the Rastafarians.
Gribnoi Dolina 7,800: ‘Mushroom Valley’ in Trollish, it is more a concentration of population in a broad area than an actual conurbation. It features a Dwarf mine but unknown to the modern Dwarves there is also a Dwarf working a few miles away abandoned in Godtime.
Nizkiy Gora 2,500: ‘Little Hill’ in Trollish (Podgorica), the site of Rastafa Abbey, an order of monks worshipping Gribnoi Urozhai dedicated to spiritual enlightenment by eating ‘rastafus’, a narcotic fungus. Common wherever Trolls are found, Rastafa Abbey is the spiritual and political heart of the Order. It also has many human brethren in some priories outside the Trolllands. Nizkiy Gora is also the fort guarding the northern end of the Black Forest.
Skrabzamok 3,000: ‘Wild Plant Castle’ in Trollish (Vlore). The town has a shallow-water harbour which anywhere else would be home to a fishing fleet but the few ships that use the port are coastal tramp traders. The human population is small and transitory. The main purpose of the town is to guard the southern end of the Black Forest, hence the name. There is the usual Rastafarian priory.
Therazamok 5,000: ‘Thera’s Castle’ in Trollish (Tirana). A major fort guarding the landward side of the Black Forest. The town is governed by the Smotritel, a Mistress appointed by the Imperatritsa to police the long eastern edge of the Black Forest. The ubiquitous Rastafarian priory is surprisingly small, a function of the utilitarianism of Therazamok.
Trollcastle 12,000: Trabzamok in Trollish, the heart of the Trolllands and the official residence of the Imperatritsa Nastasya Romanova Nochova, though she spends roughly half the year touring the state to assert her authority. She is usually resident throughout Fireseason when the weather is deemed too inclement for travel and she retreats into the coolness of her subterranean complex carved into the cliffs in a deep ravine. Adjacent to the Imperatritsa’s residence is the Duma, a circular arena where all the Tsarevnas meet to discuss politics and the governance of the realm.
Trollcastle is unusual in having more permanent architecture than any other town in the Trolllands but is still more than half composed of tents and temporary buildings made of mashed paper and resin. The Rastafarian priory is housed in an enlarged cavern with internal chambers of resin aged by Time until it is as hard and dark as oak but smelling sweet as honey.
Blackplumbings maintains a permanent embassy in a magnificent fortification in the city.

Voronpole 2,000: ‘Raven Field’ in Trollish, named after a major battle with Lightbringers where the dead were too numerous to eat and hence were devoured by carrion birds. The Rastafarian priory is a ramshackle affair of wood pulp and resin augmented by tents set just outside the walls of the fortress.
Western Isles
Azraelic Isles: an archipelago composed of several islands lying south of Stormhaven. When missionaries from Carthage landed early in the Dawn Age they found an aboriginal population that shocked the strait-laced Azraelites by their casual nudity, the warm climate rendering clothes unnecessary.

The natives worshipped an aspect of Matar but the missionaries forcibly evangelised the population into worshipping Azrael and the islands were named after the Death God. Troops from the Azraelic Isles were valued by the Carthaginian Empire as slingers. Unlike most of the Empire, the islands did not move to elemental worship with the demise of Carthage and the Death/Earth pantheon remains strong today but since the Timestop there has been a revisionist movement among the natives to revert to the original form of worship, demonstrated by refusing to wear clothes. This has resulted in clashes with the orthodox administration of the islands but the movement is gaining ground, especially in the western isle of Eivissa, named after the native aspect of Matar.

Eivissa is a subcult of Matar unique to the Azraelic Isles. The cult has developed into a formidable opposition to the cult of Azrael, which is blamed for suppressing the indigenous culture during Carthaginian occupation. Initiates start with Speak Eivissan at 50% but can count the language as a potential runelord skill (it counts as Speak Own). They also start with Scythe as their main weapon instead of Quarterstaff.

Rune Magic:

1pt: Barnguard, Mature Plant, Sowing, Stormward, Truescythe, Wolfhound

2pt: Fertility Rite, Groundswell, Scarecrow

3pt: Fieldward, Invoke Specific Terrain Spirit (Eivissa)

Truescythe is like Truesword but is unstackable and only affects sickles and scythes.
Groundswell enables the caster to call upon the local terrain spirit to warp the ground for a radius of 160yds. She can cause the terrain either to increase or reduce effective distance, doubling or halving effective speed. This does not affect missiles, which travel through the air, but it can impede pursuers or attackers or accelerate escape. Groundswell is reusable on the island of Eivissa and non-reusable everywhere else. Eivissa cultists hope to emancipate the island of Talaios, when perhaps the spell will become reusable there too.
Eivissa separatists are also trying to resurrect the extinct cult of Iboshim, apparently as a variant of the Ancestor sect of Azrael. Iboshim is regarded as the husband of Eivissa.
The islands have a productive agriculture and exports food while importing metal goods. The Azraelics were traditionally ruled by a governor appointed from Carthage but today the governor is elected for seven years by the ruling oligarchy. The current governor is Armengol Tutzo who governs from the only major town, Talaios. There is a small Luxorian grange in Talaios.
Principal Towns

Talaios 4000: the main port and centre of government, situated on the SW coast of the largest island.

Eivissa 500: a centre for the native religion that features nudity and frenetic dancing. Eivissa is the name of an ancient avatar of Matar, she and the muse Terpsichore are very popular here.
Minorca: the eastern island has two fishing villages and is otherwise dominated by a Faerie Wood, featuring a colony of Minotaurs, from which the island takes its name.
Corse (Carthaginian name Kir, later Corse for Corsairs): the island was discovered and settled by Carthaginian missionaries early in the Dawn Age, who named it Kir. Carthaginian colonists were transplanted into towns on the coast but the native population were never assimilated and remained resentful of the newcomers.
The wars between Carthage and Heliopolis early in the Moon Age led to landings by the Lightbringers in Kir, inducing popular uprisings among the natives and the Carthaginians were massacred in 158 MA (including Lightbringers exiled from Carthage decades before). Kir remained Lightbringer until in 198 MA Carthage allied with pirates from Rape to oust the Lightbringers from Kir during a campaign lasting five years. The price of Rape’s services was the formal granting of Kir to the pirates who made the island a stronghold and as Corse it has remained a haven for Corsairs ever since.

The pirates control the coastal towns, ruling with typical lawless laxity and leaving the hinterland to the native population, who have reverted to their native tribal worship, principally the Lammergeir clan of the Eagle tribe. This hinterland remains pristine and largely unspoilt so Corse has little agricultural produce. There is a surprisingly large Faerie Wood in the south of the island, famed for its apple trees. Aside from the several harbours, controlled by the pirates, the coastline features rocks and reefs. These rocks are known to be infested with Sirens, making navigation difficult and landing almost impossible away from the harbours. The current ruler is Barbara Rossa, the infamous pirate queen.

Principal Towns

Bastia 1430: the only harbour in the NE quadrant of the island
Corse 6500: the main port, positioned on the SW coast and the seat of Barbara Rossa, pirate queen.

Eryn Cordof: the Fae wood, known for its apples
Fuoco 500: a small island midway between Volcania and Pompeii, Fuoco was settled early in the Dawn Age by colonists from Volcania. The volcano is unlike almost all others in that it seems to maintain a permanent low-level eruption. Fuoco is simply permanently ‘awake’. However this seems to make its control by the Vulkan priesthood more reliable as there is no danger of the bad reaction on being called to wakefulness that plagues other volcano communities. It also means that any would-be aggressor is guaranteed to face lava bombs, which is why the political/military history of Fuoco is so uninteresting.

The island is highly productive and exports small amounts of soft fruit and wines. The harbour is shallow-draft but a popular stop-over for small Argonaut traders seeking a safe refuge from pirates.

Melita: was discovered early in the Dawn Age by Carthaginians who found strange native tribes of pygmies riding dwarf hippopotamouses. But that native population was entirely wiped out at some point in the Dawn Age and replaced by Carthaginian settlers who named their new home Maleth, meaning ‘harbour’ in Carthaginian, in reference to the excellent port facilities.
Maleth fell briefly to the Lightbringers during the 1st Volcanian War but was soon recovered by Carthage. However the 2nd Volcanian War saw the island ravaged by plague, leaving it seriously underpopulated for more than a century.

Maleth was still underpopulated during the 3rd Volcanian War and it seems regiments raised from Maleth suffered unduly during the wars. It finally fell to the Heliopolis again under Henri I in 597 MA and has remained Lightbringer ever since.

As a Lightbringer territory the island changed profoundly. The island is small and unsuited to chariot warfare so the Heliot nobility do not follow their usual pursuits. The terrain is also poor for agriculture. Rather than allow fishing to bring in unwanted piscator and nereid fishermen, the Lightbringers imported bees from Heliopolis and renamed the island Melita, by which name it has won renown as an exporter of honey during the Third Age.
Today Melita is ruled by Count Bertrans de la Ruchers. Other heliot nobles view Melitan Heliots with disdain as poor chariot drivers, since their chariotry is practiced mainly within the arena, but the Melitan Heliots are nonetheless fierce warriors and as adept with javelin and blade as their wheeled brethren.
Principal Towns

Ville de Miel 3550: the main port and centre of government dominated by the powerful fortress of Chateau Miel, built of beautiful honey-coloured limestone.

Sarda: Carthaginian missionaries found a native population more or less divided equally between Matari farmers and barbarian tribes. Like Corse, Sarda’s coastline is largely rocky and unapproachable, though less infested by sirens than its neighbour.
Carthaginian settlers created coastal ports and a few inland towns but, as with Corse, the native population remained unassimilated and resentful. Lightbringers exiled from Carthage at the start of the Moon Age were supplemented in 158 MA with the wars between Carthage and the Lightbringers of the Aegean but in 203 MA Carthage commenced a 25-year war under Sufret Hasdrubal I to regain control of Sarda and it remained Carthaginian until 497 MA when it was squabbled over by Lightbringers and Poseidon venturers.
Early in the Third Age Sarda achieved an uneasy independence. The people called to Stormhaven to provide leadership and ever since the island’s nobility has largely been Typhonian but Sarda’s history has resulted in a very metropolitan mix and most cults of Ocean, Storm, Lightbringer and Death/Earth are represented. There is little representation of cults of Darkness and Moon but these are doubtless present informally in the underclasses of the cities. Inland the island is Matari with a productive agriculture that exports wine and other produce. There are also a tribe of horse barbarians in the hinterland and a small Faerie Wood. The current ruler is Pfalzgraf Heinrich von Sard. The native tongue is Sardic.
Principal Towns

Carbonia 1300: more Lightbringers are found here than anywhere else. There are also several small Dwarf mines. The town is ruled by Graf Martin von Neumann.

Karalis 5600: the capital of the principality of the island, the seat of Pfalzgraf Heinrich von Sard and the centre of the island’s storm worship
Nuoro 1600: an inland town, important because it is the principal political contact between the Storm nobility and the horse tribe of the interior. The town is governed by the seat of Graffine Dora der Glibberschnuffler.

Sassari 3300: the focus of death worship in Sarda. The ruler is Graf Tomas von Blitzstrahl.

Volcania 8,700: The Isle of Volcania was raised in Godtime from the Ocean floor by Vulkan, the smith god of the Fire Pantheon as a place to put his forge after he was forced to quit his father’s residence on refusing to join the Lightbringer’s Quest. Legend places Vulkan’s Forge in the volcano Aetna.
An ancient folk tale says that this is not the case and that Volkania already existed before. The fire spirit inhabiting the mountain was worshipped as a god by the early people of this place and was titled Adranos. His symbol was allegedly a beast inside a fire rune surrounded by a mobility rune and he was said to be protected by giant hounds that could breathe fire. The story concludes that when Vulkan arrived, still in his full glory before that nasty Phoenix business, Adranos was soundly subjugated, and is now either gone completely, replaced with a fire elemental that powered Vulkan's forge, or is lying dormant and dead inside the volcano.

Of course this view is regarded as heresy by the ruling Vulkan elite, and any suggestion of this ‘cult’ being resurrected is ruthlessly quashed. Sages would also point to the unlikelihood of an elemental fire spirit being in any way allied to the beast or mobility runes…

In the Dawn Age, Azraeli missionaries (from Carthage or Khem, depending on your political inclinations) established civilisation but from the first there was a strong elemental streak to society thanks to the Vulkan worship, particularly prevalent in the town of Volkania, built on the slopes of Aetna, from which the island takes its name.

Whether initially settled from Carthage or Khem, it was Carthage that conquered and occupied the island in the mid-Dawn Age. There seems to have been considerable strife between Ziz and Volkania at the time and it seems the order and peace offered by the Carthaginian Empire was generally welcomed.

However elemental factions continued to cause trouble, as they did throughout the littoral toward the end of the Dawn Age, and Carthage had to work hard to maintain its possessions as the Dawn Age moved into what became known as the Moon Age in the northern littoral. Carthage solved the problem of elementalism by taking a fundamentalist view and exiling adherents to Lightbringer worship from Carthage. These exiles founded new towns in Volcania (Syracuse) and the Booteian mainland (Ignia and Florence) as well as Sarda and Kir, early in the Moon Age.

It took more than a century for the upheavals in Carthage to settle but by 700 NC (138 Moon Age) Carthage elected to interfere in the Aegean after Khem chose not to contest the rise of the Lightbringer state of Heliopolis. Initially successful, Carthage was forced to withdraw when first Duckpoint, then Godsport and finally Drakenberg allied with the Sun King.

Encouraged by their success, Heliopolis and Drakenberg pushed westward in 158 MA to establish colonies at Syracuse and Nikaia. This was Carthage’s back yard and this time Carthage won – Heliopolis and Drakenberg lost but Syracuse remained, albeit paying tribute to Carthage.

The Carthaginian Republic of the Moon Age was very harsh, the fundamentalist republic demanded 50% of all agricultural produce and 25% of town incomes on non-Azraelite settlements within its empire. Naturally this caused resentment.

In 228/9 MA Carthage fought a brief war to prevent Heliopolis from supporting Syracuse in its bid to wrest control of Volcania from Carthage. Then 253-260 MA Carthage fought the 1st Volcanian War to conquer Syracuse and make Volcania entirely Carthaginian. Unfortunately for Carthage, sea-storms caused the loss of much of their cavalry. Gelon of Syracuse, with allies from Volkania and support from Heliopolis, surprised Hamilcar at the Battle of Himera 258 MA who had no answer to Gelon’s chariots. The defeat caused a coup d’etat in Carthage. Carthage lost no territory but had to pay reparations to repatriate its captured troops and Syracuse and the city of Volkania secured independence, though Carthage kept control of Ziz.

In 328 MA Carthage started the 2nd Volcanian War with the intent of bringing Volcania entirely under Carthaginian rule. The new Storm crusader states in Iberia took the opportunity to secede from Carthaginian rule but in Volcania things initially went well, by 332 MA Carthage had secured tribute from Syracuse. However the Carthaginian troops were then hit by plague which they took back to Carthage.

Then in 340 MA Syracuse rebelled: again the Carthaginian army met with initial success but 342 MA were again hit by plague and Syracuse humiliated Carthage. (Many sages claim the plague was a deliberate strategy by Dionysus of Syracuse to use unclean weapons.) Carthage was humiliated yet again when their Vulkan allies defected in 345 MA. Dionysus of Syracuse remained ascendant 355-360 MA but in 362 MA Himilco defeated Syracuse, securing tribute and in 371 MA Himilco finally killed Dionysus in battle, securing all of Volcania accept for the Vulkan town itself.

The 3rd Volcanian war broke out in 423 MA when Agathocles of Syracuse led a new revolt. Hamilcar landed in Ziz with a huge army but Agathocles, with aid from Rape, landed a small army in Libu, which ravaged Carthaginian territory. When Cyrene joined in alliance with Agathocles, Carthage itself was threatened. Carthage was forced to withdraw from Volcania but managed to save Carthage in 423 MA. Syracuse and Volkania remained independent despite Carthage’s brief attempt to subjugate them again between 458-463 MA, which was foiled by a Lightbringer general hired from Heliopolis, Sir Godfroi de Montmorency.

Then in 474 MA Carthage found itself facing an alliance between Florence, Corse, Rape and Pompeii. Most of the fighting was in Volcania, but when the allies invaded Libu, Carthage sued for peace, finally losing the islands of Volcania and Sarda permanently in 497 MA.

Repeated attempts at subjugation had made Carthage hated throughout the island and when Florence, Rape, Corse and Eagleport allied against Carthage in 589 MA, many citizens of Syracuse, Volkania and Ziz joined the campaign, resulting in the sacking of Carthage in 592 MA.

So the Third Age opened with a feeling of optimism without the threat of Carthage overshadowing the independence of the island. However Aetna erupted in 607 MA (10 Third Age), destroying the town of Volkania and killing a third the town’s population. Syracuse took the opportunity to attempt to conquer the town but a priestess of Vulkan, Illya Esqillon, famously threw herself into Aetna as a sacrifice, causing the Syracusan chariotry to be broken by lava bombs.

Volkania rebuilt itself but an attempt by Carthage to land from the sea in 510 TA was thwarted by an eruption only at the expense of severe damage to the town. Then in 537 TA an attack from Syracuse was again broken by an eruption but again flowing lava destroyed a large part of Volkania.

However the Long Winter of the Timestop was partially thwarted by Volkania being able to grow conventional crops on the slopes of Aetna, which remained free of ice and snow thanks to the heat of Vulkan’s Forge. By sending food to Syracuse and Ziz the Volkanians won much goodwill and today the island is probably as peaceful as it has ever been.

The island is split between four conurbations. Zancle is isolated by its position and Volcania by its volcano. The Faerie wood of Bosco de Fichi (Fig Forest – Eryn Fige in Elvish) dominates the eastern end of the island.

Principal towns:

Syracuse 5,390: founded by Lightbringers fleeing from Carthage and supplemented by forces from Heliopolis early in the Moon Age. Syracuse remains Lightbringer and Francois Marquis de Syracuse rules over the south-eastern third of the island. Syracuse has a good harbour but suitable only for shallow-draft vessels. The language spoken is Volcanic. The original settlers abandoned their native Carthaginian as a gesture of contempt and adopted the language of the island. Later reinforcements spoke Helionic and now most natives are bilingual. There is a small but impressive Solarian priory adjacent to the Sundome Temple.

Volkania 1,890: ruled from time immemorial by the Vulkan priesthood, the current ruler is Archpriest Alargo Mutrakka. Volkania has but vestigial port facilities but is a centre of excellence for sword manufacture. It governs the north-eastern sector of the island but much of this is dominated by Mount Aetna. Volcanic is the native language and is spoken over the entire island.

Zancle 980: A small town of under 1000 people. Sporting a natural, sickle-shaped harbour, Zancle is nevertheless hard to reach on account of the treacherous stretch of water separating the island of Volcania from the mainland, and the steep mountainous region immediately to the south west. It has therefore become a haven for various ne’er do wells which include a strong Corsair presence. The town has remained neutral in the interminable wars that have blighted the island, though rumours abound that privateers based in Zancle have operated for multiple sides. There have been several attempts to eradicate the town, both from Lightbringer and Carthaginian origins (and more recently by a speculative campaign from Volkania), but Zancle stubbornly persists, the Corsairs that know the waterways simply returning once an invading army departs. Today it is technically under the control of Volkania but it pays no taxes and is generally left to its own devices. Main exports: wheat, citrus fruit (particularly blood oranges), red wine, swords, volcanic jewelry Main imports: Raw materials (particularly metals), textiles, luxury goods. It is possible to obtain passage from the island to the mainland (which at its shortest is under a mile in distance), but skilled navigators are not cheap. Pirates and wreckers await the unwary or un-skilled who attempt to save time and money by passing through the straight. It remains a veritable hive of scum and villainy.

Ziz 2,513: for a long time the town remained staunchly Azraelite but the interminable wars of the Moon Age provoked a profound reaction and today Ziz is entirely dominated by Poseidon. It is ruled by an oligarchy of merchant princes. The port facilities vie with the best to be found anywhere in the World. Ziz governs the western third of the island. The principal language is Volcanic but Ziz is very cosmopolitan and a diligent searcher can find a speaker of most of the main languages of the littoral. There is a daughter priory of the Norbertine Order.
The Twelve Wonders of the Known World
The Colossus of Rhodos: the huge golden statue of Helios erected by Sun King Philippe IV on the Aegean island of Rhodos 244 TA to honour crusaders fallen in Khem under Sunmarshal Sally de la Tour (Salitis in Necropolitan). Philippe gave Rhodos to the Helionic order of the Hospitallers, which they still hold today.

The Dimaryp of Iberia: a huge inverted pyramid allegedly thrown by one god at another in Godtime; it glows with an unearthly light when struck by the light of the Full Moon. It lies in the centre of the Chaos Fells northwest of Ursara.
The Great Pyramid of Khufu: the tomb of Khem’s greatest pharaoh, outside Necropolis. It is made of gleaming white stone, standing almost 500 feet tall and has been calculated to weigh almost six million tons.

High Guard Castle: guarding the Pass to the Rent in the Ordenstaat, east of the Sea of Fortune, probably the most powerful fortress in the World with tiered grey walls and rugged towers from which fly the banners of the Ordenstaat and the visiting lay brethren.
The Light Gardens of Cyrene: immeasurably beautiful light sculptures set amid immaculate swathes of manicured grass and beds of sweet-scented flowers. On holy days the city pays for quartets of musicians to play music amidst the lights and the scents of the flowers.

The Lighthouse of Tangier: set to light the way for sailors passing through the straits and returning over the Great Western Ocean. Fashioned of pink granite, it rises from a base a hundred feet square to a height of 387 feet. The light is provided by a bound angel, an elemental of light, it can be seen for hundreds of miles on a clear night.

The Obsidian City, Drakenberg: home of the Dragonqueen, built of obsidian in many colours, but predominantly black and dark purple.

The Sundome of Heliopolis: rebuilt after the Great Fire of Heliopolis in 507 TA. It dominates the north side of Solar Square, a spectacular building of yellow, orange and white stone, 250 feet square with a golden dome adorned with a solid-gold sunburst 180 feet off the ground.

Skjemme Park, Copperhead: the ornamental gardens landscaped from the surface spoil heaps of the Dwarven city beneath. Visitors to the park are surprised to see humans, Elves and even Dwarves at work in the park. It grows plants not found anywhere else in the World, as well as many others brought back to be cultivated in Copperhead.

Tannhäuser Castle: guarding the Tannhäuser Pass into Transylvania over the West Walls where it guards a Time Gate as well as the pass and the vampire is always an initiate or better of Chronos.

The Tomb of Queen Dido, Carthage: the majestic tomb of the great Carthaginian queen. She was the legendary woman who founded the city and her tomb is a magnificent expression of pure power, though it has been visibly rebuilt several times, most recently in the early Third Age after damage during the sacking of the city.

The Tower of the Moon: the White Tower is accounted one of the Twelve Wonders of the World. It is a miraculous edifice of white stone and silvered glass almost half a mile high, with soaring flying buttresses and towers roofed by purple-pink tiles. It holds the record for the tallest building in the World. The most extraordinary thing is that the tower is entirely illusory and cannot be seen on days when there is no Moon. When it vanishes, the contents and inhabitants also vanish. Rumour has it they go to the Moon.
The Twelve Horrors of the Known World
The Catacombs of Port Ocean: endless rambling tunnels reputedly abandoned by the Dwarves after they disturbed something in the uttermost depths in Godtime – the reason no Dwarf will set foot in Port Ocean.

The Crater of Slyme Abbey: several miles across and filled with Chaos slime in the desert of the Levant. It is said to be the largest repository of Chaos slime outside of the Rent. On the edge of this crater perch the ruins of the remaining monastic buildings, infested by dragonsnails and gorp.
The Dead Sea: a large lake in the Levant where the salt levels are too high for fish or any living thing to survive. Legend has it that the last undead relicts of Rushalim took refuge in its depths after their defeat by the Hyksos. They are rumoured to venture forth occasionally by night.

The Dimaryp of Iberia: a huge inverted pyramid allegedly thrown by one god at another in Godtime; on nights when there is no Moon in the sky, it is haunted by a dreadful undead thing but the entity beneath the Dimaryp is worse! It lies in the centre of the Chaos Fells northwest of Ursara.

The Flight of the Dragonqueen: the Dragonqueen rises from the Obsidian City in Drakenberg on her mating flight every 144 years but very occasionally she takes flight for other reasons. However this is unpredictable. A scant few accounts have described the Dragonqueen breathing fire in battle and that is a dire horror to behold. Her next mating flight will be 714 TA.
The Garden of Eden, Nertha Vale: in a beautiful, lush garden every fruit known grows wild around a natural fountain from which springs the Nertha River. In the surrounding cliff walls are several dozen arches, each the lair of a fabulous beast of legend, including a Dragon. In each lair is an equally fabulous plant.
The Killing Fields of Carthage: outside the famous city lie the sands where criminals have been executed since time immemorial by being staked naked to the ground until they die of sunstroke. These bodies have always been left to desiccate until the winds and desert jackals disperse the bones. The sands shift constantly and sand-scoured bones litter the Killing Fields for miles. By night the Killing Fields are haunted by the ghosts of the slain.
The Labyrinthine Gate, Anatolia: rumoured to be a gate to Hell in the ruins of Anetolepolis in Anatolia. It is guarded by Deadeye Pharoah, a Baboon shaman whose fetch is the city’s terrain spirit.
Monbury Abbey: on the plateau east of Sophia on the cliffs overlooking the Baboon Jungles – rumoured to be haunted by the undead remains of hundreds of monks and a hideous demon known as Göll the Screamer.

The Rent: lying east of Anatolia over the Crocus Mountains, access is controlled by the Ordenstaat of Hochwach. Probably the most horrific sight of all; most people who venture through the pass disappear without trace but in the Dawn Age the Anatolian sage Pannalul ventured forth with a guard of a dozen Typhonian Stormlords – he alone returned two weeks later and was thereafter known as Gibbering Pannalul.
The Shell of the Basalt Mollusc: lying outside Battle City in Iberia is the shell of the Basalt Mollusc, an enormous Dragonsnail that ravaged the area in the Long Winter. It is a quarter of a mile in diameter and is being turned into a suburb and bastion of Battle City named La Caracol.
The Well of Time: lying SW of Heliopolis the Well of Time is where Time flows into the World… or where it flows out, it is hard to say which. It is very well guarded by horrific and powerful entities within and without and is also hard to spot and harder to open. Even more horrifying is what happened when someone last got in. Don’t go there!

Current Hotspots
There are always wars somewhere in the World. Travellers should currently beware the following areas…

Aegean: Sun King Louis XIV’s ongoing campaigns are making western Lothringia a dangerous place to venture and the violence seems likely to spread with Sophia and the Trolllands about to enter hostilities.

Anatolian Plateau: several barbarian tribes are uniting under a charismatic leader who is attempting to resurrect the Anatolian Empire of the Dawn Age. Unfortunately his main tool of governance is war and terror.

Anatolian South Coast: the eternal territorial dispute between the Dwarf cities of Copperhead and Stannary is currently in a state of truce while the two seek a diplomatic solution to their claims. However all previous treaties have broken down within years to decades so travellers should be aware that war is always imminent. In the meantime visitors may travel by train on the Dwarf railroads built by both cities to solve their logistical problems in fighting wars at great distances. Travellers will need to change at the mid-point and travel for a few miles to bridge the gap between the two lines. Tickets must be bought separately.
Bezirk & Tolosa: it is impossible to say when the next Chaos horde will appear and all travellers should be aware of the dangers involved in journeys close to the Chaos Zone.

Iberia – Chaos Fells: Reina Salomé de la Ursara is seeking an alliance with Knyazhna Ekaterina Malkova Nochova of the East Fells with the purpose of clearing the central Fells of Chaos and creating a new lawful Troll state. This strategy is politically opposed by Vallasolis, Zaragoza and the Dwarves of Cinnabar. It is rumoured that Davida Attenbor, Mother Superior of Almorox Priory is against the plan as she wishes to preserve the pristine Chaos wilderness. Since Princesa Salomé and her mother have been and still are the principal supporters of Almorox Priory, the political ramifications may be severe. But if Reina Salomé is successful she will probably be able to extend her influence to formally include the entire Iberian peninsula and create an Iberian superstate to rival Khem, Moonguard or even the Realm of the Sun King.

Iberia – East Coast: Sultan Ignacio XII Al-Medina of Akraleuka is old but still hale. He plans to abdicate in favour of his daughter, the shrewd and ambitious Incandice, and volunteer to become the Sacred King in Cartagena, where, in alliance with his daughter, in one glorious year he will seek to take advantage of the decline in Storm worship in the hinterland before submitting to be sacrificed. During that year he intends to recreate a Phoenician state by retaking Albert’s City.

Khem and the Levant: Khem has built up its forces on its NE border with the clear intent of invading the Levant at some point. Intelligence sources indicate that when current military activity in Kush ceases Pharoah Rameses will order an advance up the Levantine coast, presumably opposed by Tour-Solrayon and Phoenicia.

Moonguard and the Trolllands: the Great Troll population and the cult of Zorak-Zoran have recovered from the pogroms after the Long Winter and are spoiling for a fight. It has been thirty years since the last major Trollish invasion of Lunar territory but intelligence has it that Imperatritsa Nastasya means to launch the Troll war machine at Freetown, with the intent of drawing Moonguard into over-extending itself. Rumour has it that Moonguard intends to deploy WMDs (Weapons of Mass Delusion) to counter the Troll threat but no one knows whether these rumours have credibility. Neither Moonguard nor the Trolls are famed for their veracity.
Sea of Fortune – North Shore: Reichsgraf Conan der Glibberschnuffler can be expected to extend his power from Ödewache to the whole of the Halbinsel peninsula. He is very powerful already and popular amongst most of the rest of the Storm nobility. Any opposition he faces is likely to come from Guthlaf the Obdurate King of Neuenschaft, and Altgrafina Ermingard von der Spital of Etesia. If Conan mishandles the Dwarves then the Halbinsel peninsula will almost certainly slide into a very nasty war – with the ever-present threat of a Chaos horde on the horizon.
Far Lands
There are myths and legends of places far away from the lands that border the Great Middle Ocean, lands far beyond the Chaos Zones even. In some cases these places are relatively well known with much traffic bringing hard information and eye-witness accounts (Britannia), but others are scarce more than names to conjure wonder and speculation.

Baghdad: this is an Azraelite city beyond the desert, east of Schemadacqua, possibly settled from Khem in the early Dawn Age. Little is known about it due to difficulties with crossing the desert.

Britannia: In 282 MA the Carthaginian seaman, Himilco ‘the Navigator’, discovered a strange land in the ocean, beyond Iberia and far to the north. He experienced many dangers, including sea monsters (among which the first recorded contact with Penguins) and very hostile natives.

Such were the tribulations in Himilco’s reports, the Carthaginians never attempted to return and it was left to the Third Age, after Carthage’s sacking, for Poseidon explorers from Port Ocean to circumnavigate the island. Also facing extreme hostility, they returned to Port Ocean to find military support for the venture.
No support was forthcoming from Iberia but in Tangier they found willing allies in the Lightbringers. In 132 TA a much larger expedition with a small force of chariots and infantry was landed on the south coast. The Helios chariotry brushed aside the smaller native chariots and the Mithras infantry stood firm against all.

The Lightbringer forces pushed inland and the Poseidon fleet brought in reinforcements. Over the next few centuries the Lightbringers established their headquarters on the banks of a major river and lesser forts around the coast. They named the island Britannia, after the indigenous population, who called themselves Britons.

Britannia is a strange land where our gods are unknown and the Britons practice exotic magics involving tattoos. They also practice blood sacrifice, taking the heads of their enemies who fall in battle and frequently sacrificing those who do not in a variety of ways, including burning them in vast whicker effigies.
Today about half of Britannia has been subjugated and in the south-east many natives have been converted to Lightbringer cults but the wild natives continue to resist the advance most strenuously and occasionally ‘settled’ natives have risen in rebellion.

The alliance between Lightbringers and Poseidon Argonauts has successfully monopolised the exploitation of Britannia but it is uncertain how long they can maintain this or what benefit they derive from it.
Cathay: a semi-mythical land beyond the Chaos zones to the east, beyond even the Raj. It is ruled by an Emperor who governs through an intricate bureaucracy. Many of our gods are known by alternative names. Infamously, Thanatar is worshipped openly there as Tien. Most of what we know about Cathay comes from the reports of Marco Polo, an explorer from Venezia who sailed eastward in 112 TA and returned to Venezia from Cathay in 136 TA, with great riches. The Polo family remain influential in Venezia but no one has repeated the trek.
Gascar Island: Tales are told of a strange tropical island, many leagues distant from The Inner Sea, where lush jungles compete with soaring mountains in vertiginous terrain dominated by volcanic activity. The island is almost 100 miles in length and teems with life, most of it hostile. A new species of beastmen, Lemurs, are to be found living a tribal existence in this harsh environment worshipping their own hero God, Strepsirrihini.

Many ruins are scattered over the island, evidence of a once great civilisation thought to have made their home there. Possibly pre-dating the start of Time, this ancient reptilian race appears to have practiced sorcery, building massive cities and temples to unknown Gods. A strange runic script can be seen adorning stone blocks that only a few can decipher.

There is one centre of ‘civilisation’, officially called Port Grimsand, but known locally to all as Kapala, as it sits in the remains of a once great city of the same name. It is ruled by Lord Greystone, alledgedly some sort of Vulkan vampire, and many known cults of the world can be found there. The local language is a strange dialect of Stormspeech. (Thanks to Paul Thomas).

Kush: A legendary Troll state south of Khem and east of the Sea of Sands. Kush has had a long and bloody history with Khem with both sides invading each other repeatedly. However there has also been much cultural exchange with the militia cult of Medjay being imported into Khem from Kush.

Kush is said to be different to most other Troll states. Rumour has it that it is a land of bare rock and sand, blasted by the harsh Sun by day but by night mushrooms bloom and the land is transformed into a country of fairytale luminescence, only for the exotic flora to die back at dawn. To the south Kush is believed to border alternative realities and possibly Zanj. The Sea of Sands lies to the west.
Land of the Rising Sun: A mythical land far to the east beyond Cathay, which is where such legends come from. It is a land of warriors serving great feudal lords. It is rumoured that the sun rises from this land. The Court of the Sun King in Heliopolis has collected all rumours avidly and there is talk of a Hero-Quest to find the source of the legends.

Moghul Lands: We know a surprising amount about the Moghul Lands – it is further than Britannia but less far than Cathay and in roughly the same direction. There has at times been some commerce between Khem and the Moghul Lands. It would seem to have pretty much the same gods but they have strange names and slightly different abilities – Matar is called Kali there, and she is a much more martial goddess. There are also gods unknown to us, one with the head of an elephant. The Moghul Lands are the principal source of elephants found around the Great Middle Ocean. Carthage once, long ago, fielded an army with a corps of elephants and Middle Kingdom Khem used them in war against Kush. Demons are also reputed to be far commoner. The cult of the Tiger People, Sheer Khan, is reputed to come from the Moghul Lands.

Moonravia: At the end of the Moon Age Moonguard suffered a savage civil war provoked by the rise of Chaos among some noble families. It resulted in many nobles and the most chaotic of the population departing into exile in the Chaos Zone. These exiles founded a new state, named Moonravia, far to the north on the borders of an icy cold inland sea. The capital is called Selenium. After hearing nothing of it for all the Third Age, Moonravia recently launched an invasion of Moonguard under Duke Wilhelm the Usurper via the ‘Lunar Seas’. Moonravia took large swathes of Moonguard territory but Monty Lord Carlo, without any real authority, mobilised Freetown and Sunbury and militias from Freiburg and Flamstead. He also received support from Transylvania. After Sartac was retaken by storm, the daughter of Duke Sebastian, Katarina Aldrin, deposed Wilhelm the Usurper. With the bulk of Moonguard back in the hands of Duke Raymond VI the war was resolved diplomatically with a marriage of alliance.
Oz: News of this land comes principally from the cult of Pa Ozzie, the Roo-Riders. They claim to have come from this land, transported by some magical means. It is not known if Oz is in our World or another, sages are divided on the issue. The Roo Riders say is is a huge desert spotted with oases and fringed with grasslands harbouring vast herds of roos. There are strange gods; lions, tigers and bears and stranger animals and the land is more closely linked to its spirit plane than ours. The stars are not like ours; if it is our World it must be far, far away.
The Sea of Sands: Sages debate whether the Sea of Sands is actually a ‘Far Land’ but it is exotic and mysterous and its southern borders are undoubtedly Far Lands. Its origin lies in Godtime, when Matar offered a vast tract of desert to Poseidon in return for a Water spirit to irrigate her son’s favoured land of Khem. Poseidon gave her the Nile and in return Poseidon got the Sea of Sands.
Poseidon worshippers ply the Sea of Sands in sandships, sailing between oases in the desert and regular ports on the Libu coast. There are also barbarians in the desert, some with exotic illusion magics. And strange Elves, covered in spines. But it is a mysterious place into which many vanish never to be seen again. Others return with fantastic tales of exotic lands seen or even visited. Some sages believe these travellers to be the victims of powerful mirage spells but others believe the Sea of Sands at some points borders alternative realities. It is known to border Zanj to the south and Kush to the east.
Zanj: Legend has it that south of the Sea of Sands there is a strange land inhabited by draconic races, possibly related to the Dragonewts. Myths report them as appearing in a variety of forms, mostly terrestrial but a few capable of flight. They are ruled by the Tyrant Lizard King, a fearsome giant with awesome sorcerous powers as well as huge jaws. Alongside these draconic races dwell barbarian tribes riding strange and exotic steeds, such as elephants, giraffes, hippopotamuses and rhinoceri, as well as Bolo Lizard, Quagga and Zebra, which would seem to have originated from this Far Land and whose tribal tales are a prime source of the legends of Zanj, along with reports from Poseidon sand-ships. Such tales also speak of exotic were-beasts: lion, hyena, vulture and chamaeleon.
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